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In the mid-twenty-first century, a uile, warlike alien

race called the Strogg launched a massiue inuasion of

Earth. After years of struggle and suffering unbearable

casualties, mankind finally realized that their only

chance at suruiual was to mount a desperate

counterassault on the Strogg homeujorld, planet

Stroggos.

The first assault force was launched from the GDF

fleet and encountered massiue resistance—most of the

dropships were destroyed by the Strogg homeworld's

massiue defense weapon, known as the "Big Gun." One

sole suruiuing marine broke through and managed to

destroy the Big Gun and ultimately defeat the Strogg

leader, the Makron. Howeuer, the war did not end there.

You are Matthew Kane, a member of the elite GDF

Rhino Squad and part of the final colossal inuasion that

spans across the entire planet of Stroggos. Equipped

with high-tech weaponry and uehicles and teamed with a

top GDF marine squadron, you soon realize this war is

far from ouer. In fact, your worst nightmares haue yet

to become realized...

Haw td Use
This Guide
UJe'ue spared no effort to ensure that this guide

contains all of the tips, tricks, hints, and strategy you

need to destroy euery enemy, find euery hidden item,

and suruiue the horrors in store for you on planet

Stroggos.

Ulith all the weapons to

wield and items to collect in

Quake H, you need a separate

chapter to keep them all

straight. Fortunately, that's

what the "UJeapons and

Items" section of the guide

is all about. Refer to it for

tips and strategies for using

the uanous weapons, as well

as information on each item

(or pick-up] in the game.

Enuironmental objects of

import are also detailed in

this section.

Vehicles

There are many different

uehicles in Quake H. Some you

must pilot, others you must

battle and destroy. For quick

reference, euery GDF and

Strogg uehicle is couered

complete detail in this

section of the guide. Check

the uehicle descriptions to

learn all about each one,

including effectiue combat

tips to employ against

hostile uehicles.

WEAPONS AMD ITU*

BAsic Training

glMWThe "Basic Training" sectio

is essential reading for an

new Quake H recruit; euen

Quake masters will want to

look at it. This section

couers euery command in

the game, from attacking t

zooming your uiewpoin

also features detarif
J

strategies applicabl

any combat situation,

fcnoujing when and- how to

•atrafe.san mean the,

; -ence between Me and

*°atn an Stroggos.: so don't Report for duty until

u'ue completed Basic Training.

PRIMAGAMES.

Characters

Stats and bios on euery

ember of Rhino Squad—the
"incipal characters of

Quake H—are presented in

this spoiler-free section.

Read to acquire new insight

into the minds of the GDF's

most elite squadron of

--1

V



Enemies

The "Enemies" section tells

you everything you need to —
know and more about the

four main classes of foes

you'll face: light infantry,

heauy infantry, commanders,

and generals [bosses). Any

creature in Quake H that

wants to do you harm is

couered in detail in this

chapter. Knowing how to deal

with different enemies saues

you ammunition, health, and

armor, so bone up on the

'rengths and weaknesses of each one.

/ALKTHROUGH
the guide's biggest

. The walkthrough

akes you on a waypoint-by-

waypoint tour through each

leuel. giuing aduice on how to

handle tough fights, warning

nu of nasty ambushes, and

owing you how to complete

ch objectiue in ord

ogress through the

ery waypomt in the

elates to its matching

waypomt on the maps—this

ensures that you'll neuer get

lost. Just scan the maps to find your location and what

you must do. The maps are also labeled with enemy and

pick-up locations for quick reference.

Hotf-:
'ertam pick-up amounts and locations [such as health

acks and ammunition] uary depending upon the game's

difficulty leuel. The walkthrough is written from the

Corporal [Normal}" difficulty, but it's entirely oppli-

:oble far any difficulty leuel, as the gome's objectiues

do not change.

MULTIPLAYER

Rs deep and rich as the

single-player Quake H

experience is, don't ouerlook

the uisceral thrill of its fiue

multiplayer modes. The

"Multiplayer" section reueals

the intricacies of all IS

multiplayer maps, with

labeled floor plans for each

one. A hefty multiplayer

training section is also

included to teach newbies

the fundamentals of all

things multiplayer and

refresh the memories of seasoned ueterans

Command Console Cheats

Here's the section

eueryone's been waiting for.

After you'ue been chewed up

by the same enemies four

times in a row, wouldn't it be

nice to run through them

while inumcible, using

weapons you won't find for

another ten leuels? That's

what this^section's all about,

which contains all of the

most useful and fun comma

console cheat codes.

Walkthrough
Map Icons
you'll notice that the walkthrough maps are labeled with

a small uanety of icons. Here's what each icon repre-

sents:

^HHee

BE-

AMMUNITION WEAPON

4i HEALTH

c£l MEOIC

TECHNICIAN

f EXPLOSIVE BARREL

ENEMV SPAWN

WAVPOINT

A CONNECTION

'denotes item below or behind en object

^ RRIMAOAMES.COM
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BASIC TRAINING
CUSTDMIZIlxo
the Controls
All of the control keys in Quake 1 are fully customizable,

and because just about euery player has his or her own

control scheme, you won't see any specific key callouts

anywhere in this guide. For example: Instead of

assuming that you're using the default (jD) for forward

that appears. You can customize four categories of

controls: Mouement, Weapons, Attack/Look, and Other.

To customize a command, click its category, and then

click the command itself. Press the key or button you

uiish to assign the command to, and you're done. Each

command can haue seueral different keys assigned to it,

but each key can be assigned only one command.

When you finish customizing the controls, simply click

on "Back" at the screen's bottom-right corner to saue

your customization and return to the Title screen.

RESTORING DEFAULTS

If you want to restore all of the command settings to

their original (default] state, click "Settings" and then

click "Load Defaults" on the menu that pops up. Confirm

your decision, and the controls will reset to their

default state.

nOTE
This also resets all of the game and system options to

their default states.

DEFAULT CONTROLS
Movement Controls

(Dor ®
LDor©

fSPRCEl or IINSERTI

j COMMAND

• Forward

Backpedal

; Moue Left

Moue Right

Jump

Crouch

: Turn Left

urn Right

i Strafe

Weapons Controls
COMMRND KEY

Blaster/Gauntlet

Machine Gun i

Shotgun I

Hyperblaster I

Grenade Launcher I

Nailgun I

Rocket Launcher (

Railgun I

Lightning Gun (

Dark Matter Gun (L

ATTACK/LOOK
I
COMMRND

Attack

Preuious Weapon

Next Weapon

Reload

Look Up

Look Down
.

Mouse Look

Center Uiew

Zoom/Weap Special

Objectiues/Scores

j
Flashlight

Screenshot

CONTROL
KEY

(CTRL or MOUSE 1

(TJ or MOUSE WHEEL UP

fjjor MOUSE WHEEL DOWN

L
(PAG

J
No default key

r

MOUSE 2 or MOUSE 3



Other Controls
; command kev

i
Quick Saue

j

Quick Load I

IHAPTER 2
RAINING

and-personal uiew of the action. This lets you see
distant objects more clearly, but it also cuts down on
your peripheral uision. UJeapon scopes are best used to
inspect rooms you're about to enter and to pick ofT
distant enemies.

Team Chat

Uote Ves

Uote No

Uiew MP Statistics

Toggle Heady Status

Uoice Chat

No default key

No default key

No default key

No default key

In-Game Controls
This section describes the controls and actions you
may perform during a single-player or multiplayer game.

Looking Around
By default, your mouse controls your uiew. Simply moue
the mouse in the direction that you want to look. Vou
moue in the direction that you're looking when you
press FORWARD; so by holding FORUIRRD down, you can
steer yourself with the mouse.

Some gamers prefer to use the keyboard for looking.
TURN LEFT, TURN RIGHT, LOOK UP, and LOOK OOUIN are self-
explanatory, and CENTER UIEUJ returns your uieuipomt to
eye leuel. Rgam, holding FORUIRRD while pressing any of
these keys moues you in the direction you're facing.

V

When using a scope to attack enemies at range, try
to strafe back and forth a bit. Even a small amount
of strafing can reduce the amount of return-fire
you sustain.

Movement
Mouement is absolutely the most uital skill you need to
master in Quake H. fill the fancy weapons and
walkthroughs in the world won't help you if you can't
keep from running into walls.

Ht the most basic end of the mouement spectrum is

trauelmg forward and backpedalmg. Press FORUIRRD to
moue in the direction you're facing. Press BRCKPEDRL to
moue away from the direction you're facing. Simple
enough, right?

Surviving on Strdggos,
Part 1 : Be Patient
If you try to use your Deathmatch strategies in Quake fa
single-player mode, you won't make it out of the
second leuel aliue. Quake 1 is not a run-'n'-gun game-
it requires strategy, obseruational skills, and most of
all, patience.

lUhen entering

an area for the

first time [or

when returning

to an area after

accomplishing

an objectiue),

proceed slowl

and cautiously

Listen for the

sounds of

nearby enemies

and to what your squadmates tell you. Scan the area
for objects to use as couer in the euent or an attack.
Anticipate ambushes.

Quake H often throws you into intense battles with
little warning, attempting to cause you to make
careless mistakes. Vour best weapons are your wits-
keep them about you at all times.

scope, press ZOOM/UIERP SPECIAL to get an up-close-

I tmm
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STRAFI
"Strafing". is the term i

descnbeitnouing left or right uihil

facing forward. It is most commonl

used to' dodge enemy fire while

returning some of your own,

although it has other uses

[see the "Suruiuing on

Stroggos, Part 2: Roundiii

Corners" sidebar].

Use MOUE LEFT and MOUE

RIGHT to strafe left and

right. Vou can also hold

STRHFE and press TURN I

TURN RIGHT to strafe.

Ule'ue said it before and i

say it again: Standing still

during a firefight is masochistic

at best and suicidal at worst.

Use your mouse or Look keys to

keep your targeting reticle

fixed on your enemy, and sti

from side to side to auoid h

attacks while returning fire

Vou can close the distanc

betuieen you and an enemy more

safely by running toward the

enemy while simultaneously

strafing from side to side.

Circle-Strafing
If you're facing an enemy in an open are

especially in multiplayer games, you mus'

art of circle-strafing. Uihile keeping your targeting

reticle fixed on the enemy, strafe right and left in a

circle around him while backpedaling or mouing

forward to maintain your preferred distance. Change

direction randomly to preuent your enemy from

predicting your moues.

surviving dn strdggds,
Part 2: Rounding corners

CnuTion
Jumping or falling long uertical distances can injure

or kill you. Look before gou leap!

m

This simple trick will saue you some pain-
n

approach a blind corner, turn to face it

strafe around it. That way, if there's anyi

waiting for you around the corner, you're already

facing it.

n»nygnfMiiand tables, can be pusi

allow you to jump onto them and reach areas or items

that were preuiously out of reach.

ND CR

Jumping
Jumping is another basic mouement with a uanety of

uses. Press JUMP while mouing to hop ouer obstacles,

leap across gaps, reach an eleuated area, or dodge

i enemy fire.

fit seueral pon

tunnels thatyoi

then crawling. To crawl, press and hold CROUCH and press

FORUIRRO or BACKPEDAL to crawl forward or backward. Vou

can also use CROUCH to hide behind objects.
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Surviving dn Strdggds,
Part 3: Take Cdver!
Standing out in the open throughout a gunfight is a

uery bad idea. Vou're not bulletproof unless you're in

God Mode, so conceal as much or your body as

possible behind couer—this minimizes your risk of

being hit by enemy fire.

Stand behind

pillars and

crates as you

attack. Duck

completely

behind them

when bullets

start flying in

your direction

and euery time

you need to **'" ^-dB^1
. • ^

reload. If

enemies swarm in, back up through doorways, strafe

to one side, and then blast your foes as they line up

to follow you—the shotgun is particularly useful for

this tactic.

Jump-Crouching
fln aduanced mouement technique is jump-crouching. Vou

use this when you need to enter a narrow opening

that's too far off the ground to crouch and crawl into.

To execute a jump-crouch, jump while mouing forward,

then immediately crouch [FORWARD JUMP, CROUCH]. While

this can be a tricky maneuver to master, it allows you

to access areas you otherwise couldn't.

Interacting with
Control Panels

r n

i M .

Urr**cTrvl

r i

i

^^—^^^i ^-»a 1
i y

1'^
Pb«» - J

APfflu
riS_

fflfl

Climbing Ladders

Vou can interact with many control panels in the

Strogg's bases and facilities, usually ones found near

sealed doors and eleuators. To see if you can interact

with a control panel, moue your targeting reticle ouer

it. If the reticle changes to a cursor, you can interact

with the panel. Press RTTRCK to actiuate the control

panel and see what happens.

Speaking with Characters
Though you encountered a few liumg, breathing

characters in Doom 3, you get to fight alongside many

more in Quake H. Approach a character and moue your

targeting reticle ouer him to uiew his name, rank, and

GDF squadron affiliation.

Some characters

will strike up a

conuersation with

you upon seeing\l. j
,

• 1

\J t
you, and you can

v\ speak to just about

,% anyone you meet

by approaching

them and pressing

PF •

RTTRCK. Speak to

characters
' ~-

seueral times by r

^ additional informat

m
na
31

in

V^r

ryone will haue something
~ know until you try.

nore
't worry if you accidentally fire at characters you

t—you can't hurt friendlies.

Many Strogg are human-shaped and sized, so you'll see

seueral utility ladders as you infiltrate their bases and

bunkers. To climb up a ladder, just look at it and then

moue forward. To climb down one, approach the ladder,

turn around, look downward, arid then backpedal.

< *7 >>>
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GDF medics can heal you. You can

by their unique body armor and bj

next to their rank iuhen you target one.

When your health is loui, approach a medic and pre

ATTACK to speak with him. The medic then quickly hea

you to full health. Needless to say, medics are

extremely ualuable squadmates, and you should stnu

to protect them.

riOTB
Medics and technicians neuer run out of healing ability,

but they won't assist you when they're preoccupied.

NTERING/EXITING VEHICLES

ke H's single-pl

,.pear on your HUD, press ATTACK to climb in.

Press JUMP to exit a uehicle when you're finished with it.

If the words "Uehicle Locked" appear on your screen's

lower-left corner, you cannot exit the uehicle.

Your controls change to allow you to steer a uehicle

after you enter one. Each uehicle has its own unique

controls. Please refer to the "Uehicles" section of this

guide for complete details on each one.
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control panel, simply press ATTACK to fire your

currently equipped weapon. Different weapons haue

different effectiue ranges-consult the "Weapons and

Items" section of this guide for complete details on

each one.

surviving dn strdggos,
Part 4: Wdrk with Ydur
squadmates
You're often accompanied by one or more GDF marines

throughout most of Quake H's single-player campaign.

Exercising sound combat tactics will help you suruiue

the waues of enemies you must combat in your quest

to destroy the Strogg. Don't let your pals take all the

heat in euery fight-back them up wheneuer you can to

keep them aliue and able to assist you down the road.

Your squad-

mates will do

their best to

hold off enemies

and secure eac K

area you explor

Ulatch where

they position

themselves

during firefights ^"
J

and then look

for suitable

places to make your star

example: If enemies are coming at you rru

angles and your teammates aren't defending your

flanks, make sure you do so.

Finally, when you're joined by new group of marines,

look at the weapons they're carrying and use this

information to help you determine which of your

weapons will be most helpful. Uersatile weapons, such

as the machine gun, are fine, but if no one is armed

with a shotgun, enemies that draw near will haue their

way with you.

Changing Weapons

There are two ways to change your equipped weapon.

The fastest method is to press the key to which the

weapon is bound, which instantly brings that weapon up.

This is the preferred weapon-selection method when

you're in the thick of things-the faster you can arm

yourself with a suitable weapon, the better your

chances of suruiual.

The other way to change your equipped weapon is

cycling through each of the weapons you'ue acquired,

using PREUIOUS WEAPON and NEXT WEAPON. This method is

a little slower, but it lets you check through all of your

weapons and monitor their current ammunition status.

t \jn\ *

Wheneuer you change weapoi

weapon you currently carry are displayed near the

screen's bottom. This lets you quickly take stock of

which weapons you currently carry and is quite helpful,

as there are numerous points in the game where you

gam or lose weaponry.

the flashlight is attached to your blaster and machine

gun. Pressing FLASHLIGHT while either of these weapons

is equipped toggles the flashlight on and off. If you're

currently wielding a different weapon, pressing FLASH-

LIGHT instantly brings up the machine gun with its

flashlight turned on (or the blaster, if you don't haue

the machine gun]. If you don't haue either of these

weapons, you cannot turn on the flashlight.
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Surviving dn Strdggdb,
, Part 5: Let There Be Light

. Doom 3 repeatedly tested your resolue with the

terror-inducing quandary of whether you should hold

your flashlight or ready a weapon when entering a

new area. This is not a factor in Quake H. Instead,

both your blaster and machine gun feature a flash-

^

linh+ mhirh unii sh

in Doom 3.

Unless you

need another

weapon, always

keep your

machine gun

equipped and

leaue its flash-

light on. Scour

the shadowy

nooks and

crannies of

euery room for enu.

otherwise walk right p

cidentally trying to fire an empty weapon. Howeuer,

the difference between life and death during combat.

You can switch weapons while you reload. Do this if

you're suddenly engaged by an enemy while reloading.

nOTE
When you manually reload a weapon that still has some

ammo left in its clip, you don't discard the remainder

of the clip's ammo. For example, if your machine gun

[which has a standard clip capacity of HO rounds) is

down to B rounds when you reload it, your machine-

gun ammo cache is only depleted by 38 rounds-you

don't lose the B rounds from the preuious clip.

I|d - 1 I eTei lz*Surviving d
Part 6: Ammd Management

istakes can cost you your life in Quake H.

easiest ouersights to make [and auoid] is

forgetting to check through and reload your weaponry

after a skirmish with the Strogg. UJalking into a

gunfight with a half-empty clip just isn't the way an

GDF marine carries himself, so be sure to reload after

On each firearm i

pay attention to: The first is the amount of ammunition

that's currently loaded into the weapon [referred to as

the weapon's "clip," euen for weapons that don't use

ammo magazines]. The second is the total amount of

extra ammunition you haue for the weapon. When the

clip runs dry, you must reload the weapon from your

cache of extra ammunition before you can fire it again.

Vou can manually reload your weapon at any time by

pressing RELOAD.

If you'ue set %$$ Weapon Reload" to VES at the Game

Options screen, yoii. automatically reload your weapon

when the clip runsid&.Jhis has its aduantages and

Howeuer, it is possmie to reload a bit too

frequently. After securing an area, stand still and

wait a few seconds to make sure nothing else pops out

to attack you. Remain stationary as you reload to

auoid drawing the attention of foes that might be lying

in wait ahead.

Finally, learn which weapons are better suited t

different combat scenarios t"

you conserue ammo. If one of

your weapons is loi

spare ammo, .use a

weapon for which yi

haue a large cache

of ammo. Vou acquire

many uersatile

weapons throughou

the game, so expenmen

and use a uanety of th
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VIEWING OBJECTIVES/SCORES saue or load a game. You can store up to four separate

quick saues.

Ml •

-

Press 0BJECTIUES/5C0RES to call up \

mission objectiues in single-player mode or to uiem the

current score during multiplayer matches. Be careful,

though—uiewmg either of these does not pause the

action, and you can still be attacked by enemies.

Miscellaneous Controls
There are a feui controls that don't fit into any

conuenient category but that are still important:

Title Screi

SCREENSHDTS

Take a screenshot of the onscreen action by pressing

SCREENSHOT. The shots you take are saued in TGfl format

in your Quake H folder on your computer's hard dnue.

The default path to the screenshots folder is

C:\Program Files\id software\Quake H\q%ase\screenshots.

Multiplayer Controls
The following controls are unique to multiplayer games

but are accessed through the Title screen.

U

08/ 14/2005
03:03pm

Ml

j SI

, St

INTEROR M»NO*R

Haitga- 1 INTEROR HANGAR

M INTEROR HANGAR

M MANGAfl PERIMETER

DELETE OAME
1 , tut » "«' TRIWHM

1

i

m
m

p Stan AIR DEFENSE BUNKER

p n
t

l

:

art WASTE PROCESSING EACH.ITV

an PUTRIFCJtTON CENTER

a-t RECOUPOSITON CENTER

alt OSPERSAL FSCILITT
.- II

The only noncu

pauses the game and switches to li

you can saue your game, load a saued game, quit the

game, or uiew and adjust uanous options and settings.

Quick Save/Load
Press QUICK SRUE to quickly saue your game, and press

QUICK LOUD to load your last quick saue. This saues you

the hassle of hauing to suiitch to the Title screen to

FlOTB
For more information on multiplayer games, including

additional options and settings accessed at the

Multiplayer menu, please see the "Multiplayer" section

of this guide.

Chatting
Hit CHHT to bring up the chat window and type a

message that eueryone in the current match can read.

Use TERM CHRT to send a message that only your

teammates can read.

If you're euer presented with a uote in a multiplayer

match, press UOTE VES to respond in the affirmatiue and

UOTE NO to offer a negatiue response.
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VIEWING MP STATISTICS
To see how well you're doing in a multvplayer match,

press UIEUI MP STATISTICS. This calls up a window that

displays your total kills, deaths, awards, and your

accuracy percentage for each weapon you'ue fired.

TDGGLING READY STATUS
Press READY to indicate that you're ready for the multi-

_i „ motrh tn homn Press it a second time to signal

that you're not prepared for the bout just yet.

Voice Chat
Hit U0ICE CHAT and then speak into your headset or

microphone to broadcast your words to other players

the match. Hit UOICE CHAT a second time to turn it off.

EMOTES
In multiplayer games, you can show your emotions to

your friends and foes using emotes. Press SALUTE,

CHEER, TAUNT, or GRRB to make your character model

perform the corresponding action.

SETTINGS
Tweak uanous gameplay options by clicking on

"Settings" at the Title screen and then choosing "Game

Options" or "System," depending on which ones you want

to configure.

GAME DPTIDNS

The Game Options menu allows you to customize the look

and feel of the game. Use MOUSE 1 to cycle forward

through each option choice and use MOUSE 2 to cycle

backward.

Free Look: If set to YES, the mouse is used to look

Huto weapon neioao.aBi.LHiy <.

reloads your current weapon when the clip runs dry. NO

means you must always reload manually.

Auto Uleapon Switch: Set this to YES if you want to

automatically equip new weapons as you pick them up.

Set it to NO if you want to keep your currently equipped

uieapon actiue.

Show Cecals: If set to YES, bullet holes and bloodstains

appear on the walls after you blast enemies near them.

Show Gun Model: YES shows your actiue weapon from a

first-person perspectiue. NO hides it.

Inuert Mouse: If set to YES, mouing the mouse up [away

from you] moues the onscreen reticle downward, and

uice uersa. NO causes the mouse to moue the reticle

;
normally.

Smooth Mouse: Adjust this slider farther to the right if

mouse mouement is jerkier than you'd like.

Mouse Sensitiuity: The farther to the right you set

this slider, the less mouse mouement it takes to

dramatically change your uiew.

Crosshair: Choosing UIEAPON DEFAULT uses the default

targeting reticles for each weapon. CUSTOM allows you

to lock in your fauonte crosshair and use it for euery

weapon.

Set Crosshair: This option becomes auailable when you

set the "Crosshair" option to CUSTOM. Pick your fauon

crosshair to lock it in for euery weapon.

Crosshair Size: DEFAULT uses the preset sizes for

ii crosshair. You can cycle through the other sizes t

increase or decrease the size of each weapon's

crosshair.

Crosshair Color: Change the color of your weapon

crosshairs to make them stand out.



CHAPTER 2
BASIC TRAINING

System Dptidns
The System Options menu allows you to configure the

may Quake H runs on your PC. Use MOUSE 1 to cycle

forward through each option choice and use MOUSE 2 to

cycle backward.

Video Settings
Uideo Quality: The ouerall leuel of uisual quality for the

game. Use the "Huto Detect Settings" to determine the

optimal uideo quality.

Screen Size: The display's resolution. Higher resolu-

tions improue uisual quality but require greater

processing power.

Fullscreen: VES runs the game in Fullscreen mode; NO

runs it inside a window.

Brightness: The game's brightness leuel.

Huto Detect Settings: Click this option to haue the

game scan your PC and hardware to determine the best

balance between uisuals and performance.

Advanced Settings
High-Quality Special Effects: Increase the quality of

the game's special effects, such as fire.

Enable Shadows: Setting this to VES turns on character

and enemy shadows.

Enable Specular: Setting this to VES causes reflectiue

surfaces, such as metals, to giue off a brighter shine

when light hits them.

Enable Bump Maps: Setting this to VES causes "bumpy"

surfaces, such as rock walls, to look far more realistic.

Uertical Sync: Setting this option to VES greatly

reduces the amount of horizontal lines that appear

across the screen when you moue and look about, which

is known as "tearing."

Antialiasing: Turning this option ON improues graphic

quality by reducing the appearance of jagged

diagonal lines.

Audio Settings
Master Volume: The game's ouerall uolume leuel. Mouing

the slider to the right makes it louder; mouing it left

makes it quieter.

Ambient Uolume: The uolume leuel of noises in the

background, such as gunfire and explosions from

nearby battles.

Music Uolume: The uolume leuel of the background music.

Advanced Audio Settings
Sound System/Deuice: DEFAULT uses your PC's primary

soundcard. If your PC features other audio hardware

deuices, you may select them instead.

Surround Speakers: Choose VES if you haue a

surround-sound setup. Choose NO if you don't.

Optimizing Ydur
Gameplay Experience

Quake H is a state-of-the-art game and reqi

serious power to run smoothly. The best way

the optimal results from your PC is to make sure that

you're not running any other programs except Quake H

and that you use the Uideo Ouality autoscan feature,

which automatically giues you the best balance

between uisual quality and frame-rate performance.

Howeuer, if the game still seems choppy, there are a

few things you can do:

1. Reduce the "Screen Size" System Option to a

resolution of 800 x 600 or lower. Lower resolutions

require much less processing power.

2. Reduce the "Uideo Ouality" System Option to a lower

setting. Vou'll sacrifice some of the finer details,

but Quake H looks great at any setting.

3. Turn off the "Aduanced Settings" System Options.

Most of them don't require much processing power,

but euery little bit helps.

PRIMAGAME5.COM <<< 13



PRIMA OFFICIAL GAME GUIDE

WEAPDNS AND ITEMS

Blaster (SP Only)

What Is It?
The blaster is the only weapon in the single-player

game that isn't found in multiplayer mode. This small yet

reliable weapon uses no clips and neuer runs out of

ammo. Press RTTRCK to fire energy projectiles from the

blaster, which inflict minor damage to enemies when

they land. Pressing RTTRCK rapidly allows you to

squeeze off multiple blasts in short order.

The blaster also features a flashlight, which you may

turn on and off by pressing FLRSHLIGHT. Illhile the

blaster features no ZOOM/UJERP SPECIAL function,

pressing and holding RTTRCK for a few seconds charges

up a powerful shot, which is unleashed when you release

RTTRCK. This potent blast causes splash damage to

nearby foes when it impacts— don't use it against close-

range enemies.

WHERE DO YOU GET IT?
Vou begin the single-player game with the blaster. For a

short time, it's the only weapon at your disposal.

When td Use It

Vou must use the blaster for your first few battles in

the single-player campaign, as you don't haue access to

any other weapon until you find the machine gun. After

you obtain the machine gun, use the blaster only when

you're trying to conserue ammo or when you want to

fire at something in the enuironment to see if it's

structible.

Drawbacks
The blaster is effectiue in the early stages of the

single-player game, but it won't do you much good

against the hoards of powerful foes you face later. Its

damage output isn't uery impressiue compared to other

weaponry you acquire as you progress, find no matter

how fast you are at pressing RTTRCK, the blaster will

neuer match the rapid autofire of the machine gun,

hyperblaster, or nailgun.

Dark Matter Gun

Rmmo Type: Dark Matter Cores

Max. Rmmo Capacity: E5

WHAT IS IT?
The dark matter gun is the most powerful weapon in the

Quake H arsenal. When fired, a large ball of pure "dark

matter" slowly flies toward your target(s], passes

through them, and finally explodes when it contacts a

wall or other solid object in the enuironment.

fl quick science lesson: "Dark matter" is the term

scientists use to define superdense objects in the

uniuerse that we cannot see euen on the most powerful

telescope [hence "dark"]. We know objects of dark

matter must exist, howeuer, and we know they must be

extremely dense due to their incredible grauimetnc

pull—the effect of which we can see on other celestial

bodies in the uniuerse, such as planets and stars.

If dark matter can push (or rather, pull] planets and

stars about the uniuerse, then you can imagine its

effect when you unleash it against your enemies in

"lake 1. The grauitational pull of a DMG projectile yanks
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all nearby enemies toward it and crushes them,

inflicting seuere (and in most cases, lethal) damage.

QJhen the projectile finally contacts a uiall or other

solid object, it explodes, causing massiue splash damage

to all foes uiithin range.

Where Dd You Get It?
Vou obtain the dark matter gun during the Data Storage

Terminal leuel. Vou must destroy the Strogg repair bots

that examine it to claim the awesome DMG.

Gauntlet (MP Only)
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What Is It?
The gauntlet is a motorized buzzsaw affixed to a gloue

worn on your arm. It's the only weapon found in multi-

player mode that isn't featured in the single-player

campaign. Press and hold HTTHCK to actiuate the

gauntlet and slice into nearby enemies. The gauntlet

uses no ammo and neuer runs out of cutting ability.

Where Da You Get It?
Vou begin each multiplayer match with the gauntlet. Vou

neuer lose this weapon, either—each time you die and

respawn, the gauntlet is there with you.

When to Use It

The dark matter gun is extremely powerful and should

be treated with respect. Use it against large groups of

Strogg infantry to quickly defeat them all in a shot or

two. Otherwise, saue the dark matter gun for use in

supertough combat situations such as boss fights. Rmmo
for this weapon is scarce and highly ualuable— don't

waste it on small groups of enemies you could defeat

with more appropriate weaponry.

Drawbacks
The mam drawback to the dark matter gun is its

incredibly low rate of fire. After launching a projectile,

you must wait about 5 to ID seconds before the next

shot becomes ready. This waiting period is indicated by

the progress bar that appears on the DMG's HUD icon

each time it's fired.

Unfortunately, you cannot fire the DMG and then

switch to another weapon to circumuent its long

recharge period—you must keep the DMG equipped in

order to ready another of its deuastating blasts.

Howeuer, after firing, you can switch to another weapon

and forgo the DMG for the time being if you like.

Finally, as we preuiously mentioned, ammo pick-ups

for the DMG are few and far between. This, combined

with its painfully low rate of fire, means you cannot

afford to miss with this weapon. Make each shot count!

When to Use It

Use the gauntlet only when you haue no other weapon at

your disposal. It's a fallback that's always there for

you so that you're neuer completely defenseless.

DRAWBACKS
The gauntlet inflicts significant damage ouer time, but

you must maintain contact with an enemy for it to

work—and that's nearly impossible due to the gauntlet's

extremely short range of effect. Vou must practically

pin an enemy against a wall in order to hit him with the

gauntlet— a situation you'll rarely encounter in multi-

player matches.
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Ammo Type: Grenades

Clip Size: 8

Max. flmmo Capacity: 50

What Is It?
The grenade launcher is a uersatile

fires fragmentation grenades a relatiuely short

distance ahead of you. The grenades you fire bounce
and roll along the ground and bounce off of walls and
other objects until they stop or detonate. If a grenade
strikes an enemy, it explodes instantly and inflicts

heauy damage. Since grenades are explosiue weapons,
they also deal seuere splash damage to anything nearby
when they blow.

The grenade launcher has a surprisingly high rate of

fire for a weapon that's capable of inflicting so much
destruction. Its reload time is also quite short, and
thanks to its generous clip capacity, there won't be

many times when you'll need to reload it during combat,

fill in all, the grenade launcher is a true benefit to your
arsenal and shouldn't be underestimated.

Where Dd Ydu Get It?
Lieutenant Uoss [Rhino Squad] hands you the grenade
launcher when you first meet him near the beginning

the MCC Landing Site leuel. Vou become a serious thn
tot liuiiuuau

When to Use It
lllith a bit of creatiuity, the grenade launcher can be
used effectiuely in nearly euery combat scenario.

Launch grenades at tight groups of Strogg-you'll kill or
critically wound all of them if you manage to strike one.

Euen if you miss, grenades tend to flush enemies out
from behind couer, which exposes them to your
comrades' gunfire. Since grenades bounce off of walls

and objects, wily players will learn to fire them around
corners and such.

Vou're giuen plenty of ammo for the grenade launcher
as you progress through the single-player game, so use
this weapon when the need arises. The grenade launcher
serues you well against bosses and other tough enemies.

It is particularly useful against tele droppers—score a

few direct hits on one to quickly kill it, and the splash

damage also defeats the enemies it spawns.

Drawbacks
The grenade launcher's main drawback is its relatiuely

short range of effect— it won't do you much good
against distant enemies unless you charge toward
which exposes you to hostile fire. Don't use the grenade
launcher against quick enemies that like to rush you,

such as berserkers and grunts—they can close in on

you fast, and the splash damage from your grenades
could end up harming you. Finally, the grenades you fire

take a while to detonate if they don't strike an enemy,

which can giue your foes just enough time to moue out

of harm's way.

Hyperb

Hmmo Type: Batteries

Clip Size: 60

Max. flmmo Capacity: 100

Upgrade: Bounce Shot Mod

j
What Is It?
The hyperblaster is the Strogg's uersion of the GD

machine gun. Think of it as a mix between the blast

and the machine gun— it spits out energy projectiles at

a high rate of fire as you hold down ATTACK.

Where Da Ydu Get It?
Von obtain the hyperblaster as you nauigate a series of

"^awlspaces near the end of the Nexus Hub Tunnels

uel.
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When to Use It

The hyperblaster is uery uersatile and can be used in

many battle scenarios. Use it to quickly clear rooms full

of Strogg marines and other weaker enemies. Employ the

hyperblaster against tough-to-kill enemies that like to

charge you, such as grunts, berserkers, and light

tanks. The hyperblaster has a higher damage output and

features a standard clip capacity and spare ammo
cache that's larger than the machine gun's. Don't

underestimate its ability to cut down tough foes in

short order.

After you acquire the bounce shot mod during the

Data Storage Terminal [Reuisited] leuel, your hyper-

blaster's projectiles will bounce off of walls and

objects until they strike an enemy. This lets you

decimate groups of enemies in tight, cluttered areas, so

take full aduantage.

Drawbacks
The hyperblaster's only real drawback is found in its

projectiles' speed. Though the blasts trauel quite fast,

they're not as swift as the machine gun's bullets, which

instantly strike targets the moment they're fired. This

minor drawback makes the hyperblaster unsuitable for

use against agile, long-range enemies, as the majority

of your shots will often miss.

LlGHTNINi

The lightning gun is an aduanced Strogg-deueloped

weapon of remarkable power. When fired, a stream of

pure lightning is shot directly ahead. This lightning

stream inflicts heauy damage to enemies it strikes and
also has a chance to immobilize them. Hold down ATTACK

to maintain a steady current of lightning that quickly

shocks a foe into obhuion.

The lightning gun has no spare ammo cache— all of its

ammo is stored in its clip, so you neuer need to reload.

Howeuer, the lightning gun's ammo drains quickly and

steadily as you hold down ATTACK—you can burn through

a whole clip in short order if you aren't careful.

After you acquire the chain lightning mod during the

Tram Hub Station leuel, your lightning gun's stream will

"jump" to strike enemies in close proximity to your main

target. This allows you to damage multiple enemies at

once and is highly effectiue against tight groups of foes.

Where Da You Get It?
Vou acquire the lightning gun during the Recomposition

Center leuel. The Strogg are testing its usefulness

against an unfortunate GDF marine—use the control

panel near the weapon to stop the test and claim it.

When to Use It

Due to its high damage output and fast rate of ammo
consumption, it's best to saue the lightning gun for use

against the challenging enemies you often encounter in

the game's later stages. Since the lightning gun is

capable of stunning your foes with its powerful current,

it's the perfect weapon to use against tough, agile foes

that sport strong offensiue capabilities, such as iron

maidens and light tanks. The lightning gun will also

rapidly disrupt the energy shields carried by gladi-

ators, which can help you quickly defeat them.

Ammo Type: Lightnin

Clip Size: HOD

Upgrade: Chain Lightning Mod

Drawbacks
The lightning gun's most glaring drawback lies in its

relatiuely short range of effect— its potent current

cannot strike enemies at distances greater than

medium-range. The lightning gun also chews through its

ammo quite rapidly, and you aren't supplied with much
until you reach the game's later leuels
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Gun

flmmo Type: Clips

Clip Size: HO [BO with upgrade]

Max. flmmo Capacity: 300

Upgrade: Extended Clip Mod

What Is It?
The machine gun is the most versatile weapon in the

game. It has two fire functions: Hold down ATTACK for

primary autofire that can quickly shred enemies at

close- and medium-range. Hold Z00M/UJEAP SPECIAL to

use the machine gun's scope and pick off distant

targets with improued accuracy. [Vou must press ATTACK

each time you wish to fire a shot when using the scope.]

The machine gun is the most powerful weapon to

feature the flashlight—simply press FLASHLIGHT to

toggle the light on and off. Pressing FLASHLIGHT when

you haue any other weapon equipped [other than the

blaster] instantly brings up the machine gun with it

flashlight turned on. [If you don't haue the machine

the blaster is brought up instead.]

Vour machine gun's clip capacity becomes doubled

once you acquire the extended clip mod during the

Operation: Aduantage leuel— it can hold BO rounds in

single clip from that point onward. [The upgrade doe

not increase the weapon's maximum ammo capacity,

howeuer.] This upgrade is lost when you reach the

Strogg Medical Facilities leuel.

Where Do You Get It?
Vou start the single-player campaign with your

standard-issue blaster, but the machine gun is the

weapon you acquire as you progress through the ga

Vour first chance to obtain it comes shortly after t

first fight in the first leuel—take it from the corps

an GDF marine inside the Air Defense Bunker.

When to Use It

Unless you need a more powerful weapon, always keep

the machine gun equipped and make sure its flashlight

is turned on. This lets you see in dark areas to

ensure you don't miss hidden goodies or stumble

unaware into an ambush. And while the machine gun's

scope greatly increases your aim against distant

foes, you can also use it to scan distant areas for

pick-ups and enemies—another great reason to keep

this weapon equipped at all times. Finally, the machine

gun is so uersatile that it'll serue you well in many
common battle scenarios—there's often no better

weapon to walk into an ambush with.

Drawbacks
The machine gun's two primary drawbacks lie in its

initially small clip size and its moderate damage output.

[The weapon's small clip size isn't a factor after you

gam the extended clip mod, howeuer.] Though the

machine gun can quickly kill groups of Strogg marines

and tacticals, its effectiueness becomes limited when

you're faced with more resilient enemies such as gladi-

ators. Hely heauily on the machine gun in the game's

early stages, but employ more powerful weaponry as

you reach tougher combat situations in later leuels.
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NAILGUN
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Rmmo Type: Nails

Clip Size: 50 [100 after first upgrade

Max. Rmmo Capacity: 300

First Upgrade: Firepower Mod

Second Upgrade: Nail Seeker Mod

WHAT 15 IT?
The nailgun was deueloped by the Strogg and can be

thought of as a heauier uersion of the hyperblaster. It

fires large nail-like projectiles at high uelocity and can

quickly chop down heauily armored targets. Press and

hold ATTACK to fire a steady uolley of nails at your foes.

The nailgun's first upgrade—the firepower mod— is

acquired right at the start of the Hqueducts leuel. This

enhancement doubles your nailgun's clip capacity by

allowing it to hold two clips instead of one. It also

greatly increases the nailgun's rate of fire. This

upgrade is lost at the start of the Strogg Medical

Facilities leuel.

Vou gam the nailgun's second upgrade—the nail

seeker mod-near the start of the Recomposition Center

leuel. Press and hold Z00M/UIERP SPECIAL after acquiring

this upgrade to zoom in with a scope. Enemies you uiew

with the nailgun's scope become targeted by circular

reticles, and the nails you fire at these enemies will

track them. This upgrade is also lost at the start of the

Strogg Medical Facilities leuel.

Where Do Ydu Get It?

Vou're handed the nailgun at the start of the Perimeter

1

Defense Station leuel. It's the first Strogg-deueloped

weapon you acquire.

When to Use It

The nailgun is the most powerful rapid-fire weapon

auailable and becomes a true weapon of destruction

once you gain its upgrades. Rmmo is scarce at first, so

use it only against powerful enemies in the early stages

of the game-it works quite well against gladiators (aim

to fire around their energy shields). Use the nailgun

more often as its ammunition becomes more plentiful,

but try to keep a sizable spare ammo cache built up in

case of emergencies.

Drawbacks

The nailgun's projectiles trauel slower than your other

rapid-fire weaponry (the machine gun and hyper-

blaster], and until you receiue the firepower mod, the

nailgun's rate of fire is slower than the machine gun

and hyperblaster's. These two drawbacks make it easier

for smaller, faster enemies to dodge your long-range

fire, so use your nails against larger, slower enemies,

such as gladiators and light tanks.



When to Use It

Rmmo Type: Slugs

Clip Size: 3

Max. Rmmo Capacity: 51

Upgrade: Rail Penetration Mod

What Is It?
The railgun is a highly lethal ujeapon capable of killing

lightly armored enemies in a single shot. Deueloped by
the Strogg for use in ranged firefights, this fearsome
weapon unleashes a slug at superhigh uelocity each
time you press RTTRCK. Each slug inflicts seuere damage
on anything it hits and will instantly kill a Strogg
marine or tactical. Press ZDOM/UIEflP SPECIAL to utilize

the railgun's scope and increase its accuracy against

distant targets.

The railgun becomes euen more useful after you
acquire the rail penetration mod during the Data
Processing Security leuel. UJith this upgrade, each si

you fire is capable of tearing straight through your
target to strike any foes that are lined up behind them.

This can let you kill multiple Strogg marines and
tacticals uiith just a fern slugs.

Where Dd Ydu Get It?
Vour first chance to acquire the railgun is at the start
of the Dispersal Facility leuel-one of the tacticals that
ambushes you is armed with a railgun and drops it after

you kill him. Collect the weapon and then use it to

quickly defeat the remaining tacticals.

The railgun is best used against lightly armored foot
soldiers such as Strogg marines and tacticals. It can
kill either of these types of enemies in a single shot,

fluoid using the railgun against tough-to-kill enemies,
as it takes multiple hits to drop them (though each hit

usually causes the enemy to stumble backward]. Try to
stay behind couer when using the railgun—this allows
you to pop out, reil an enemy, and then immediately duck
for couer again.

Drawbacks

Some people will hate the railgun due to its extremely
low rate of fire—each powerful shot prouokes massiue
recoil and you must wait a few seconds before you can
fire another slug. This drawback can leaue you open and
uulnerable to return fire, making the railgun one of the
least uersatile weapons in the game. The worst thing

you can do is ignore the railgun, howeuer. Practice with

it and you'll quickly improue your aim. Once you'ue

grown accustomed to the railgun, you'll find it's the
best weapon to use against light infantry threats.

Rdcket Launcher

Rmmo Type: Roc

Clip Size: HO

Upgrade: Rocket Homing Mod

What Is It?
The rocket launcher is a handheld,

portable tool of mass destruction. Press RTTRI

a powerful rocket at your target or hold RTTRCK to

launch rockets at a steady rate. Rockets explode when
they contact an enemy [or any object in the

enuironment] and inflict heauy damage. Rny foes

standing near a rocket when it explodes suffer signif-

icant splash damage as well.

The rocket launcher has a maximum clip capacity of

ID rockets and uses no spare ammo cache, fill of its

rockets are stored in its magazine, and a new rocket is

quickly and automatically loaded each time you fire.

After you acquire the rocket homing mod during the

UJaste Processing Facility leuel, use your LOOK controls

to steer rockets toward enemies around corners and

such. Vour rocket launcher also gams the capacity to

fire three rockets in quick succession with this

upgrade—simply hold RTTRCK to fire them off.



AND ITEMS

Where Dd Ydu Get It?
Vou obtain the rocket launcher during the Strogg

Medical Facilities leuel-lift it off the corpse of a fallen

GDF marine.

When td Use It

The rocket launcher is one of the most powerful

weapons in the game and is also quite uersatile—you

can easily kill tough enemies and wipe out groups of

weaker foes with just a few shots, flmmo is fairly

scarce, howeuer, so try not to use the rocket launcher

too often until you'ue amassed a large supply. Don't use

the rocket launcher against close-range enemies or

you'll suffer splash damage.

Implement the rocket launcher's ability to inflict

heauy splash damage into your combat strategies. V

don't need spot-on accuracy to deuastate enemies with

this weapon—aim for the ground near their feet to

wreck them with splash damage.

Drawbacks
The rocket launcher's biggest drawback lies in its

rockets' slow mouement speed. It's practically useless

against distant enemies, especially agile ones-they'll

easily moue out of harm's way before the rocket

impacts. Due to this drawback, you must often "lead"

your targets when attacking them with the rocket

launcher, a skill that takes a bit of getting used to.

Shotgun

What Is It?
The shotgun is a powerful weapon suited to close-

range combat. Press ATTACK to unleash a deuastating

blast of shot and cripple nearby targets. Hold down

ATTACK to fire one shell after the next in quick

succession.

Vour shotgun utilizes a cliplike magazine after you

acquire the clip extension mod during the Operation:

Last Hope leuel. This dramatically reduces the weapon's

reload time and also adds two shells to its maximum

clip capacity.

Where Dd Ydu Get It?
A member of Uiper Squad hands you the shotgun when you

meet up with them early in the Hangar Perimeter leuel.

When td Use It

Bring out your shotgun wheneuer enemies swarm in. It

can drop heauy infantry such as a berserker or a grunt

in two to three blasts and will kill a Strogg marine or a

tactical in one or two. If you're fast on your feet and

seasoned at circle-strafing, you can use your shotgun

at close range to defeat just about any enemy.

Drawbacks
The shotgun's efrectiueness drops sharply when it's

used against long-range targets—numerous shots are

required to defeat distant foes; don't use the weapon in

this manner. Reloading the shotgun is a time-consuming

process until you gain its clip extension mod, as you

must load each shell indiuidually. Make sure to reload

after each battle.

WfllWW
Clip Size: B [10 after upgrade]

Max. Ammo Capacity: 50

Upgrade: Clip Extension Mod

AGAMES.COM
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Pick-ups
Ammunition
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Rmmo pick-ups are me m^-.. , ,
--

different type for euery ammunition-consuming tueapon

in the game. Collect ammo pick-ups to increase your

weapons' spare ammo caches. Search euery nook and

cranny for ammunition-hidden supplies are all ouer tl

place. Refer to the uieapon sections to learn which

pick-ups supply ammo to each weapon.

ARMOR

irmor protects you num narm. Ulhen y

your armor absorbs some of the damage ai

reduces the amount of health you lose by a -. ....

degree. Collect armor shards and armor uests to

restore your armor and suruiue longer in the heat of

battle. Vou can haue a maximum of 100 armor until you

reach the Strogg Medical Facilities leuel-you may then

protect yourself with a maximum of 125 armor.

Here's how much armor you gain when you collect

each type of armor pick-up:

Armor Shards: Each armor shard you grab increases

your total armor ualue by 5 points.

Small Rrmor Uest: Collect one of these to add 50 points

to your total armor ualue.

Large Armor Uest: Each of these adds 100 points to

your total armor ualue.

«W»

nes-if there's a helmet near the uest, it's a large

armor uest.

Health Packs
You ineuitably lose

health as you take

damage from enemy

attacks, long falls, a

enuironmental hazan

Vou die when you run

completely but of health:

Collect health packs to restore your health and stay in

the fight. Vou can haue a maximum of 100 health until

you reach the Strogg Medical Facilities leuel; you then

haue a maximum of 125 health from that point onward.

Small health packs restore your health by 25 points,

and large health packs heal you by 50 points.

Environmental
Dbjects
Barrels/Crates
Crates, barrels, and the

like are abundant objects

in Quake H. This is

crouch behind a crate or

barrel to take couer from

hostile fire. Crates are

always stationary and

cannot be moued, while

barrels can be pushed about by shooting them or

dumping into them. Ouck behind these objects to get out

f harm's way when no better couer is auailable.

CONTROL PANE'
Control panels are commo

objects found in many leuel

Use them to open doors,

actiuate lifts, and so on.

To use a control panel,

simply approach it, target

it with your reticle, and

press ATTACK when your

crosshair changes to the

hand-shaped cursor. Vou must som

certain portion of a control panel in

DOORS
Doors separate rooms an.

corridors. Euery door

opens automatically as yi

approach them (if they're

unlocked). If a door

actiuate a nearby c

panel or complete a

objectiue to unlock it.

Some doors rreuer become unlocked and are there

neuer used. Others lock behind you and can neuer be

Chution
Enter doors cautiously-you neuer know what's waitm

for you on the other side.

PRIMAI
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Exploding Barrels
Exploding barrels are either red or green in color and

are easy to distinguish

from regular barrels once

you learn to recognize

them. Fire at an explosiue flffc'**

barrel to set it ablaze. The I -^'

barrel detonates a few

seconds later and damages

anything nearby. Vou can

speed up their detonation

with additional fire if you I

5TRQGG Health Stations
UJhen you reach the Strogg

Medical Facilities leuel,

you're able to heal at

Strogg Health Stations.

Simply approach a Strogg

Health Station and actiuate

its control panel to start

recouenng health, fl Strogg !

Health Station's resources ^
are depleted as you use them—the green bar on their

control panels indicates how much juice they haue left.

Learn to spot explosiue barrels ana use tnem 10 your

advantage. Be careful not to use them as couer—hostile

fire can detonate them.

Fire/Acid
Fire and acid are similar in that both substances will

harm you if you touch t '

'

them. Prolonged contact i

with fire or acid inflicts __ i^
additional damage that jM^^, Jf..Jf
continues to harm you for ^P****
a short time euen after

you moue away. Keep away

from tongues of flame and

pools of acid.

LADDERS
Like lifts and stairs, ladders le

floors. Approach a ladder

and continue to press

FORWARD to climb onto it

and up. Vou must be facing

the "chmbable" side of the

ladder to grab on. Once

you're on a ladder, press

FORUJRRO or JUMP to cl~

'

up and press BflCKPE

CROUCH to climb down. Vou can

pressing MOUE LEFT and MOUE R.~

The safest way to climb down a ladder is to approach

it, turn around, look down at the floor, and then

backpedal onto the ladder. Continue to press BRCKPEORL

or use CROUCH to climb down.

TELEPORTERS
Teleporters are amazing

deuices deueloped by the ^^,
Strogg that can instantly

transport matter from one

location to another. Vou

encounter these objects in
\

the game's later leuels—

Strogg infantry use them

to spawn into rooms and

ambush you.

Vou can quickly destroy a teleporter

placed rocket or two. When no enemies a

charged shots from your blaster (hold down ATTACK and

then release] to destroy them instead of expending

rockets. Learn to recognize teleporters and make their

destruction your top priority; otherwise you battle

many more enemies than you must.

Vou may fire your weapon, switch weapons, and reload

while climbing a ladder.

Enemies that spawn through teleporters moke o uery

distinct sound when they appear. Find the source and

destroy it.

^»>(«4HI
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VEHICLES

. Used to transport ground troops ai- —
. 3 -

. Multiple marines can ride on back but are exposed

to attacks

• Feature roof-mounted heauy machine guns unth

infinite ammo
. Recouer lost armor ouer time

GDF conuoy trucks are used to transport ground troop!

and heauy cargo ouer long distances. Vou ride on a

conuoy truck throughout most of the Canyon leuel and

must protect it from all hostile threats you encounter.

Vou neuer get a chance to dnue a conuoy truck, howeuer.

Vou are exposed to incoming fire and attacks while

you ride in the back of the conuoy truck-the truck

doesn't absorb damage for you like most other

uehicles unless you're manning the roof-mounted

machine gun. Furthermore, you must use your own

weaponry to eliminate nearby threats and defend

yourself from enemies.

Each conuoy truck has a heauy machine gun mounted

to its roof, and you get to man one during the last half

of the Canyon leuel. Vou can't be directly attacked

while manning a ccnuoy truck's heauy machine gun-

instead, the conuoy truck absorbs damage. Vou must

use the truck's heauy machine gun to quickly destroy

hostile targets and preuent the truck from being

destroyed by their fire. The truck's armor indicator is

shomn at your screen's lower-left corner. If the

indicator loses all of its coloring, the truck is

destroyed and you must try again.

Hots
onuoy trucks recouer their lost armor if they aren't

amaged for a time.

HOVER TANK!

• Heauily armored mobile powerhouses

. GDF's most formidable ground uehicles

. Feature deuastating cannons and heauy machine

guns, both with infinite ammo

. Protected by heauy shields that slowly recharge

ouer time

• Slowly recouer lost armor ouer time

. Has headlights [actiuate with FLASHLIGHT]

GDF houer tanks utilize cutting-edge technology and

can quickly decimate both ground and air forces when

used with skill. Each houer tank is operated by one man

who both dnues the tank and fires its weaponry. Vou

nni to pilot a houer tank during the Aqueducts and

•ducts Annex leuels.
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Houer tanks are surprisingly fast and maneuuerable—

you can moue and strafe about with ease using the same

controls as you do on foot. Take aduantage of the houer

tank's agility and moue about to dodge hostile fire.

The houer tank features two weapons: a cannon that

fires powerful explosiue shells and a heauy machine gun.

Use the cannon to combat enemies; the shells it fires

trauel quickly and create massiue splash damage upon

impact. Employ the tank's heauy machine gun wheneuer

you must shoot incoming missiles out of the sky. Press

PREUIOUS WEAPON and NEKT WEAPON to switch between

these two modes of attack.

Press ZOOM/UIERP 5PECIRL to use the cannon's scope

when targeting distant enemies.

Houer tanks haue both armor and shields—indicators

along your screen's bottom show the status of both.

Attacks damage your houer tank's armor only after its

shields haue been completely destroyed. Vour houer

tank is destroyed when its armor indicator loses all of

its coloring.

Your houer tank's shields and armor recharge ouer

time as long as you aren't attacked. Pause to let them

recharge after each fight.

Lightly armore

Feature shoulder-mounted heauy machine guns

and missile launchers, both with infinite ammo

Protected by light shields that quickly recharge

ouer time

Slowly recouer lost armor ouer time

Has headlights [actiuate with FLASHLIGHT)

GDF walkers are uersatile land units used to support

friendly ground troops and pummel enemy foot soldiers.

They're quite uersatile and can effectiuely combat light

airborne threats, such as Strogg hornets. Vou get to

pilot a walker during the Construction Zone leuel.

Moue diagonally [FORWRRO/BRCKPEDRL + MOUE

LEFT/RIGHT) to make your walker strafe more quickly.

Walkers feature two weapon systems: a heauy

machine gun and a uersatile tracking missile launcher.

Use your walker's heauy machine gun to destroy enemy

infantry and other lightly armored threats. Fire

tracking missiles at faster or more powerful enemies,

such as agile Strogg hornets or tough heauy tanks.

Press PREUIOUS WERPON and NEXT WEAPON to toggle

between these two weapon systems.

A walker's tracking missile launcher holds 8 maximum

of six missiles at a time. Another six missiles are

automatically reloaded after you fire them all—this

process takes a few seconds. While your walker's

missile launcher system is actiue, it targets enemies

you encounter with circular reticles. Press ATTACK to

launch tracking missiles at targeted enemies.

PRIMAGAMC5.COM
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i TM*
uouer tanks, GDF walkers haue both armor and

, and the indicators along your screen's bottom

shorn the status of both. Attacks damage your walker's

armor only after its shields haue been completely

destroyed. Your walker is destroyed when its armor

indicator loses all of its coloring.

Chution
Your walker's shields and armor aren't nearly as

sturdy as the houer tank's—pause and let them

recharge after each fight.

Strdgg Vehicles
Drop Turrets

4m»

Deployed by Strogg drops
r

• Stick into ground and then fire heauy machine guns

• Protected by a light shield system
• Lightly armored

Drop turrets are deployed by Strogg dropships. They

fall from the sky, imbed themselues in the ground, and

then open fire with heauy machine guns. Though drop

turrets are stationary, their heauy machine guns can

rotate 360 degrees to track mouing targets.

Tip
Drop turrets moke a distinct sound as they fall. Use

this noise to detect their presence.

Drop turrets are usually encountered during

uehicular missions. They haue weak shields and armor

and are quite easy to destroy with any form of

weaponry. Their heauy machine guns can inflict signif-

icant damage, howeuer, so target them quickly and don't

lue them a chance to fire at you.

Tip
Drop turrets' shield systems don't activate until they

land. Fire at drop turrets as they fall from the sky to

quickly destroy them.

Drdpships

Armored enemy air transports

Deploy enemy infantry and drop turrets

Can attack directly by dropping bombs and firing

energy projectiles
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Strogg dropships haue a uanety of functions. They're

most commonly used to transport and deploy infantry

units and drop turrets. Howeuer, dropships can also

attack ground forces directly by deploying bombs and

firing energy projectiles. Vou encounter these airborne

uehicles at many points in the single-player game.

Tip
Jake couer when a troop-deploying dropship lands;

then fire at the enemies it drops off the moment they

touch the ground.

For the most part, there's little you can do about

Strogg dropships—they sail ouerhead and deploy

enemies without giumg you much chance to stop them.

Howeuer, during the Tram Rail leuel, you must fire your

tram car's heauy machine gun at dropships and destroy

them before they moue close enough to hit your tram

car with their potent bombs. It takes only a few

seconds of sustained fire to destroy one.

m

^
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Gun Turrets

Gun turrets pop out of ceilings inside complexes and

are also commonly affixed to outdoor structures. Most

fire heauy machine guns, but some fire energy projec-

tiles. Gun turrets haue weak armor and are easy to

destroy with any weapon. Their fire can cause seuere

damage ouer time, howeuer, so eliminate them quickly.

T?f>

To quickly destroy outdoor gun turrets, fire at their

top portion.

w

:*r^ m m wn

ICC Belly Turrct
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. Heauily armored mobile power houses

. Strogg's most formidable ground uehicles

. Fire deuastating mega tracking missiles at

distant targets

. Employ powerful twin nailguns against closer foes

• Can impale nearby targets with sharp legs

Harvesters are the Strogg's most fearsome land uehicles.

They haue heauy armor and walk on four giant legs, which

they can use to impale enemy ground forces. Though you

only combat harvesters during uehicle-based leuels,

such as Aqueducts and Construction Zone, they also make

appearances in other leuels, where they function more

like enuironmental hazards.

Keep your distance at all times when battling a

harvester. This preuents them from impaling you with

their legs and grants you enough time to dodge their

sluggish yet deuastating mega tracking missiles. Or,

shoot them down with your uehicle's heauy machine gun.

Strafe to dodge a harvester's slow-mouing nailgun fire.

Blast away at the lower portions of a harvester's

legs-a harvester collapses after you blow off two of its

legs Vou may also target a harvester's twin underbelly

nailguns or its pair of drum-shaped, rear-mounted

missile launchers to disable their weapon systems. Doing

so does not destroy the harvester itself, howeuer.

HORNETS
• Lightly armored airborne attackers

. Commonly encountered during uehicle-based leuels

. Fire uolleys of low-impact tracking missiles

. Can transport and deploy roller creatures

Hornets are the Strogg's primary fast-attack aircraft.

They're extremely agile and are primarily used to lay waste

to enemy ground forces. Hornets are protected by light

armor and are fairly easy to destroy once you manage to

. • _r i_... Jnn.xnr> trurhnn miQ^lIP?!

and almost always attack in groups of two or more.

When fighting a hornet with tne agile houer tank, use

the tank's powerful cannon to destroy each hornet-one

direct blast usually does the trick. Hornets often strafe

to dodge your first cannon shot, but they usually can't

dodge the second-make sure your second shot finds

its mark.

Ulhen piloting the slow-mouing walker, use the

walker's tracking missiles to quickly knock hornets out

of the sky. Their homing ability preuents hornets from

euadmg destruction.

REPAIR BDTS

. Nonaggressiue airborne deuices

. Perform a uanety of tasks

Repair bots are nonhostile Strogg deuices that moue

through the air and carry out a uanety of

construction, repair, and maintenance operations. Vou

[Uii.hiii.iyiiir-fcfci

in the single-player game in order to progi

necessary, you can easily destroy a repair bot with

small arms.



Roller Creatures

Well-armored mobile gun
• Commonly encountered during uehicle-based leuels
• Can be deployed by Strogg hornets
Extremely agile

• Must remain motionless to attack

Roller creatures are sphere-shaped mobile gun turrets.
They're often deployed by Strogg hornets and can moue
about uery quickly once they hit the ground. In order to
attack, a roller creature must stop mouing. It then
sprouts legs and a heauy machine gun pops out from the
roller creature's top. Roller creatures are most
uulnerable when they'ue stopped mouing to attack.

When a roller creature stops mouing, use the houer
tank's cannon or the walker's heauy machine gun to

destroy it in short order. It usually takes one blast

from the houer tank's cannon or a few seconds of the

walker's heauy machine-gun fire to destroy a roller

creature.

PTER
VEHICLE

Tram Cars

iW^^ ^^

B£
• Lightly armored personnel transpo,
• Runs on ouerhead tram rails

Features heauy machine guns with infinite ammo

Strogg tram cars are mass-transit uehicles affixed to
ouerhead rails. They run on these rails like a train,

mouing from one station to the next. Vou must ride tram
cars at uanous points in the single-player game in

order to reach new areas.

During the Tram Rail leuel, you must use your tram
car's heauy machine gun to fend off attackers. Fire at
each threat in turn as they approach from behind. Vour
primary targets are Strogg dropships. The bombs they
drop when they enter close proximity are lethal, so
don't giue them the chance. Other tram cars that carry
tacticals are your secondary targets. To quickly

destroy them, fire at the top portions of their tram
cars, which connect their cars to the ouerhead rail.

Don't bother firing at the tacticals themselues.

PRIMAQAMES.COM
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CHARACTERS
RHINO RPDRAL

.ATTHEW KANE

Hge: 23

Place of Birth: Lunar Colony. New Hope

Height: 5' 11"

Uleight: 1B0 lb.

Squad Role: Scout

most highly trained Marine Units

mtheVaVthRrmed Forces. They are sent into the worst

s.tuat.ons that are of the highest pnor.ty-s.tuat.ons

uihere failure is not an option. Each member is an

expert in his respect.ue field and is trained to the peak

of his abilities.

Seueral months ago the squad lost its former

commander. Lieutenant Daily. But he mas replaced by the

extremely capable Lieutenant Uoss. Now Rh.no Squad is

onto the bleak and forbidding planet Stroggos, home of

mankind's greatest enemy, the Strogg,
The reaul of this

battle could uery well determine whether mankind will

flourish or become just another extinct race in the

history of the cosmos.

e all else, Corporal Matthew Kane is a i

muolued with the disaster on Space Station

itrong and was the onlV one to emerge eliue. But

tly what happened there may neuer be known-he is

ir the strictest orders to remain silent.

After seueral months of recuperation, Kane was

assigned to Rh.no Squad. This was due to Lt. Uoss who

saw in Kane the potential to be a truly ualuable asset

to the team. But the squad only knows h.m from his

mysterious reputation. They don't trust h.m ™***^
he might be too much of a loose cannon. But with then

mission on Stroggos, tl

Matthew Kane is capable of.

IMAQAME
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Corporal
Alejandro "Alex" Cortez

flge: E2

Place of Birth: Mexico City, Mexico

Height: 5' 7"

Weight: 1H5 lb.

Squad Role: Sniper

Corporal
William "Billy" Rhodes
flge: 25

Place of Birth: Fort Worth, Texas

Height: 6' I"

Weight: 180 lb.

Squad Role: Demolitions

^ Ifr

)roiuing up on nis family s ra.._

uihile uery young. His father still brags about houi, at

the age of eight, young Rlejandro could kill a jackrabbit

from 150 yards out. After his sister was killed during

the first Strogg attack on Earth, Cortez joined the

Marine Corps determined to haue his reuenge.

Extremely cool in a firefight, he has a may of

getting to uantage points no one else could find.

Silent as darkness and swift as the hand of death,

Cortez mas assigned to Rhirro Squad after he single-

handedly defended a communications outpost armed

only tuith a depleted pistol-H charges against IS

Strogg. Oddly enough, at the end of the fight he still

i had one charge left.

ilham Rhodes knew Trom a uery early age he uianted to

be a Marine. He entered the corps as soon as he mas

old enough, and he quickly showed a gift for demoli-

tions. Where anyone else mould require a detailed

blueprint of a structure to know where best to place

a bomb, Rhodes knows instinctiuely where the weak

points are. Be it a heauily fortified dam or a reinforced

bunker, Rhodes can reduce it to rubble with a minimal

amount of explosiues.

Hailing from Fort Worth, Texas, Rhodes plays as hard

as he works. He's been demoted twice due to alterca-

tions w^tjj'MPs while out on RbR.
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ENEMIES
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Rge: 25

Place of Birth: St. P

Height: 6' 3"

Weight: 240 lb.

Squad Role: Heauy UJe

Lieutenant
Scott Voss
Rge: 30

Place of Birth: Mars Colony, Kmgsland
Height: 5' 10"

Weight: 170 lb.

Squad Hole: Leader

The son of a former Olympic tueightlifter for Russia,

Nikolai was raised on a farm where he spent most of his

childhood doing intense physical labor. He euentually
grew to dwarf euen his father's huge physique. While his

family had expected him to go to college to study
chemical engineering, Nikolai surprised eueryone by
choosing to join the Marine Corps. After his first two
days in boot camp, he was giuen the nickname "Sledge"—
a moniker that has stuck with him euer since.

• Soft-spoken and a man of few words, Sledge is a

welcome addition to Rhino Squad. He can easily handle
equipment that would take two normal men to lift. His
strength has become the stuff of legend-Sledge is the
only human who fought a Strogg in hand-to-hand combat
and won. Admittedly, he required three weeks in a

hospital afterward.

Rfter the death of their former _.

Daily, Rhino Squad wasn't sure they'd euer find someone
capable of leading them. Then they met Lt. Scott Uoss.
He epitomizes the old saying, "It's not so much the size

of the dog in the fight as it is the size or the fight in

the dog." He's not physically large or ouertly demanding,
but there is something about his demeanor that
demands respect from euen the most reckless Marine.

Rhino Squad knows uery little about Uoss because he
neuer speaks of his past. But were he to talk, they
would hear tales of the horrors he endured after being
captured during the Mars riots—he was tortured for six

months before being freed. He still suffers nightmares
and is highly claustrophobic after hauing been placed in

a coffin and buried for days at a time.

Uoss knows Rhino Squad questions his reasoning for

bringing this newcomer, Matthew Kane, into their group.

But Uoss has a sneaking suspicion this new kid just

might proue to be the most ualuable asset Rhino Squad
has to offer in their battle against the Strogg.

PRIMA6AMES.
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Master Sergeant
Marian Bidwell

Rge: SB

Place of Birth: La Grange Point, Space Station McKinley

Height: 6' 3"

Weight: 190 lb.

Squad Role: Second in Command

Private
Jeremiah Anderson
Rge: 19

Place of Birth: Chicago, Illinois

Height: 6'

Weight: 160 lb.

Squad Role: Medic

'fefcdt

Master Sergeant Marian Biduiell mas born in space and

i plans on dying in space. Both his parents were Marines

i for life, and he intends on doing the same. He supplied

falsified documents in order to join the corps while still

g 2 years under the legal age limit. He's seen more war

nK i and death than most men twice his age, but Bidwell still

i

loues the Marine Corps and all its traditions.

io The master sergeant can be extremely brutal during

training-he knows the only way a Marine is going to

r
suruiue under enemy fire is to train under extreme

j duress. More than one Marine has been seuerely injured

during exercises, but Bidwell will neuer lessen the

training-Rhino Squad is too important to allow anyone

but the absolute best out onto the field.

Anderson is the youngest member of Rhino Squad euen

though he's been with them for ouer a year. Coming

from an affluent family in Chicago, Jeremiah could haue

easily used his grandfather, General Anderson, to auert

seruing on the front lines. But instead he requested to

be a part. of Rhino Squad, hoping to always be in the

thick of the action. When Master Sergeant Bidwell

heard a general got Rnderson assigned to the squad,

he made it just that much harder on Jeremiah. Much to

Bidwell's surprise, Rnderson thnued under the

stressful conditions.

Rlthough Jeremiah considers himself a healer, he isn't

afraid of using a gun. Rnd with his knowledge of Strogg

physiology, he is an expert at stopping the enemy with a

minimum Of shots.

IMABAME5.COM



Rge: 21

Place of Birth: Dusseldorf, Germany

Height: 5' 8"

Uleight: 130 lb.

Squad Rolei^^V
j

Technician

PRIMA OFFICIAL GAME GUIDE

Sergeant
Dell Morris

Rge: 2H

Place of Birth: Toronto, Canada

Height: 6' 1"

Uleight: 175 lb.

Squad Role: Communications

Johann Strauss possesses one of the most gifted minds

of our age. By the time he mas H years old, Strauss

could perform complex trigonometry equations in his

head. Rt the age of 8 he was fluent in 6 languages and

could recite all of Shakespeare's works from memory. He

was part of the research team who discouered how the

Strogg used black holes to trauel across the uast

distances of space. He currently holds PhDs in Rduanced

Computer Science and Biotechnology and is one of eight

people fluent in the Strogg language.

In keeping with his genius status, Strauss also has a

tremendous ego and can be extremely brash. He would

haue remained in research were it not for a run-in with

General. Nathaniel Hastings. Strauss so insulted the

general, he found himself on the front lines a week

after the argument. Ulhile in the field, Strauss found he

excelled in working with Strogg technology. Because of

his talents, he was;8ssigned to Rhino Squad. Now they

receive missions de^p in enemy territory that require

interaction with $triigg security and computer systems.

Sergeant Dell Morns has been with Rhino Squad for oue

three years, which makes him second in seniority only

to Sergeant Bidwell. He is highly skilled at hand-to-han

combat, hauing achieued black belts in Tae Kwon Do,

Jeet Kune Do, and Rikido.

Gifted with a quick wit and boundless energy, Morns

likes nothing better than to giue a running commentary

as he mows down Strogg. Ulhile his chatter can be a bit

trying on his squadmates, Morns is a complete profes-

sional in a firefight. The team has come to look to him

for guidance when the lieutenant or master sergeant

aren't around.

W



ENEMIES

Unless otherwise noted, all enemies are vulnerable to

headshots, which cause them seuere damage.

Strdgg Light
Infantry

Failed Transfers: Carry and attack with shotguns;

drop their shotguns after being killed.

Failed Transfer Torsos: The upper bodies of Failed

Transfers; crawl along the ground 3nd try to bite

your ankles.

Slimy Transfers: Carry no weapons; attack by uomiting

acid; acid inflicts damage ouer time and remains on
ground for 5-10 seconds.

Failed and
Slimy Transfers Scientists

£m*

• Failed attempts at

Stroggification

• Low health, lumbering mouements
• Dangerous in large groups
• Only encountered at lllaste Processing Facility

Failed transfers, slimy transfers, and failed transfer

torsos are only encountered at the IDaste Processing

Facility. These zombielike humanoid enemies are the

aborted remains of botched attempts at "Stroggification"—

people who didn't take to the horrific process of

becoming a member of the Strogg race. Though they

each haue unique attacks, all of these enemies are

slow-moumg and take little effort to kill-small arms

work just fine, so don't use anything bigger. Oangerous

only in large groups, these grotesque foes often

(emerge from drain pipes and barrels, pop out of pools

of murk, and so on in an attempt to catch you off guard.

^
• Airborne enemies

• Medium-low health

• Low agility, poor at dodging

• Oangerous at close range

• Fires poisonous grenades at distant targets

• Uery dangerous in large groups
• First encountered at Strogg MediCBl Facility

Scientists are charged with the duty of performing

"Stroggification" on captured enemy soldiers. To help

them in their work, scientists haue the ability to houer

about and also sport multiple appendages onto which a

uanety of blades and cutting tools haue been grafted.

This makes combating them at close range extremely

dangerous. Scientists are threats at long range as

well—they fire acid-filled grenadelike projectiles that

inflict significant damage when direct hits are scored.

These grenades explode on impact, splashing you with

toxic chemicals that blur your uision and cause you to

lose health ouer time. Furthermore, an acid pool remains

on the ground at the impact site for a short time

afterward and harms you if you touch it.

Though they're apt attackers, scientists aren't

skilled at dodging and can't absorb much damage. Kill

them fast from range with your machine gun or moue in

close and drop them with a few shotgun blasts. Either

way, strafe constantly to auoid their acidic projectiles.

PRIMAQAMES.COM
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• Airborne enemies
• Medium-low health
• No melee attacks
Twin shoulder-mounted cha.nguns for ranged attacks
Dangerous in large groups

^tacKs

First encountered at Nexus Hub Tunnels

Sentries are slow-mou.ng enemies that houer through

hPu
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th6,r tmn Cham9Uns at ™» 'Cruderthey detect. These enem.es are usually found in pa.rs

cha.nguns aren t uery accurate but can inflict cons.d-
erable damage if they score seueral hits

Like most other hght mfantry, sentries haue a smallamount of health and can be destroyed quite easily w, h
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The^ ha "e "° "-Blee attacks, a

„.,„ juuj. jli am to aodqe their
fire as you return your ouin.

h.171 °r ?? uulnerable to headshats. The gloss
bubble below thetr torso ,s them weak spot.

Strdbb Marines

• Low health, po
• Agile but unski _

• Can wield blasters, machine guns, or shotguns
• Dangerous in large groups
First encountered at Rir Defense Bunker

Strogg marines are the backbone or the Strogg army
Ju.ck on the.r feet but lacking ,n sound combat tacticsStrogg marines often jump out from behind couer, shout
a battle cry, and then open fire with a blaster, machine
gun, or shotgun. Their aim ,s poor, and you can easilydodge their attacks with a bit of strafing

Vou must kill hundreds of these enemies throughout
the single player game , so get used to fighting them
ear y on. Strogg marines are quick but haue little
health-cut them down with small arms and use more
powerful weaponry only when they attack in large
numbers. R close-range shotgun blast kills one
instantly; a few headshots with the machine gun
achieues the same affect.
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• Medium-low health, good accuracy

• Less agile than Strogg marines

• Sound combat tactics

• Uery dangerous in large groups

• First encountered at Dispersal Facility

Tacticals are unfortunate GDF marines mho the Strogg

haue captured ahue and subsequently assimilated into

their "culture" through the grotesque process of

"Stroggification." Think of tacticals as enhanced

uersions of Strogg marines—they're fast and haue little

health, but they wield more powerful weaponry, such as

hyperblasters and railguns [many also carry machine

guns or shotguns]. Furthermore, tacticals employ

superb combat strategies—they take couer behind

objects and try to pin you down with suppressing fire

so their comrades can flank you. Tacticals often attack

in groups, and you face scores of them throughout the

single-player game, so learn to deal with them fast.

Tacticals are a bit tougher than Strogg marines, but

it still doesn't take much effort to kill one. Small arms

work well, especially when you score headshots. If a

group of tacticals aren't budging from their couer, try

firing a grenade to disperse them. Once you acquire the

railgun, use it in euery fight against tacticals-one rail

kills a tactical at any distance.

Strogg Heavy
Infantry
Berserkers

Medium health

• Uery agile

• Often rush at you

• Powerful melee attacks

• Lightning-based ranged attacks [rarely used]

Uery dangerous in groups

• First encountered at flir Defense Bunker

Berserkers are larger, stronger uersions of Strogg

marines. Fast and utterly ruthless, berserkers can

execute a few lightning-based ranged attacks but

prefer to moue into close quarters. Once a berserker

draws near, it quickly bashes you with its macelike fist

and stabs you with its blade-shaped arm. These melee

attacks are quite powerful and can kill you in seconds,

so keep your distance from berserkers at all times and

learn to circle-strafe around them when fighting in

tight areas.

Berserkers are tough to kill— it usually takes three

up-close shotgun blasts or nearly an entire clip of

machine-gun ammo to drop one. Use these arms when

you haue room to moue, but employ heauier weaponry

[such as the hyperblaster or nailgun] when facing

multiple berserkers or when combating them in confined

spaces. When faced with a mixed group of enemies,

always kill the berserkers first.

PRIMAQAMCS.COM
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Gunners

• Medium hea._.

• Surprisingly ag

Often rush at you

• Powerful melee attacks

• Shoulder-mounted chaingun for ranged attacks

(rarely used]

• Can power up to become faster and stronger
• Uery dangerous in groups

First encountered at Air Defense Bunker

Grunts are large, monstrous creatures similar in many
ways to berserkers. They're uery resilient and like to

charge you so they can rip you to shreds at close

range. UJhile grunts haue a shoulder-mounted chaingun

for ranged attacks, they almost neuer use it. Grunts

are surprisingly agile and often leap toward you if

you're not close enough to strike.

After suffering significant damage, a grunt usually

becomes enraged and slams the ground with its fists.

Its body glows green afterward, signaling that the

grunt has become faster and more powerful. Learn to

recognize this change and stnue to kill grunts before

they power themselues up in this fashion.

Vour tactics against grunts are much the same as

against berserkers—keep your distance and defeat

them with small arms wheneuer possible, but don't

hesitate to pull out stronger weaponry when the need
arises, fluoid using explosiue weaponry against grunts—
they can close in on you fast, and you may catch splash

damage. Learn to circle-strafe around grunts so you
can combat them effectiuely in tight areas.

luceo3

• Medium health

• Low agility

ranged attacks

• Strong melee attacks [rarely used]

Often used as long-range firefight support

Uery dangerous in groups
• First encountered at Hangar Perimeter

Gunners are large, well-armored soldiers that are often

used as long-range combat support. They can execute

powerful melee attacks if you moue in close, but

gunners prefer to combat distant targets. Their arm-

mounted combination nailgun/grenade launcher allows

them to punish whole groups of enemies at once, and

gunners are quite skilled at their trade.

Gunners almost neuer attack by themselues—they're
commonly found supporting groups of Strogg marines

and tacticals. In these situations, make gunners your

first targets—you don't want them to rain nails and

grenades at you during a fight. Though gunners are

couered by thick body armor, their head is always

exposed. Use your machine gun's scope and aim to score

headshots against gunners; it doesn't take long to kill

one in this fashion.

IP



Strdgg Commanders heavy tanks

• Medium
• Low agility

• Shoulder-mounted railgun for deuastating

ranged attacks

• flrm-mounted blaster for rapid-fire ranged attacks

Crushing melee attacks [rarely used]

Energy shield for extra defense

• First encountered at Perimeter Defense Station

Gladiators are huge, frightening warriors that carry

energy shields to help them fend off attacks. Euen

without their shields, gladiators can withstand a large

amount of punishment and neuer back down from a fight.

Their massiue shoulder-mounted railgun can inflict

tremendous damage—auoid this attack at all costs.

Gladiators also carry heauy blasters, which they can

fire while protecting themselues with their shields at

the same time.

Though intimidating, gladiators are actually quite

easy to defeat once you learn how to deal with them.

Dodging their railgun fire is the most important thing to

do—you know a shot is coming when their railguns flash,

so duck for couer or strafe like crazy. Use moderately

heauy weaponry such as the nailgun to drop them, and

aim to fire around their energy shields. [Vou can

destroy their shields, but it's an unnecessary wast

ammo.] Gladiators are uery slow; you can run circle

around them when you haue room to operate, so use

this to your aduantage.

-•^fe-

Airborne enemy
• High health

• Slow but can perform fast strafing mouements
• flrm-mounted nailgun/heauy tracking missile launcher

for ranged attacks

• Heauy tracking missiles are slow but deuastating

• Crushing melee attacks [rarely used]

First encountered at Aqueducts

Heauy tanks are perhaps the most powerful nonboss

enemies in the single-player game. Though they're large

and quite slow, they can withstand a tremendous amount

of punishment and can occasionally strafe to dodge

slow-mouing ranged attacks such as rockets. Heauy

tanks are armed with a nailgun, and they also fire heauy

tracking missiles at you. While these missiles are quite

slow, they chase after you and cause widespread splash

damage when they impact—auoid them or pay the price.

Fortunately, there are few occasions when you must

battle heauy tanks on foot. Rapid-fire weaponry, such

as the hyperblaster, is a good choice against these

enemies, but use your best arms when faced with two

heauy tanks at once. Keep mouing as you battle these

monstrous foes to dodge their potent ranged attacks.

The lightning gun can quickly disrupt a gladiator's

energy shield without costing you too much ammo.
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• Medium health

Slow but can perform

fast strafing mouements
• Can teleport about

Arm-mounted rocket f
launcher for ranged atta

• Bladelike arm for powerfu

melee attacks

• Can emit a high-pitched scream

that deafens and disorients you

• First encountered at Data

Storage Security

Iron maidens are terror-inducing

enemies that usually emerge from

wall-mounted sarcophagi. Ghostly in

appearance, iron maidens float about and can perform

quick strafing mouements to dodge your attacks. When

the going gets rough, iron maidens can also teleport to

escape your attacks and ambush you from a new angle.

Iron maidens are about as tough to kill as a

berserker or grunt—tuio or three up-close shotgun

blasts do the job. Howeuer, iron maidens are wrecking

machines—you must kill them fast or they'll tear you

apart uitth their uolleys of rockets and brutal melee

attacks. The lightning gun is usually the best weapon to

use against iron maidens— it kills them quickly and mill

often immobilize them so they cannot return fire. Strong

rapid-fire weaponry, such as the hyperblaster or

nailgun, are also sound choices.

Light Tanks
• High health

• Fast-mouing but unskilled

at dodging

Often rushes at you

• Powerful melee attacks

that can disorient

• firm-mounted rocket launci

for ranged attacks

First encountered at

Recomposition Center

Light tanks are huge enemies that

can absorb an ungodly amount of I -^

damage and relentlessly attack

up close or from range. Think o

them as berserkers on steroid;

except that their ranged attack

are far more potent thanks to

their.arm-mounted rocket launch.

enjoy firing at distant targets, they usually prefer to

Charge into close quarters and use their macelike fists

to bash you with tremendous force.

PRIMA OFFICIAL GAME GUIDE

No matter which weapon you use, it takes plenty of

ammo to drop a light tank. Backpedal and circle-strafe

to keep your distance at all times. Sidestep their

rockets and pepper them with heauy rapid-fire

weaponry, or use your grenade launcher if they're not

charging at you. If a light tank manages to close in,

switch to your shotgun as you continue to backpedal

and unload at its head.

Nexus Protectors

• High heall

• Slow moumg, poor at dodging

• Flamethrower for both melee and ranged attacks

• Tracking missiles for ranged attacks

• Twin shoulder-mounted hyperblasters for

ranged attacks

First encountered at Nexus Hub

Nexus protectors are large, spiderlike creatures that

can whittle away your health in seconds with their

crippling ranged attacks. Though they're slow and can
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rarely dodge your attacks, Nexus protectors haue an
enormous amount of health, and it takes loads of
ammo to slay one. They unleash lethal flamethrowers
when you're within relatiuely close range and fire
tracking missiles or energy projectiles when you
keep your distance. Their twin shoulder-mounted
hyperblasters are extremely powerful and must be
auoided at all costs.

Combating Nexus protectors is easy so long as you
haue room to moue and couer to utilize. Keep your
distance to negate their lethal flamethrower attacks,
and chop them down with heauy rapid-fire weaponry
such as the hyperblaster or nailgun. Strafe constantly
or moue out of sight to auoid their other ranged
attacks. Nexus protectors are uery slow and can't
dodge your attacks-lob grenades or fire rockets if

you need to kill one fast.

Tele Droppers

Medium-high health

• Uery fast and agile

No direct attacks

Spawns weaker enemies, usually Strogg marines
First encountered at Strogg Medical Facilities

Tele droppers are unique enemies that don't attack you
irectly. Instead, they run toward you, stop short, and
hen begin to spawn weaker foes, such as Strogg
annes and grunts. After spawning a group of minions,
ele droppers run far away and hide to auoid your
ounterattacks. They return after a few moments to

spawn more enemies.

Defeating a tele dropper's spawn is important, but
!ou'll neuer win the fight if you don't kill the tele

ropper itself. The best way to fight a tele dropper is

] equip your grenade launcher as it runs toward you;
hen it stops running, immediately backpedal and start

lobbing grenades at it. Direct hits explode on impact
and seuerely damage the tele dropper. More importantly,
the splash damage from your grenades kills all of the
enemies the tele dropper attempts to spawn. Three to
four grenades usually does the trick, so repeat this

process as necessary.

Strogg Generals
(Bosses)
Cyber-Vdss

> v

Slow mouements, poor at dodging
Rechargeable shields

• Crushing melee attacks
• Uanety of powerful ranged attacks
Spawns weaker enemies to attack you

• Encountered at the end of Waste Processing Facility

Vou battle Cyber-Uoss in a wide chamber at the end of
Waste Processing Facility. Uoss's ranged weaponry
includes uolleys of tracking missiles, a powerful
lightning gun, and a deuastating dark matter gun. He
also executes lethal melee attacks if you moue too
close, so keep your distance at all times to negate
these crushing blows. Pound Uoss with rockets the
moment the fight begins and constantly circle-strafe
around him to auoid his ranged attacks.

Cyber-Uoss is not uulneroble to heodshots.

Uoss's Life meter is displayed at your screen's top
center-he has both shields and health. Vou must
eliminate his shields (the gray, outside portion of the
meter] in order to erode his health [the orange, inner
portion or the meter). The fight ends when you inflict
enough damage to empty the health portion of Uoss's
Life meter.

Rfter you eliminate Uoss's shields, he stops attacking
you and moues to a nearby electrified console, which he
uses to recharge his shields. Keep hitting him with
rockets or other powerful weaponry to chop away at his
health, which Uoss cannot restore.
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There are several health packs in the chamber-grab

them while Uoss recharges his shields.

Strogg marines and grunts to engage you. Stop

Each time Uoss uses a shield recharge station,

section of the arena opens up to reueal another

recharge station and a feu. additional p,ck-ups for-you

|
stages'~af'the fight. Hit him hard with your DMG.

Rfter suffering significant damage, the network

nuardian taxes lu uic oh, u*-~ 9 - — -

hit Keep your distance and cont.nue to strafe about as
tut.. nv~r* r j.«„ linn uniir

machine gun to ensur

There are rockets, clips, dark matter cores, and several

idditional

enemies to keep you off his back. Back on ano km, m.

enemies wheneuer he spawns them, then return your

attention to defeating Uoss.

NETWORK GUARDIAN

Euentually, the network guardian begins to fly about

the rooftop at low altitude, attempting to burn you with

the flames that shoot from his awesome jetpack. Though

the damage from this attack isn't too seuere. backpedal

and strafe to keep your distance. Cont.nue to r.ddle h.m

- ume gun as you do so.

Chution
Don't accidentally backpedal off the roof!

After executing his jetpack attack, the network
. _ i_ ^i-^omht nn intn tnP

sky. The missile explodes high ouerhead and then

seueral smaller rockets streak downward toward you.

Keep your eyes to the sky and try to auo.d this

powerful attack as best you can while you continue to

chop away at the network guardian.

:--•--. .5 "I
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Uery high healt

. Slow mouements, poor at dodging

. Can become airborne with jetpack

. Crushing melee attacks

. Uar.ety of powerful ranged attack

. Encountered at the end of Data Nf

HOTS
The network gu

You battle the network guardian atop the th.rd and

f.nal secur.ty tower. Illhen the f.ght begins, equip your

dark matter gun and follow the network guardian as he

1 ,

'

floats toward the rooftop's center. Open fire the

...'.!_ ._«•,._* k„.,m,, HamanP llllth UOUr DMG,

I strafe to auo.d his ranged attacks, which include

-H" uolleys of rockets, heauy tracking missiles, and heauy

blast—



, boss; supreme ruler of the Strogg

Uery high health; can recouer health

Slow mouements, poor at dodging

Crushing melee attacks

Uanety of powerful ranged attacks

Becomes airborne halfway through fight

Encountered at the end of Nexus Hub and The Nexus

IlOTE
You're supposed to lose the first fight against the

Makron at the end of Nexus Hub. Survive until he

mleashes his dork matter gun on you.

fls soon as the Makron crawls out of the Nexus

hamber's central pit, fire your DMG at him to immedi-

tely inflict heauy damage. Keep your distance from

he Makron at all times to nullify his crippling melee

loms. The Makron also has a slew of powerful ranged

s, including:

i pi e Blaster: Most common attack. Strafe back and

orth to auoid while you return fire.

Dark Matter Gun: Second most common attack. Circle-

strafe in one direction to auoid as you return fire.

Dark Matter Beams: Rare attack. Strafe to one side and

jump ouer one of the beams. Circle-strafe behind the

Makron and continue to punish him.

Stomp: The Makron leans backward on his hind legs and

then slams the ground with his front legs. Jump to auoid

the resulting shockwaue.

When the fight's second stage begins, four teleporters

appear, one in each corner of the chamber. Run into one

to teleport onto the upper balcony, where several ammo

pick-ups and two Strogg Health Stations are located.

Rfter you defeat the Makron's airborne form, the

Nexus rises into the chamber's center. Rn impenetrable

energy shield quickly surrounds the Nexus, preuenting

you from harming it. Multiple enemies then begin to

randomly •spawn in from the chamber's teleporters.

Immediately run to the nearest teleporter to reach the

upper balcony—you're an easy target on the ground floor.

Fire a single rocket at the ceiling directly aboue

the Nexus to destroy its energy shield. Switch to your

DMG and straTe back and forth as you wait Tor the

energy shield to shatter; then fire your DMG at the

Nexus itself. Ouickly switch back to your rocket

launcher and continue to pound the Nexus until its

shield is restored— you don't haue enough time to hit it

with two DMG blasts. Repeat this process until you

achieue uictory.

Bring up your DMG right after you fire a rocket at the

ceiling so the DMG can reload as you wait for the

Nexus's shield to shatter.
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Air Defens
Overview

Hir Defense Bunker is a short introductory leuel

designed to familiarize you with nearly euery facet of

Quake Ts gameplay mechanics. Completing this area

won't be a walk in the park, howeuer-you're drawn in

seueral skirmishes against a uanety of Strogg infant

as you nauigate the bunker in search of your fellow

squad members. Proue your worth to your squadmates

by suruiumg this intense first leuel.

[ENEMIES ENCOUNTERED

Grunts
!!!! Berserkers

Strogg marines

newest me

blooded sold

makes no effort at small

themselues in and

Rhino Squad—the

GDF's most brazen

and talented

squadron of

marines—awaits

deployment in an

GDF dropship

aboard the

destroyer U5S

Patton. Corporal

J Mathew Kane-the

and an infamously cold-

knnmn to all in the GDF—

team straps

,
<vh*-'; I

WEAPONS

I

ACQUIRED

UPGRHDE5 ACQU IRED

AMMUNmON ACQUIRED

ITEMS ACQUIRED

Armor uest, small

Health packs, small

"•^ 7%'

m^.

CRASH LANDI
The game begins

with a short

cinematic showin

scores of Global

Defense Force

[GDF] Destroyer-

class starships **i
approaching

planet Stroggos-

the homeworld o
r

the Strogg, an

aduanced, warlike all

conquest. Word has J

somehow managed to breach the Strogg s core u.

and defeat the Makron-the supreme leader of the

1 Strogg race. That nameless marine's incredible efforts

I haue turned the tide of a war, which many on earth had

II deemed utterly hopeless. Now, the GDF is sparing no

1 cost ^.capitalizing on this fortunate turn of euents

and crushing the uile Strogg once and for all. The fate

of humanity hinges on their success.

Though the I

has been el

nated, the Strogg

are still showing

strong signs of

resistance.

Hundreds of

Strogg air defense

cannons stationed

about the planet's

surface fire at ,

the incoming GDF destroyers

thousands of marines before ti

atmosphere. A tracking missile euentually strikes Rhino

Squad's dropship, causing all systems to fail. Without

guidance or propulsion systems, the crew is at the

mercy of Stroggos's grauity. The ride into enemy

territory is a rough one, and Corporal Kane soon loses

consciousness.

ne awakens in

le wreckage of

s squad's

owned dropship,

nding himself in

he midst of an^ intense battle

^1 Mi between Strogg

and man. As he

struggles to com

vO his senses, th

dazed corporal watches helplessly as seueral of his

comrades are shot and killed right before his eyes.

Kane's uertigo ultimately subsrdes, and he finally

manages to find his feet. He wastes no time freeino I

standard-issue blaster from its holster...



WALKTHROUGH

Objective: Regroup with Rhino Squad

QJRVPDINT
To speak to a character, approach him; when your

reticule changes to shorn his name, rank, and CDF

squadron affiliation, press ATTACK to speak with him.

Speak to^o character seueral times to get additional

information.

ch Serge

Squad], mho's frantically trying to contact

laptop. Morns tells you to regroup with the rest of

Rhino Squad, who haue taken couer inside the nearby

Strogg bunker.

Squad] is als

fallen marine. T

giues you a shot to heal you. He says to speak with an

GDF medic wheneuer you're injured and they'll heal you.

Enter the nearby bunker afterward.

IMAGAMCS.COM
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EHPLDSIUE BARREL

UinVPDINT

A CONNECTION

denotes item beloui or behind an object

Waypoint
Pnuate lilebb

(Badger Squad]

joins you a

enter the b

he helps you

battle a group of

Strogg marines

you encounter at

this area. Stay

close to lilebb a

help him defeat

the Strogg mann
explostue barrels in

ignite them. When the area is clear, uiei

moue onuiard and find the rest of your squad.

7Vp
FLASHLIGHT to turn an your blaster's flashlight

d improue uisibihtu in dark areas.

Waypoint #3
Collect two small he

packs as you make

may to this room. G

machine gun off a f

marine as you ente

room. Use the machu

to defeat the Strogg

attacks you rig'

icquire the wea

wo clips in the roo

jg marines that atta

,YPDINT #4
ate First. Class K"" 1 *

ger Squad] kills

some Strogg gru

shotgun. He ther

you as you trauel t

area, inhere anothe

attacks you. Help Kouitch

defeat the grunt and then

I

proceed onward.



Objective: Retrieve Medic

Waypdint #5
Badger Squad has secured this room, but at the cost of

one of their men being grauely mounded. After spotting

you, Sergeant Miller [Badger Squad] orders you to

retneue Medic Anderson so he can heal the fallen

marine. Collect the nearby clips and then backtrack out

of the room.

^ HEALTH

WEAPON

A CONNECTION

• ^denotes item below or behind en object

You're attacked

by a grunt and i

group of Strogg

marines as you

backtrack through

this area. Keep

your distance,

strafe to dodge

their fire, and use

your machine gun's _ — __
scope [press ^^_
Z00M/U)EflP SPECIAL] to score headshots on the Strogg

marines. If any of them close in, forget the scope and

continue to strafe as you fire away.

PRIMAGAMCS.COM
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M£
[Kodiak Squad] is

impaled by a

Strogg berserker

as you backtrack

through this area.

The berserker

then charges at

you. Open fire as

you backpedal to

keep away fr

the berserker-

close range. Proc

berserker entered

Objective: Escort
Anderson
Waypdint #8
Medic Rnderson comes under attack by three Strogg

marines as you enter this room. Help Anderson defeat

the Strogg marines and then approach him to complete

the "Retneue Medic" objective. Vou must nom escort

Rnderson back to

Sergeant Miller

and the wounded

Badger Squad

marine. Keep your

machine gun at

the ready-you

encounter a

grunt, a few mon
berserkers, ard

couple of Strogg

annes on the i

TlR

-

Speak to Rnderson if you're injured, and he quickly

j
heals you to full health.

R Strogg grunt pops out of the floor as you return to

the mounded marine. Rfter you destroy it, you can

drop through the floor to grab a small armor vest and

some clips.



CHAPTER 7
WALKTHROUGH

AMMUNITION WEAPON
WAYPDINT # 1 D

RHMOR EKPLOSIUE BARREL

HEALTH ENEMV SPAWN

MEDIC 1 UJRVPOINT

^denotes item belaui or behind an object

Medic Anderson rushes to heal the woun

Squad marine when you return to this ar

completes the "Escort Anderson" objective.

Afterward, Sergeant Miller says you're free to

continue your search for your fellow Rhino Squad

members. Proceed through the door he unlocks to

reach the next waypomt.

jLS

Corporal Cortez (flhmo Squad] finishes off a few Strogg

as you enter this area. He then greets you and says he

must stay and guard this area but that you must

proceed through the door to the left. Enter the door,

face the control panel inside, and press ATTACK to exit

the leuel.

Air Defense
Trenches
Overview
Vou'ue suruiued the crash-landing onto planet Stroggos

and haue helped your fellow GDF marines secure the air

defense bunker. Now it's time to find the rest of your

squad members. Air Defense Trenches is a hot combat

zone full of Strogg, and it's far from being fully

secured. Fortunately, you haue only a short trek

through this dangerous area. Stay alert as you

nauigate the trenches-shoot first, ask questions later.

2
3
3
C
3

D—

1

Em
V5B 3P

in
on

m
CI
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OBJECTIVE: REGROUP WITH RHINO



CHA
WALKTHROUGH

jfrlr

HK HEHLTH A CONNECTION

ENEMV SPRU1N

T ^denotes item beloui or behind an object

• Vou encounter no further Strogg resistance on your

path to the trenches. Collect numerous pick-ups on

your way to this uiaypoint, where a large uiaue of

Strogg marines is smarming Pnuate First Class Oamato

[Kodiak Squad). Help Oamato secure the area before you

moue on; use the rock formations as couer uihen you

need to reload.
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DESTROY STRDBG AlRC HANGARS

HEALTH

EHPLOSIUE BARREL

UJRYPOINT

CONNECTION

^denotes item below or behind an object

roup

with your fellow

squad members at

this location.

Speak to Sergeant

Biduiell [Rhino

Squad] to complete

the "Regroup with

Rhino Squad"

objectiue. Bidw""

greets you and

then receiues a tri

«r j

n from Lieutenan

leader of Rhino Squad, ordering you to infiltrate and

destroy the Strogg aircraft hangars. Nab the nearby

clips and then proceed through the trenches.
r

PRIMAG,
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WALKTHROUGH

You encounter heauy resistance a snort Distance past

Sergeant Bidwell-a berserker ambushes you, and

seueral Strogg marines open fire from farther down the

trench. Fortunately, Sergeant Morns has been assigned

to escort you to the hangars, and he's a great shot

mith his machine gun. Kill the Berserker quickly and

then use the nearby crates as couer as you return fire

at the distant Strogg marines.

TlR
Though it takes a bit of getting used to, the machine

gun's scope is very handy. It improves the weapon's

accuracg against distant enemies, letting you

conserve ammunition and score headshots.

Waypa

no

attack as you proceed touiard

ie the hangars. Cut them down quickly, then pass through

the door beyond. Face the control panel inside the door;

press ATTACK to actiuate it and exit the leuel.

Hangar Perimeter
DVERVIEW

You'ue made your run through the uolatile air defense

trenches and haue arnued at the perimeter of the

Strogg's aircraft hangars. Vou must now nauigate the

perimeter in order to reach the interior of the complex

and destroy the Strogg aircraft hangars. Sergeant

Morns still has your back, which is a good thing—the

hangar perimeter is full of Strogg, and they aren't

happy to see you. Enemies grossly outnumber you in

many battles here, so use objects in the enuironment as

couer to help you ouercome the odds.

ENEMIES ENCOUNTERED

Berserkers

Strogg gunners

Strogg marines

WEAPONS ACQUIRED

Shotgun

Machine gun

UPGRADES ACQUIRED

ITEMS ACQUIRED
flrmor shards

Rrmor uest, small

Health packs, small

tJL

IUBLKTHROUGH.

AGAME5.COM <<< 53
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: DESTROY STRDGG AIRC NGARS

la k*.iJ:li ,

U1ERPQN

UJHYPOINT

A CONNECTION

Waypoint # 1

After a short journey through some tunnels, you

encounter a new enemy at this waypomt-a powerful

Strogg gunner.

He's not alone,

either. Seueral

distant Strogg

marines open fir

at you as well.

>f

Aj

T1-

ork of these enemies

Back

doorway and use you

machine gun's scope

score headshots on i

gunner. UJheneuer thi

gunner opens fire or

need to reload, stral

the left and take coi

behind the wall near

doorway. Vou can ma

with Morns bad

CHUT)on
Strogg gunners also fire red grenades. If you see

them launch one, back up to auoid its splash damage.

More Strogg'mannes and a berserker attack you as you

-^ ^^1 proceed down the tunnel

k... . directly ahead. Strafe to

dodge the Strogg marines'

fire as you pepper the

aduancing berserker. Pick

off the Strogg marines

after you drop the

berserker, then moue on.



Waypoint #Z
Vou meet up with

three members of

Uiper Squad a

short distance

ahead—Corporal

Mahler, Technician

Li, and Medic

Hayes. Their

mission is the I

*

same as yours—
to destroy the

Strogg aircraft

hangars. They gladly join you, and Corporal Mahler

hands you a shotgun, saying you'll be needing it real

soon. Sergeant Morns agrees to stay behind and watch

your backs. Grab the machine gun from the nearby fallen

marine, then lead Uiper Squad through the door ahead.

// you're low on health or armor, speak to Medic Hayes

or Technician Li. Medics heal you, and Technicians

repair your armor.

for complete details on the shotgun.

m

r^jmm

ttflLKTHHOUGH:

PflRTI

&*k

m

BE
i I

Waypdint
fl Strogg gunner

attacks from the

distant walkway at

the far side of

this large room.

Pick him off from

range and dodge

the nails he fires.

After you drop the

gunner, four

Strogg marines tt

•

—

attack from the room's far end-snipe them from range

and then follow Uiper Squad through the door beyond.

AMMUNITION

(v) ENEMY SPAWN

1 UJflVPOINT

A CONNECTION
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^ HERLTH

UIHVPOINT

A CONNECTION

1

solid line = wall/object on upper floor

dotted line = uiall/object on lower floor
.. n i„„«l= - rlnnr

small, thin rectangle = door

Waypdint #4

fll lpfe'l
I 1n * w^

• F

a ffiaw \

ma
1

3)- ,fiB r-

)Unte77eueraTmo7e"strogg marines in this next

uom. Use your machine gun to help Uiper Squad defeat

them. Suiitch to your shotgun before you proceed-

you'll soon need it.

Waypa

Vou encounter a berserker and two Strogg solders on

your route to this eleuator, but they don't pose much of

! a challenge with Uiper Squad behind you. R grunt also

ambushes you just before you reach the eleuator.

Finally two Strogg marines guard the eleuator itseir.

Defeat them with your shotgun, and collect the uanous

pick-ups from the surrounding corridors before you

board the eleuator.

// you have your shotgun out (or any other weapon

besides the blaster), you can press FLRSHLIGHT to

switch to your machine gun.

PRIMAGAME
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WALKTHRDUG

-

1

>^JB
\y **s& 3

^m- <

fij
jL.

URLKTHROUGH:
PflflTI

g-d
.
1 ! ^

; *m

uuu
- " -. f —

—

11 ^ M

Waypdint #6
fl lot of Strogg ambush you in this large chamber. Us

your machine gun's scope to kill the gunner on the I"

footbridge,
"

the room. M

more Strogg

marines jump do

from the room's

upper balcony as

you moue across—
smitch to your

shotgun and

quickly defeat

them with close-

range blasts.

the hangai

sealed off

shatterproof

glass. Corp

Mahler ord

•

~'*i
'

t^HB^J^MMvaMM^Wi^^ vwul J*.VEMM

nd find a

pen the p

aying he £

rest of Uiper

Squad mill rema

berserker then jumps out of the door opposite Corporal

Mahler—unleash your shotgun on it, then reload and

switch back to your machine gun.

?dic Hayes and Technician Li to heal up and

ur armor before you leoue.

PRIMAGAMES.COM
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POINT #7
hree Strogg marines

mbush you in this area.

Keep mouing to dodge thei

attacks as you defeat the

Proceed through the door

across the room, and nl

up the ladder.

J reach the door beyon

berserker and turn Strogg

marines attack as you

. cross the walkway-defeat

them and then proceed

through the door.

^^B T5S^s= 3BT^^E3fcB ^B ftr<"c4 z=~- ^tL^^S^"!!

r
'

1 ji.
A, ™

t m w r

BS1

i
>

>

-61 ©li l"-;

i ji

-f -#V? -

PRIMAGAME



A CONNECTION

WAYPDINT #B
You arnue at the seco

floor of the chamber whei

Uiper Squad awaits,

flctiuate the nearby cc

panel to lower a Strog

aircraft's massiue booster,

which comes to a rest on a

docking station directly in

front of the shatterproof

glass. Cross the footbridge

Uiper Squad on the ground floor,

Drop off the footbridge and land on the empty booster

docking station next to the aircraft booster yau'ue

just lowered to quickly reach the ground floor without

using the lift.

Moue to the control panel behind the booster

lowered and actiuate it. Hn BB
intense stream of fire ^^.
shoots from the booster

and quickly melts th

shatterproof glass.

complete? the "Circumuen

Glass" objectiue. Lead Um

Squad through the nt

pathway. ypu'ue create
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TTT^WT^^TTni I III UB'I il lil'PPillll

;
+ HEALTH A CONNECTION

1 (v) ENEMY SPAWN

1 solid line = mall/object on upper floor

; dotted line = wall/object on lower floor

' small, thin rectangle = door

from range, then cross the bridge and pass through

the door beyond.

Tip
Descend the ladder to the nqht of the door to clam

some hidden pick-ups.



CHA
WALKTHRDUG

ANGAR
Mi' 1 DVERVIEW

>

_^g

Battle continues to heat up as you near your objectiue

of destroying the Strogg aircraft hangars. Now that

you'ue penetrated the hangar perimeter, you're in

position to destroy the Strogg's aircraft hangars and

strike a blow that'll greatly help the GDF ground troops

in securing the trenches surrounding the air defense

cannon. Vou need the help of Corporal Rhodes, Rhino

5quad's demolition expert, in order to get the job

done—make sure you both suruiue long enough to

complete the mission.

ENEMIES ENCOUNTERED

Vou enter onto the second floor of this final chamber.

Strogg marines quickly open fire from the ground

floor to the left-defeat them before crossing any

farther into the room. R gunner then enters through

the far door ahead and attacks. Dodge his nails and

drop him fast. Collect the items from the chamber's

lower portion, then proceed through the door, step

onto the eleuator, and actiuate its control panel to

exit the leuel.

Strogg gunners

WEAPONS ACQUIRED

Shotguns

UPGRADES REQUIRED

.AMMUNITION ACQUIRED

ITEMS ACOUIRED

mor uest, small

alth packs, large

alth packs, small

PRIMABAMES.COM
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DBJ LEAR AREA DF ENEMIES

QDS.D
a a

AMMUNITION UIHVPOINT

C\ ENEMVSPHUIN f EHPL05IUE BARREL

solid line - wall/object on upper floor

dotted line = wall/object on lower floor

small, thin rectangle door

ri
l

r
i

(Lift) II

; START
]|

ma

WA
The lights

just before you

enter this tight

cluttered room-

keep close to

Uiper 5quad as

you head in.

.
Seueral Strogg

marines emerge

-from the room's

ke matters

p from the ceiling and

TXTTH 3Ln

as you combat these threats, and use your machine

gun's flashlight to see in the darkness.

Chut?on
There are seueral explosiue barrels in the room. Use

them to your aduantage but don't wander near them.



CHAPTER V
WALKTHROUGH

HK&i A

in(J an

1 II

UOKTHBOUGH:
PfiRTI

1 I
5 1

lecunng tne room at

Ulaypomt »1 completes the

"Clear Area of Enemies"

objectiue. Sergeant Morns
then radios in and orders

you to meet Rhino Squad's

demolition expert, Corporal

Rhodes, at the eleuator yo"

took to reach this leuel.

|
Backtrack to the eleuator

complete the "Meet Rhodes

AMMUNITION WERPON

UJHVPDINT

CONNECTION

1

solid line = mall/object on upper Door
dotted. line = mall/object on lamer Door
small, thin rectangle = door

1221

9BK

mm

eturn to the hangar

perimeter to preuent I

Strogg from recapturing i

Vour neiii assignment i

protect Corporal Rhoc

?he two ofvou head to th

angars.Cqllect the pick

ups near, the eleuBtor, th

lead Rhodes as you retrac

Ulaypomt *J ^>>

vmmtamtA
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- i,

PLOSIVE B

IVPOINT^ HEALTH

I {") EMEMV SPRUJN A CONNECTION

r^Ldenotes item below or behind an object

-,

eakly defended by three Strogg

Clip "them all from range with your machine

desthen places the first charge at the room's I

bomb site.
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WALKTHRDUG

HEALTH

}=denotes item below or behind an object

Waypdint #3
The curued

corridors you /

passed through on

your way to j

I

Ulaypoint *E mere

empty before, but
| /

-

nouj they're full of

Strogg marines /

and a couple of

gunners. Use your

machine gun to kill

most of the Strogg ma

distance, then suiitch to your shotg

stairs to secure the rest of the roo

cond and final bomb site is better defended

.he first by seueral Strogg marines. R gunner is

also stationed at the footbridge aboue the room's

center. Kill the gunner first or he rains grenades

down on you. Then mipe out the Strogg marines so

Rhodes can place the last charge. This completes the

"Protect Rhodes" objectiue.

Chution
There are more exploding barrels in this room. Keep

your distance and use them to your aduantage.

IMAGAMES.COM
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+ A f

M^HMII^H

J

fEHlD

MCC LANDING SITE

OVERVIEW
Hauing destroyed the Strogg's ability to deploy hornet

and dropsh.ps near the air defense cannon that your

own dropship crashed next to, it's nou. only a matter of

time before the GDF ground troops can secure the

surrounding trenches. Vou'ue been ordered to regroup

with your squad leader, Lieutenant Uoss, at the Mil

[Mobile Command Center] land.ng site, where you rece.ue

further instructions. Looks like you're starting to

impress your squadmates, Corporal.

solid line = mall/object on upper floor

, dotted line = mall/object on lower floor

small, thin rectangle = door

Objective: Regroup
with Voss
WAYPOINT #5

%M

40«*

renade launci

Machine gun

Shotgun

UPGRHDES RCOUIRED

RMMUNITION RCOUIRED

TEMS RCOUIRED

Hrmor uest, smaii

Health packs, large

Health packs, small

mpletes

the "Destroy Strogg Aircraft Hangars objective.

keep it secure. Moue to the large eleuator in this room

and activate its control panel to ex.t the leuel.

AGAME!



Objective: Regroup with Vdss

Sergeant
Morns

*•! *

AMMUNITION

WALKTHROUGH

\W HEnLTH

UIERPON

UiRVPOINT

UIRLKTHROUGH

PflflTI

A CONNECTION

TECHNICIAN

' solid line wall/object on upper Door
,
dotted line = wall/object on lower Door
small, thin rectangle door

Wayp

..rough the hangar perimeter and

defense trenches in order to reach

Uoss and the rest or Rhino Squad. Vou meet

uiith Sergeant Morns here, right where you left him

n the hangar perimeter. The entire area is now crawling

with GOF marines, who are studying the new Strogg

technology and aircraft you'ue helped them capture.

Follow Morns out of the hangar perimeter.
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PTURE THE AIR DEFE Cannon

i 41 HERLTH

L

WAYPDINT #2
Lieutenant Uoss

1 U1RVP0INT

A CONNECTION

The grenade launci

quite uersatile. Ju

aren't caught by ai

:atmg weapon and is

ire your fellow marines

damage.

£%
m

and Lance

Corporal Sledge

await you and

Sergeant Morns

just outside the

hangar perimeter.
;

Uoss greets you

and hands you a

nem uieapon—the

mighty grenade

launcher. He then giu

must nauigate the trenc

nearby Strogg air defense cannoi

Hannibal can land safely.

It's a pitched

attle through the '^^^^

a
ches as you ^
i your way to

nker that

s to the air >
nSB ColniUll.

m
tiogg marines

jump into the

trenches from all

sides in an

attempt to stop you, 1

four well-armed Rhino

in in turn.
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WALKTHRDUG

Waypdint #3
The bunker door is sealed

and can't be opened by

force. Lieutenant Uoss

orders you to find a may to

open the door while the

rest of the squad takes up

a defensiue position.

Collect pick-ups from the

stacked crates near the

door, equip your shotgun, and then jump up the crates

to reach the top of the trenches.

!2a«*-
npt

"Vfc

rl j l

|TI
W A r^T^.'.XL

fl grunt emerges from a

hole in the ground the

moment you reach the top

of the trenches. Blast it

with your shotgun to

quickly kill it; then enter

the bunker by dropping

through the hole the grunt

crawled out of. Use the

nearby control panel to open the bunker door and let

your squadmates in.
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HEALTH

(v) ENEMV SPAWN

EHPLOSIUE BARHEL
: § JJ^IIW gun. When the room is clear, jump ouer the

1 railing and proceed through the lower door

UIAYPOINT

A CONNECTION

solid line = uiall/object on upper floor

dotted line = uiall/object on lower floor

small, thin rectangle = door

! I Waypdint #6^
;
1 The Strogg put up

1 a final resistance

i | here, at the air

I defense cannon

II control room, fl

p
euj Strogg

lannes and

gunner enge

: you, but the

jj no match fo

team. Kill th

doesn't stand a chance against the three of you fl few

more Strogg marines enter from the door to the left-kill

them and then follow Uoss and Sledge through the door.

approach the controls ahead. Blast the lone Strogg

marine that's manning the air defense cannon to

complete the "Capture the Hir Defense Cannon" object.ue.

Objective:

Waypdint #4
The long room beyond trance is teeming

from the doors at

ide of the

id from the

m's far end.

p your squad-

mates kill them all,

then follow your

am through the

Waypdint #5
Combat erupts again in this

next wide room. Numerous

Strogg marines pour from

the first- and second-floor

doors on the room's

opposite side, accompanied

by a gunner. Remain on the

balcony and lend a hand to

"TZTT \ PRIMAGAME

that's blocking your path to the MCC landing site.

Approach the control seat and press HTTflCK to enter .

Him the air defense cannon at the distant security g

and then fire

away. The powerful

cannon destroys

gate [along

some Strogg],

creating a way

forward. This

completes the

"Fire Hway"

objective.



WALKTHROUGH

Objective: Locate the MCC Landing Zone

Locked UMLKTHROOGH:

PflflTl

Locked at start,
opened after

. cannon fired

4i HEHLTH

(-/} ENEMV 5PHUIN

CONNECTION

' solid line = uiall/object on upper floor

,

dotted line = wall/object on lower Door
small, thin rectangle = door

seat. Lieutenant Uoss the

orders you to trauel to th

MCC landing site and help

secure the area so the USS

Hannibal can safely land

there. Backtrack down the

hallway, kill,the lone Strog

marine {.hat pops out to attack

nearby lift to'reach the bunkei

PRIMAC3AMES.COM

use the

floor.
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Waypdint #7
'i Vou're attacked by a berserker, seueral Strogg marines,

and a gunner in this corridor. Kill them all and then

proceed down the hall, Activate the control panel to

open the far door and exit the bunker.

RMMUNITIDN

^ HEALTH

UlflVPOINT

j A CONNECTION

^m
Waypqint #B
The trenches are now secure. Collect pick-ups as you

exit the bunker,

then head up the

ramp toward the

security gate,

uihich you recently

destroyed. Pnuate

Law [Rauen Squad)

greets you near

j
the ruined security

J gate and says

they're just about '. *a**°

,

to blow the air defense cannon. Turn around and adm.

the uieui, then follow Pnuate Law through the

smoldering security gate.

Chution
There's fire in the security gate-don't touch it or

you'll suffer damage.

PRIMAGAME



Ouerturned
conuoy truck

Ouerturned
conuoy trucks

V-ifl -

CHAPTER
WALKTHRDUG

ENEMV SPHUIN A CONNECTION

line = wall/object on upper Door
I, thin rectangle = door

UMLKTHROUGH:
PflFTI

handful of Strogg marines and a grunt

tunnels beyond the ruined gate. Cut

them all down as you and Pnuate Law head to the LZ.

; ENEHV SPAWN

UJRVPOINT

A CONNECTION

Objective:
Board the Hannibal

Waypdint #9
fl distant Strogg fortifi-

cation to the right features

a few gun turrets that fire

at you as you exit the

security gate tunnels and

moue to the LZ. Run to tak

couer behind the crates

ahead and then wait

the USS Hannibal stai

to fly ouerhead and oblit

blasts as it prepares to I

Ulhen the massiue USS

Hannibal lands, approach it

and run underneath it. H

large eleuator soon lowers

the ground, and seueral

F marines hop off to

secure the area. Walk onto

the eleuator to board the

nnibal and exit the leuel.

.IMAGAMES.C
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NTAGE
Sergeant
Siuekel
xtended

#" a^Hl

^ ».-* m .Ji»4ft 41'

< * '

K .Mr-

OVERVIEW
UJelcome aboard the USS Hannibal, Corporal Kane. She's

not the newest ship in the GDF fleet, but there's plenty

for you to see and do here. Spend some time uiandenng

about the Hannibal and speaking to your fellow

marines-some of them haue interesting bits of gossip

to share.

1 0JERP0N5 A CQUIRED

UPGRADES ACQUIRED

AMMUNITION ACQUIRED

ITEMS ACQUIRED

Extended clip mod [machine gun]

tive: Report to
Briefing

Your first objectiue is to report to Rhino Squad's

briefing room, but there's no rush-explore the Hannibal

and speak to eueryone you see.

WAYPDINT #1
Before you may proceed,

you must enter the decon-

tamination chamber here

and uiait for the medic to

fill the chamber with

chemicals that kill any

alien bacteria you might

haue carried with you onto

the ship.

WAYPOI
tour of the Hannibal

you through Drop Pod

.ontrol. This is a busy place,

and none of the marines

here haue time to chat.

rA



Waypdint #3
The mess hall is

located here.

Pnuate Babcock MBl « *%
[Uloir Squad] giues J>**^*3
you confirmation

that the Makron r^EfeL
has indeed been

| 43^
killed by a lone

GDF marine. Staff k
Sergeant Nomo and

Corporal Spence 1

(both of Badger Squad] seem to haue heard of you-

ujell they should!

Waypdint
jeral medics are hard £

rk as you pass through

s near the medical

jy're conducting

ents on Strogg

captured; you

ir some interesting

.. ..s if you stick around.

This is Rhin

Squad's bn
room, Rmui
here comple

the "Report

Briefing"

objectiue. During

the briefing

you're told

all of the St

forces are

by a deuice call

ligence system ti

communicate uiith their troops. Vour squad's mission is

to escort a conuoy of EMP [electromagnetic pulse]

bombs into the Nexus Hub, where they mill be detonated

to disable the Nexus. This should create mass confusion

amongst the Strogg and make them uulnerable.

Objective: Gear Up

ti
receiue a new objectiue

er the briefing: find the

nory and restock your

supply of weapons. Be sure

i
to speak with each member

of Rhino Squad before you
'

leaue the briefing room—

they haue mterestmg

things to tell you.

story about

fellow squadniw

Sergeant Bidwel

and Technic

Strauss. Th

shotgun sit

the bench i

Lee—collec
before you

ad] tells a funny

nds at the armory's

and he hands you the

extended clip mod

y^i for your machine

="^i! gun. This modifi-

cation increases

r machine

n's clip size to

double capacity,

giuing you 80

rounds per clip.

Rfter obtaining the shotgun and the clip extension mod

from the armory, proceed toward the eleuator you used

to enter the Hannibal. [Look at the map to see that

you're right near it.] Speak to Corporals Rhodes and

Cortez if you like, then step onto the eleuator to exit

the leuel.

PRIMAC3AMES.COM
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CANYON
OVERVIEW

It seems that defeating the Makron isn't the solution

to eradicating the Strogg-a neiu Makron simply rises

in the former one's place. Vou must instead destroy

[or disable] the Nexus-a massiue central intelligenct

system that alloius the Strogg to communicate with o

another instantaneously. Your neui mission is to esci

an GDF conuoy of EMP bombs to the Nexus Hub, inhere

the bombs mill be detonated near the Tetranode-a

giant deuice that transmits communication signals ff

the Nexus to the Strogg. The Strogg should be fairly

easy to decimate without the aid of their mass comir

nication system.

enemies encountered

Berserkers

Grunts

Gun turrets

Drop turrets

Missile turrets

Strogg marines

weapons rcquireo

upgrroes acquired

Bmmumtion acquired

items acquired

ective: locate Ri
death Convoy

A CONNECTION UIRVPOINT

Waypdint
Rfter exiting the USS

Hannibal, run toward the

collection of GDF conuoy

trucks, which is located

here. Jump onto the

of the leading conuo

truck to join Corpor

Spencer and Corpora

Hawkins [both of Uiper Squad], who await you. Thi

completes the "Locate Ride to Death Conuoy" obje>

The conuoy rolls out after you do so.

W$

>
Jr -

<**

ENEMV SPAWN UJRVPOINT

CONNECTION



HA
WALKTHROUGH

--V

Waypdint #2
Vou aren't directly engaged by any Strogg forces

until you enter this tunnel. Seueral Strogg

marines emerge from either side of the tunnel,

and the conuoy stops until you defeat them all

and the GDF marines you saued get on the back

of the truck.

' UflUCTHROUGH:

PHR71

OEFENSEBUNKERJ
RIR

DEFEN!TRENCH

nvE: Li la-f.^iM^ BIDWELL
iw^-- |Ha|| MM^Ari|||

-

£ JKtk^r

Objective: Protect
the Convoy
Waypd

*if

HPBtf^H

A CONNECTION

Waypdint #3
The conuoy comes to a

stop here. Corporal

Hawkins informs you that

Sergeant Bidiuell [Rhino

Squad] is watting for you

farther ahead. Walk off the

back of the conuoy truck

and then head through the

side corridor to the left.

1

Sergeant Bidiuell aiuaits you here, next to another GDF

conuoy truck. Approach him to complete the "Locate

Bidiuell" objectiue. Bidiuell then orders you to protect

the next conuoy from Strogg attackers. Climb onto the

back of the nearby conuoy truck, then man the heauy

machine gun that's mounted to the truck's roof.

Dote
Check the "Uehicles" sec

complete details on the i
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Ql ENEMY SPAWN VPOINT

HflPTER

6

ENEMIES

"

=3BO
UJCC 1

CHflPT

UIRLKTH

CD
DZ !

UJcc
1

o-
CEX5 i

i

EHPLOSIUE BARREL A CONNECTION

WAYPDINT #B
H Strogg dropship

flies ouerhead

and deploys a

drop turret as

you pass through

this area. Fire at

the drop turret

as it falls from

the sky to quickly

destroy it.

preuent the smarming Strogg infantry from chasing

after the conuoy.

Scores of Strogg berserkers and grunts attack from

both sides of the road as Rhodes tries to complete his

task. Kill them all quickly to preuent them from killing

Rhodes, paying special attention to the ones that go

after him. Passing this challenging area completes the

"Protect the Conuoy" objectiue.

ibjective: Clear
rea of Turrets

HOTB
Refer to the 'Vehicles" section of this guide to learn

all about drop turrets.

WAYPDINT #6
Things are relatiuely easy until you reach this area,

^*mmm~~~~~~~^~yq/gr where Corporal

Rhodes must

II i disarm seueral

d mines on the

mnd ahead of

j. He then

;onates the

mines after you

moue to a safe

distance to

MY SPHUIN

A CONNECTION

1 UJHVPOINT

Lieutenant Uoss [Rhino Squad] orders your conuoy truck

to moue ahead so you can clear the entire area

surrounding the nearby Perimeter Defense Station of

gun and missile turrets. This allows the conuoy to

proceed unharmed.

WAYPDINT #7
The first two gun r=
turrets are on

your left, and a

Strogg dropship

deploys a drop

turret to your

right a short

distance ahead, fl 1

missile turret also

hangs from the . \

curued post th;

extends from t

corner of the I

missile turret

e Station. Destroy the

fter the others.



CHunon
The missile turrets positioned an the Perimeter

Defense Station's curved posts fire heauy tracking

missiles at you. You can try to shoot down the

missiles they fire, but it's tough to hit them. Quickly

destroy the missile turrets instead.

WAYPDINT #B
Vour path forward is

blocked by debris here.

Vour dnuer backs up to

turn around and head

counterclockwise around

the station. Blast the

missile turret that hangs

from the curued post past

WAYPDINT #11
This is the end of

the line—you'ue

come full circle

and are back at

the impenetrable

wall of debris

again. Oestroy the

two gun turrets

on the outside

wall and the drop

turret that falls L

UlflLKTHROUGH.

PflRTl

(a JTim?
you may haue missed as you ride back toward the

station's entrance.

bjective: Locate Vdss

Rim to fire at the tops of each gun and missile turr

to ensure hits and destroy them quickly.

AYPDINT

you roll around

turret first. Fire

northwest corner.

There are two

more gun turr

to your right

here, and ther

a missile turn

the arched poi

at the corner

the central

building. Drops...

deploy more drop

-rets as you

targets as

out the missile

t on the building's

WAYPDINT #1D
flfter destroying the drop

turret that's deployed

near this force field, you

get a chance to catch you

breath a bit—your conuoy

truck stops behind some

couer while Lieutenant

Uoss transmits communica-

tions. Vou soon continue

moumg counterclockwise around the structure again.

Destroy the missile turrets at the building's north and

southwest corners, if you hauen't already. Then go

after the drop turrets that fall from the sky.



9UAKC 4
I #4^i I 1 £

Overview

PRIMA OFFICIAL GAME GUIDE

[ENEMIES ENCOUNTERED

Gladiator

Grunts

Gunners

The Perimeter Oefense Station is the first complex you

must secure on your way to the Tetranode, which is

located deep unthin the Nexus Hub. Stay sharp as you

nauigate this facility—the Strogg are aware of your

plans to disrupt their mass communication system and

will make euery effort to stop this from happening. Your

first task is to locate Lieutenant Uoss, who prouides

further instructions.

Strogg marines

gEflPONSflCOUIRED

!
UPGRADES flCQUlREE

KSmonCDUIRED
Clips

iiii Shells

Nails

ITEMS RCOUIRED

mor shards

Armor uest, small

ii Health pack, large

Health pack, small

Objective: Locate V

Corporal
Shilder

AMMUNITION

HEALTH

TECHNICIAN

* - - •

fc

•

WAYPDINT ..

Corporal Schilder [Ra

Squad] hands you a n

when you approach him in

this first room. Collect the

pick-ups in the room and

speak to Technician

Newquist [Rauen Squad],

the eleuator down to

UJHVPOINT

CONNECTION

DOTB
Check the "Weapons and Items" section of this guide

for complete details on the nailgun.



WALKTHROUGH

^ HERLTH

=denotes item below or behind an object

Waypdint #2
Lieutenant Uoss

[Rhino Squad]

awaits you in this

control room.

Approach him to \\

complete the

"Locate Uoss"

objectiue. Uoss

then orders you

to head down to

You meet un

Pnuate Ro

[Badger Sq

and Priuat

Class Singer

[Rauen Squad]

before ent

this room.

Strogg marine

attack from th

room's upper

walkways Back up your fellow marines and th

eleuator [located in the room] by using the control

panel in the room's northwest corner. Step onto the

eleuator, wait for your buddies to join you, and then

actiuate the eleuator's control panel to ride down to

the basement.

PRIMAGAME5.COM
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WAYPQINT #4
Vour teammates

take up defensiue

positions in this

room's lower

center portion.

Moue to the

control panel on

the upper

UIRVPOINT

it to open the \mS^pm taa

head. R grunt and two Strogg marines rush at you from

the door after you open it-help your teammates defeat M
them and then proceed ahead.

4h HERLTH A CONNECTION

• HI

^ HERLTH

Waypoint #5
Vou encounter >==
another sealed

door in the next

chamber. Collect

the pick-ups on

the eleuated

platform; then

actiuate the

nearby control

panel to open the

door ahead. Hurry

UIRVPOINT

A CONNECTION

into the long, wide tunnel. Mar

truck-help them defeat the waues of Strogg marines

that attack from the tunnel's side alcoues.

Objective:
Escort Newberry
Waypoint #6
Defeat all of the Strogg that attack the conuoy truck,

and then scout the area for pick-ups. lllhen you're

finished, approach Technician Newberry (Uiper Squad] to

eer" objectiue. Vour new

orders are to escort

Newberry back up to the

first floor, where he can

open a sealed door.

Retrace your steps to the

eleuator you used to reach

the basement; use it to

return to the first floor.

9



: [Please refer to Map on pg. 82]

Waypdint #7
Vou get a few

scares in these

corridors—the

Strogg are trying

to get at you, but

they can't

penetrate the

complex's sealed

windows and

doors. Continue to ij

Ulaypoint #8. H

—

Objective: Shut Down
the Defense Grid

•TTFT3F3:

THROUGH
Waypdint # 1

H portion of the walkway's railing is broken in this

area—this allows you to drop down into the room below,

flctiuate the control panel in the room to gain access to

another control

URKTHHJUGH:
PflHTl

panel located in

the same room,

flctiuate the

second control

panel to shut

down the laser

defense grid and

complete the "Shut

Down the Defense

Grid" objectiue.

Waypdint #B
t Class Pupmo [Cobra Squad]

:
in this corridor. He giues

you a new objectiue: find a

way into the Perimeter

Control Room and actiuate

- the control panel within to

1 shut down the laser defense

grid. This allows the EMP

bomb conuoy to proceed

toward the Nexus Hub.

Waypdint #9
ie door at this room's

south end is the one ;

Technician Newberry must

cut through. This } .

completes the "Escort
k\

.'

Newberry" objectiue. fls

Newberry goes about his

task, collect the pick-ups /

to the door's right and

then equip your shotgun. Once the door is open, follow
... . —

.

mm mm, I fill L U — — C * . .

«

m\

into the following room.

After entering the door, a grunt ambushes PFC Jones

and quickly kills him. Blast

nearby control r=
panel to call the

room's lift. Use

the lift to reach

the floor aboue, •
\

then cross the

walkways and

corridors until

you reach the ^
next waypoint. >

i

Turn a

throug

room's shatter-

proof window, yoi

witness a grunt

kill a hapless

marine. The grun

then circles

around to enter

the room you're i

through its only

door. Switch to your shotgun as you wait for the grunt

to arnue, then kill it.

Objective: Regroup
with Rhino Squad

Sergeant Bidwell radios in after you kill the grunt. He

orders you to find a way out of the complex and

regroup with your squad. Proceed through the door that

the grunt used to enter the room and head to the next

waypoint.

On the way to Ulaypoint #//, head through the first

(AYPDINT #1 1

u get your first glimpse

of a Strogg gladiator as

you cross the corridors

and walkways here. V"

can't hurt him, so doi

waste your ammo.

Continue albng toward

the lift ahead; ride it

down to the first floo
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©t^

AMMUNITION

(v) ENEMY SPHUIH A CONNECTION

KCJ
UJOC

ccac

ucc3

' CDui

SIS:
.'•; tri—

3= id

•

a;
Ui

a-
(X
3
u

cat •

ft
ii
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Waypdint #12
You now backtrack throu

the areas of the station's

first floor that you preui-

ously uisited, but they're

no longer secure—the

Strogg haue ouerrun the

marines and killed them all.

You're attacked by a B

—

fearsome Strogg gladiator

in these corridors. Switch to \,

him from range. Strafe back and forth constantly to

auoid his railgun fire. After defeating the gladiator,

proceed to the southeast eleuator and use it to return

to the facility's entrance chamber.

/lore
Refer to the "Enemies" section of this guide for

complete details on the gladiator.

back up to the station s

m-ups in this room, if you didn't

before; then exit the facility through the same door you

used to enter.

Aqueducts
Overview
You'ue shut down the defense grid, and the EMP bom_

conuoy has taken off toward the Nexus Hub. You're ni

playing catch-up and must use an GDF houer tank to

tear through the Aqueducts as you uenture to regroup

with your squad. The Aqueducts are heauily defended by

Strogg uehicular forces and ground troops, but using

the houer tank makes matters much easier for you.

PRIMAGAMES.C



CHAPTER 7
WALKTHROUGH

Hornets
' Gunner

Gun turrets

!! Drop turrets

Roller creatures

Heauy tanks

Strogg marines

Hehpons hcouired

BMMUNmonCQlJIflED

ITEMS HCOUIHED

Firepower mod [nailgun]

Objective: Regroup
with Rhino Squad
Technician Holtz

[flauen Squad]

approaches you a*
'

the start of the

leuel and ins'

an upgrade t

your nailgun—the

firepower mod.

Vour nailgun now

features an

enhanced rate of

fire and can hold two

of nails. Speak to Holtz after you rei

mod upgrade if you need to recouer aim

(flauen Squad] is also standing nearby; speak to him if

you need healing.

When you're read'

door and approac

the GDF houer

tank beyond.

Press HTTRCK to
m enter the ho 1 ""

tank, then n
outside touiai

Ulaypoint «1.

nnuomouGH:
PfflTI

'* /*

£j ENEMV SPHUIN A CONNECTION

WRYPOINT

AYPDINT # 1

Two Strogg hornets attack you from either side the

moment you roll out of the compound. Dodge their

tracking missiles

and use the houer

tank's cannon to S^^
bring them both

douin. Familiarize

yourself with the

houer tank's *%«»

«

nique controls

ou do so.

Hots
Refer to the 'Vehicles" section of this guide for

complete details on hornets.

There are two other hornets in the area—defeat them

both as you continue to gam a feel for the houer tank.

Proceed through the large gate to the northwest when

you're ready.

No Time td Die
to defeat each

'I through the f

HOTB
l!nffimlTHMrMuT39 LHH
don't haue to! If you are hauing too much trouble with

these areas, simply speed through each zone,

llW»Kl-#M-<IWUf'M fll-^M 'd -11 It '

for complete information on the CDF houer tank. path. After all, discretion is the better part of ualor.

PRIMAQAMCS.COM <<< 8
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•A*

:

/ r

EKPLOSIWE BflRHEL

1 U1RVP0INT

1 A CONNECTION

WAYPDINT #2
Strogg dropships deploy multiple drop turret:, o= yuu

roll through this area. Quickly blast each one uiith the

houer tank's cannon.

Tip
in damage, wait a few seconds an

' telds recharge.

f ENEMV SPAWN

EKPLOSIUE BARREL

UlflVPDINT

WAYPDINT #3
Three hornets lie in wait ahead here. Destroy them as

you roll forward. Keep an eye to the sky, and auoid the

bombs dropped by the Strogg dropships that fly past as

you combat the hornets.

A CONNECTION



CHAPTER 7
THROUGH

Waypoint #4
fl Strogg heauy tank

engages you as you

approach this path's

opposite end. Dodge the >

heauy tracking missiles it

Tires and pummel it with

the houer tank's cannon;

then proceed through the :|r

large door beyond.

NOTE
Check the "Enemies" section of this gi

about heauy tanks.

Waypoint #5
Two hornets fly in from

tut left as you enter this

de area. They each deploy

Strogg roller creature

before they attack. Dodge

all hostile fire and destroy

the roller creatures; then

down the hornets.

-*• WMHA

Seueral more roller

creatures shoot into the

area from the pipes to the

north and south. Blast

each one with your houer

tank's cannon when they

become stationary.

Refer to the "Vehicles" section of this guide for

complete details on roller creatures.

Finally, two heauy tanks

enter the area from the

large door at the oppo

end of the area, fluoid
j

heauy tracking missiles as

best you can, and decimate

each one in turn.

ENEMV SPRU1N

UJRVPDINT

CONNECTION

Multiple roller creatures roll down from the

banks to your left and right as you enter thr

long stretch. Blow each one to bits as you

strafe to dodge their fire. Roll onwafd after

defeating them all and drop off the edge ahead

to land on.a lower portion of the path.

&

^L-
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Waypdint #7
There are four

gun turrets \<g^Bl
affixed to the

y/

outside malls high ;

aboue this portion

of the path. The

houer tank's

cannon can't aim

upuiard uery high,

so you must fire

at them from 1

range to destroy them. Use the cannon's scope to

,mproue accuracy and confirm their destruction before

you moue on.

Waypdint #B
fl dropship deploys a host of Strogg marines hereto

take couer behind
;

the large train

cars. There's a

gunner among

these troops as _.^ __—--.-

well. Kill them all

quickly and then

proceed douin th

south tunnel to

exit the leuel.
\

AQUEDUCTS ANNEX
Overview
Vour race to join up with your squadmates continues

through Aqueducts Annex. Vou encounter much tougher

opposition in this leuel, due in large part to the formi-

dable Strogg harvesters you face. React quickly to enemy

ambushes and keep your wits about you at all times.

ENEMIES ENCOUNTERED

Hornets

!!!! Gunners

Drop turre

Strogg marines

Haruester

WEAPONS ACQU IRED

i UPGRADES ACQUIRED

MT1DN ACQUIRED

[ITEMS RCDUIHED

Objective: Regrdup
with Rhind Squad

\ ENEMV SPRU1N

UHYPDINT

CONNECTION

haruester np apart

GDF houer tanks as
\

enter this area. The

haruester then turn

attention to you.

noTE
Refer to the "Vehicles" section of this guide for

complete details on horuesters.

Fire your houer tank's

cannon at the harvester's

legs to destroy it-you

must knock out two legs in

order to drop the

haruester. Keep your

distance from the

haruester as you combat

if dodge the mega tracking

missiles it fires or shoot them down with your hot

tank's heauy machine gun. Be careful not to fall into the

large pit that the haruester crawls out of-doing so

means instant death. Proceed through the north door

after you'ue killed the haruester.

PRIMABAMES.COM
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EHPLD5IUE BARREL

UIHVPOINT

CONNECTION

CHAPTER 7
WALKTHROUGH
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Waypdint

little resistance after defeating the

. the leuel's beginning. Here, howeuer,

ed with two harvesters at once. Don't rush
_ i J. i. i-U« !r-»<-ir- n

the nearest harvester with your houer tank's cannon

the cannon's scope to improue accuracy). Destroy

laruester, then the other.

mshi
'jjg^fll

Us

•

UIRVPOINT

solid line » mall/object on upper floor

dotted line * mall/object on lower floor

small, thin rectangle = door

-
I iTfcVi 1 1•HmH'

attack you wi

missiles. Let t

to blast at the haruesters' legs. Ulhen the missiles

begin to arch downward toward you, switch to your

houer tank's heauy machine gun and fire to destroy

them Back up and strafe as necessary to keep the

missiles at bay-they inflict massiue splash damage

when they explode.



!l

CHAPTER 7
WALKTHROUGH

The fight becomes much easier after you drop the first

haruester. Keep backing up to maintain distance from

the second haruester as it aduances; continue firing at

its legs and missiles as you do so.

Tip
If the harvester's missiles are giving you too much

trouble, try destroying the large barrel-shaped

missile launchers on their backs.

Tip
Stuck at this haruester fight? No problem-speed past

them both and enter the large door beyond to auoid

the fight entirely.

After defeating both harvesters, dnue into the large

door beyond them—Sergeant Morns and Technician

Strauss await you inside. This completes the "Regroup

with Rhino Squad" objectiue. Press JUMP to exit the

houer tank and then run toward your squadmates to

exit the leuel.

'« -

Nexus Hub Tunnels
Overview
The Nexus Hub Tunnels lead directly toward the

Tetranode, which your squad has been ordered to

destroy. Howeuer, the EMP bomb conuoy cannot proceed

through the tunnels until your squad opens the security

gates and eliminates the Strogg's defenses. Work with

your squadmates to help Technician Strauss reach the

control terminals he needs to access in order to allow

the conuoy to proceed. Expect to encounter extreme

resistance from the Strogg through this area—you're

getting dangerously close to their central intelligence

and communication systems.

ENEMIES ENCOUNTERED

Berserkers

Sentries

Gladiators

Grunts

Gunners

Strogg marines

WEAPONS HCOUIREO

UPGRADES ACQUIRED

AMMUNITION ACQUIRED

Batteries

i mi Clips

Grenades
i ii" Nails

Shell

ITEMS ACQUIRED

j mi flrmo

Armor

Health pack, large

HealM
•..Jin.-. _

mJ

UnLKTHROUGH:

PHRT2

fitfe*J_
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AMMUNITION ENEMV SPAWN

U1HVPQINT

HEALTH CONNECTION

WAYPOINT # 1

Collect the many ptck-ups in this first area after you

complete the long ride down the eleuator with Morns

and Strauss-you're going to need them. Approach

Lieutenant Uoss ,

afterward, listen I

to his mstruc- ']

tions, and then ...,,

rollqw your squad- \M.;l|l

mates into the \V\\\.

next room.
,

*

!^*»i

X
\

STRAUSS
WAYPOINT #2
^-auss hacks into a

iputer terminal in this

a. He then turns on the ^L"^3^
its and unlocks the

%
^. ' {>*

nearby tunnel's sealed

security gates so the EMP

bomb conuoy can proceed

through the tunnel to

reach the Tetranode. Strauss then informs Uoss that

*-l tunnel's temperature is supercool-it mould be

jardous for the conuoy to proceed until he finds the



CHAPTE
WALKTHROUGH

unnel's temperature controls and makes the

inuironment less hostile. Uoss agrees and orders you

to protect Strauss as he mooes to locate the tunnel's

temperature controls.

Strauss may not be the best company, but he is able

to restore your armor. Take full advantage.

Waypdint ..

Vou're ambushed bus I

Pal • t
gladiator and a few Strogg

marines in this chamber—

the gladiator enters using

the chamber's central

eleuator. Use your nailgun

to make short uiork of the

gladiator, then switch to

your machine gun and finish off the Strogg marines.

Make sure Strauss suruiues the assault.

URKTHROJGH
PflfflE
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'-'2SH

^ HERLTH

1 U1RVPDINT

A CONNECTION

M^'ilf'di '-;

Strauss must remain at the temperature controls in

order to maintain them. Lieutenant Uoss orders you

back to his position. Retrace your steps back to Uoss.

WAYPQINT #B
Vou regroup with Uoss and Morns here; they are

combating seueral Strogg marines and a grunt. Help

your squadmates kill these enemies, and then proceed

through the door
~™

ahead. This

completes the 1/
"Regroup with ^''fv^rt^
Rhino Squad"

objectiue.

^
— H {

.«_

r A §
t Q

si %
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CHAPTER 7
WALKTHROUGH

IflflLKTHROUGH:

PflRT2

P. .'PSS

tffUafcMB
'•lIl

A.

'

////

>\ / J

[si

RMMUNITION

yf HRMOR

4i HERLTH

(v) ENEMY !

1 UIRVPDINT

A CONNECT

DEACTI

AYPDINT #6
o berserkers rush you
im ur may to this L

nt—quickly kill them II

Multiple Strogg

annes and a gladiator

ttack you here. Pick off

he Strogg marines on the r

leuated footbridge, then

ab a few grenades at the ground troops. Immediately

equip your nailgun and lay into the gladiator to drop

him quickly. Switch to your machine gun and finish off

any Strogg marines that remain.

WAYPDINT #7
fl giant force field bli

teutenant U

nearby

nd find a w

deactiuate the

force field. Coll

the nearby pick

ups and then

proceed through

the door.
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I

#« E

UIRVPOINT

, + HERLTH A CONNECTION

1

solid line = wall/object on upper floor

dotted line = mall/object on lower floor

'

small, thin rectangle * door

tive: Return to the
/Y

Ksr?S£B .' •- Tffn

the

ir way
ete

here and then actiuate the coniroi panei lu ^...piete

the "Deactiuate the Force Field" objectiue. Uoss then

radios in and orders you. to return to the squad.

Right after you

actiuate the

control panel, two

Strogg marines

enter the room

from a higher

door— kill them

both and then head

through the door

they emerged from.

<£

X
K
V*'

on the th

Waypdint #9
Blast the berserker that charges you as you cross this

eleuated walkway to reach the far room, where seueral

pick-ups are located. Grab the pick-ups and then back

out of the room. Drop down off the upper walkway and

llect the pick-ups that

are hidden on the

pipes and then

cross the pipes to

reach the lower

walkway.

Backtrack to your

squadmates

afterward; they

await you beyond

the now-deacti-

J uated force field.
r
Ot'

i^^^^^^^^j^Bi L
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Crawlspace

I

UIRVPOINT A CONNECTION

WAYPDINT #1D 1
-^

Meeting up with your squad i

here completes the "Return
|;

•
,

v ,

to the Conuoy" objectiue.

Rhino Squad is just about • _ i

to set off their EMP bomb

when a giant Strogg

haruester storms in. Don't

waste your ammo on the

haruester-you can't kill it. The haruester destroys the

EMP bomb and kills Sergeant Bidiuell before it leaues.

Strauss radios in, saying he beheues he knows another

way to shut down the Tetranode. Uoss orders you to meet

i

out the mission. You must

nauigate a series of crawl-

I
spaces in order to reach

';, Strauss. Uoss stomps a hole

:,- J in the floor to reueal an

*?] entrance to the first

crawlspace. Drop into the

hole to proceed.

\m

WAYPDINT #11
Nauigate the first crawl-

space until you reach the

ladder here. Climb up the

ladder, then crouch and

crawl to your right to enter

the upper crawlspace.

Vou acquire the hyper- .f
blaster as you cross the

upper crawlspace, but there's no time to play with it

i^j now—a battle is occurring

8^j aboue you, and the crawl-

space's glass ceiling won't

.-a protect you from harm.

I Hurry across and drop off

a ^J the edge ahead before you

take too much damage.

Proceed through the lower

iwlspace ahead.

V WALKTHROUGH:

I PRHT2

HOTB
Refer to the "Weapons and Items" section of this guide

to learn all about the huperblaster.

WAYPDINT #12 I]

Collect pick-ups as you

moue through this lower ^*c<-
crawlspace. Defeat the ,

sentry that attacks you at / *^^-i~
the end ofthe crawlspace.

Then perform a jump-

ouch maneuuer (FOR

JUMP, CROUCH] to ent

the opening to your right;

crawlspace. Vou reach a la

ahead— climb up the ladder to pi

WAYPDINT #13
Defeat the pair of sentries

that attack you after you

climb the ladder. Collect the

nearby armor shards and

then run across the thick

pipes that lead toward the

next room. There are seueral

pick-ups in the room beyond

the pipes^grab all the ones yoi

the next waypoint.

£ AMMUNITION

UIERPON

ENEHV SPRUJN

A CONNECTION

solid iine = mall/object on upper floor

dotted line = wall/object on lower floor

small, thin rectangle door

PRIMAGAMES.COM
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ay things hauen't gone as planed mould be the

;rstatement of the century. The EMP bomb has

xoyed, along with most of the transport conuoy.

o Squad's own Sergeant Bidtuell is among the dead,

gs are looking grim, indeed.

s a last resort, you'ue been ordered to meet up with

tuss at the Nexus Hub. Strauss has come up with a

:ingency plan, but if this mission fails, the war

nst the Strogg may well become a lost cause.

(v) ENEMV SPRWN

. yf RHMDH 1 UIRVPOINT

> + HEHLTH A CONNECTION

Y ^denotes item beloiu or behind an object

Waypdint #
efeat the

emies that

tack you in this

ant chamber as

iu moue up the

eps to reach

Ikway. Use the

Ikway's

euator to exit

the leuel.

ENEMIES ENCOUNTERED
Berserkers

Sentries

Gladiators

Grunts

Gunners

Makron
Nexus protector

UJERPONS RCOUIRED

UPGRRDE5 RCOUIRED

RMMUNITION RCOUIRED

Clips

Grenades

Nails

Shells

ITEMS RCOUIRED

Rrmor shards

Rrmor uest, small

Health pack, large

Health pack, small



Waypdint #2
I C 1 KMINUUt. VV 1 1 I

-
1 «_• I r^rtLJ^J^l

L I- Jilil

t

1 »
,

—

3 •I
1

^BE_^9 j • i <:*

L -i <ZI .TMJ"^

1 UJRVPOINT

A CONNECTION

fi AMMUNITION

HERLTH

Waypdint # 1

Strauss radios in

as you ride the

eleuator into this

first room of the

Nexus Hub. He

asks you to hurry

and meet him,

saying he's in

great danger. Grab

the pick-ups in

the corner of the

room, and then us

Objective: Activate
the Pdwe

AMMUNITION

A CONNECTION

IDflLKTHflOUCH:

PHRT2

A-

The eleuator brings you to this wide chamber, where you

meet up with Strauss. This completes the "Destroy the

Tetranode with Strauss" objectiue. Strauss points

toward the giant deuice in the chamber's center and

informs you that it is the Tetranode—the object you

; must destroy to cripple the Strogg's communication

system. Strauss then tells you he must find and

actiuate the facility's power plant. Protect Strauss and

ensure he suruiues the journey. Lead him through the

chamber's west door.

Tip
imb down the utility ladder near the chamber's

lacked east door to locate a secret cache of pick-ups

beneath the central eleuator.

/ V

•
(^ "*s. ..MET

WF
WF/*~ JSH
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. .YPDINT #3
Tujo sentries

attack you on

your may to

these corridors,

and the battle

y heats up

. Tujo grunts g

nd seueral

trogg marines

come at you in uiaues— kill them all quickly

and don't let the grunts come near Strauss.

After the fight, collect the pick-ups in these

corridors and speak with Strauss to recouer

your armor.

chamber

of Strogi

Defeat th

sentries

room s ci

n mou

nnes and gi

Strauss then rush

east balcony and a

power plant, hoping to cause the Tetranode to

ouerheat and self-destruct. This completes

the "flctiuate the Power Plant" objectiue.

HUTOFF CONTROLS
i

_ Next, Strauss

informs you that "j

; he must locate

the facility's

- emergency
' shutoff

controls-he

--eds to hack

em to preuent

system from stopping

ouerheating. R gladiator

en stomps into the chamber from the same

ior you entered from. Defeat the gladiator,

illect the many nearby pick-ups, and then

icktrack toward the Tetranode chamber.

i



CHAPTER
LKTHRDUG

r
is largely uneuentful—you

face only a few enemies on //

your may to this waypoint. //'

Enter the now-unlocked /,'

east door in the Tetranode

chamber to reach these

y corridors, where you face

or
a tough fight against a Strogg

' gunner. The gunner is on an eleuated ledge and can't

„ attack you if you don't rush in, so keep your distance

and defeat the other two enemies first. Then moue to

eliminate the gunner.

WAYPDINT #6
Vou're ambushed by a grunt shortly after you enter this

chamber, and there's a Strogg marine farther ahead. Vou

see a gladiator in the distance as well, but he must walk

around to the north stairs before he can enter the

chamber and attack you. Defeat the grunt and the

approaches from the

stairs. Equip your sh

and proceed up the stairs

after you destroy the

gladiator.

WAYPDINT #V
R grunt jumps at you as you mou

kill it quickly with the shotgun.

Strogg marine ambush you

as you round the following

corner, and a distant Strog

marine opens fire from
"~

hall's far end. Kill the

first and then defeat

two Strogg marines. N

use the lift ahead to reacn

the floor aboue.
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objective: Shut Down the
CDDLANT PUMP

center to shut down the coolant pump system. This

completes the "Shut Down the Coolant Pumps" objectiue.

Vou'ue done your part to

.estroy the Tetranode and

render the Nexus useless

to the Strogg, but you're

not out of danger yet-two

Strogg cyberspiders [the

Nexus protectors] enter M

tiou at once.

Open fire on one of the

..yperblaster as you b af
-

flamethrower assault.

AMMUNITION

1 U1HVP0INT

^ HEALTH A CONNECTION

WAYPDINT #B ^
Strauss runs to the » ,

emergency shutoff

controls in this large room

and disables them. This

completes the "Find the

Emergency Shutoff

Controls" objectiue. He

then tells you to locate

and deactiuate the coolant

Tetranode to quickly ouerheat.

pick-ups to the east, gear up, t

head through the far west door.

ie stockpile of

around and

ith your

heir initial

_ dodge the rockets they

re next, and jump to

reduce the amount of

plash damage you suffer

|| Ulll 1IWW — — I

firing until you slay one

cyberspider and then

unleash your hyperblaster

on the other.

Ift

:.lfl

-:-

::.

• it

1•~**

HOTS
Refer to the "Enemies" section of this guide for

complete details on cuberspiders.

THE MAKRON'S^R
UJith little warning,

the Makron-the

supreme leader of

the Strogg-tears

through the
_
~siue door at

chamber's far

Lay into him with

r hyperblaster,

strafe iS

constantly to auoid his uolleys of heauy blaster shots.

The Makron euentually fires seueral red-colored

grenades into the air, which land around the chamber

and then detonate-stay clear of the grenades to

reduce the amount of splash damage you suffer.

r you suruiue the Makron's grenade attack, he

omes tired of toying with you end unleashes his dark

ter gun on you. There's
|

uay to auoid this j^
astating attack, and

're not meant to...the

xon wins this fight. M
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Strogg Medical
Facilities

IDVERVIEW

The Makron did not kill you, though he easily could haue.

Instead, you auiaken in the Strogg's Medical Facilities—

but you're not here to be nursed. You are "Stroggified"

instead; many of your appendages are seuered and

replaced unth mechanical ones. Vou are now a cyber-

netic organism, and you mould haue been forced to join

the Strogg race if it uieren't for a timely rescue by

your feiloiu Rhino Squad marines. Now you must fight

your way out of the facility.

I ENEMIES ENCOUNTERED I

Berserkers

||!| Gladiator

j

:::: Gunners
! IIII _.

Strogg marines

i jjjj
Strogg scientist

Strogg tactical

i

iiii Tele dropper

p

WEAPONS HCQUIRED ]

' " :i

Blaster

i ;; Grenade launchers
1 Mil

Hyperblaster

nM Nailgun

Rocket launcher

i iiii Shotgun

UPGRADES HCQUIRED
i iiii uNone

ammunition acquired

Clips

!H! Grenades

Nails

'II

1

Shells

1 ITEMS ACQUIRED

flrmor shards

T. i
nil Rrmor uest, large

5 Rrmor uest, small

|||! Health pack, large

Health pack, small
^- JIU .

i

.. _ . _
.

..j

I *A

Objective: Fdlldw Anderson

:,„f„ ^

A CONNECTION

Rhino Squad has saued you from complete

Stroggification at the uery last second, but most of the

damage has been done—you're nouu a horrific hybrid of

Strogg and man. Folloui Medic Anderson, mho has been

ordered to escort you to safety. Vou haue no meapons

at the start of this leuel, so grab all the ones you see

as you folloui Anderson to the first maypoint.

Objective: Regrdup
with Rhino Squad
Waypdint # 1

Follow Anderson to this

maypoint, collecting a

blaster, a shotgun, and a

grenade launcher on your

may. Here, you mitness the

Strogg shoot down the

dropship Falcon 5—youi

ride to safety has beer

destroyed'. This complei

the "Follom Anderson" objectiue. Lieutenant Uoss then

radios in, ordering you and Anderson to regroup. Folloui

Anderson to the next maypoint.
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: ;

!

H Strogg scientist

kills Anderson in

this room. After

the cutscene,

defeat the three

scientists that

attack you.

-' aW : '-;t :^SSS5S*g

i + HERLTH

! <v) ENEMY S

A CONNECTION

Refer to the "Enemies" section of this guide for

complete details on scientists.

Noiu that you are part Strogg, you can use any Strogg

Health Station you see. After killing the scientists,

approach the one in this room and actiuate its control

panel to heal up. (Vou haue a maxim

armor now that

you're part

Strogg.] Actiuate

the nearby ^i

control panel

aftermard to open ^
the room's doors

and then proceed
j {j

to the next

uiaypoint.

I I i

**f d

nm
+rfi



RfflHS
THRDU

eat the Strogg mann
.his room, then use tl

irby control panel to

I an eleuator. Kill the

.iner that arnues ujith

.he eleuator and then use

the eleuator to reach a

WAYPDINT #5
Defeat the two Strogg marines and the berserker that

attack you in this room. Collect the rocket launcher

from the nearby corpse and nab the other pick-ups in

the area before mouing on.

BAMES.COM

aw.'
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flt this waypomt, a gladiator and a

feui Strogg marines round the bend

ahead and attack. Kill the gladiator

first and then go after the Strogg

marines. Collect the nearby heal

packs and proceed to the next

maypoiri*

^k HERLTH CONNECTION

ENEHV SPRU1N

solid line = wall/object on upper floor

dotted line = wall/object on lower floor

small, thin rectangle = door
_-.._.. — — — •



elt to rea

dd chambe

se one of

otatmg plat

1 this chamber

each the s

assage an

roceed.

POINT

C^^jl^

md
solid line mall/object on upper floor

dotted line mall/object on lower Door
small, thin rectangle = door

Vou finally meet up with Uoss in this

completes the "Regroup uii

reunion is cut short mhen

of his cryo

grabs Uoss,

then escapes

through a hole in

the floor. Vou

can't follow aftei

Uoss, so kill the

berserker that

rushes in to

attack and then

continue onward.

,— *
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the nearby lift to reach a higher floor

Waypdint
You acquire the hyper-

blaster as you enter this

dark crauilspace. Vou also

catch your first glimpse of

a frightening Strogg tele-

dropper. Collect pick-ups ii

the crauilspace before \

leaue-a tough fight is a

noTB --;
.

-

Check the "Enemies" section of this guide to learn all

about tele droppers.

n^^Bj

lt&« ^

yf RRMOR

id—

UlflVPOINT

HEHLTH

U1EHPDN

A CONNECTION

]=denotes item below or behind an object

lid line = uiall/object on upper floor

dotted line = mail/object on louier floor

small, thin rectangle = door

"i£^
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Equip your grenade

launcher as you

exit the craml-

space and enter

this uiide chamber.

R trapdoor in the

middle of chamber'

floor opens to

reueal a tele

dropper. Keep your

distance and fire

multiple grenades at

it—the splash damage

enemies that the tele dropper attempts to spawn.

Proceed to the leuel's exit point afterward.

Construction Zone
Overview
Exiting the Strogg Medical Facility was no easy task,

but you'ue done it. The cost was high, howeuer-many of

your squadmates haue been killed... or worse. The

Construction Zone is a huge area, and you must couer a

lot of ground in order to reach the next facility.

rortunately, you haue the aid of an GOF walker to help

' you complete the journey.

Gunners

Heauy tanks

!
jjjj

Drop turrets

Roller creatures

!
jjjj

Strogg marines

JPGRROES flCOMHEO

AMMUNITION RCQUIREO

rmor uest, small

Health pack, large

Health pack, small

IMAC3AME5.COM <<< 1 D9
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Collect the

then enter the nearby GDF

with the walker'

controls and

features as you

pick off the

distant gunner on

your way to the

first waypoint.

starting point and

rize yourself

nOTB
Refer to the 'Vehicles" section of this qui*

complete details on the GDF walker.

Wavt ruin i "

Two hornets enter

from the right and

deploy roller

creatures before

ging you. Use

walker's heau

une gun to

roy the roller

tures and its

racking missiles

to defeat the

T?R

^^^^fcjftjjfrfetef M J

m ., w^

M^^^K \ .NB^
0t^^^ I 1 r*^9ft^

._ walker's shie

houer tank's. Be sure to let them recharge after each

skirmish.

.GAMES.

C
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WAYPDINT
Kill the trio of Strogg

marines you encounter

here. Two drop turret:

in to attack a short

distance ahead. Fire a

as it Tails, destroying it

before its shields come up

when it lands. Then blast

the other.

m V

£ mm

E
-•

'A M ijiif'F"""

F^TBW i nil Hvr- •'- '*' JT-

Drop turrets make an earsplitting sound as thet;

from the sky-look up when uou hear thai sound ahd

start shooting.

by two he

tanks as

cross thi

Oefeat ea

tank in turn as

you shoot down

.
thetr treauy

tracking- missiles,

and strafe to

dodge their

nailgun fire.

w
t 0M

MmW

\jmm\nYmm\m^

1

k3

RIMAGAM
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&y

waypoint. Vou intercept a :

communication that tells you an

aerial strike is en route. Moue

forward until you see a Strogg

dropship fly ouerhead and then

immediately backpedal. Wait for the

subsequent waue of dropships to

deploy all of their bombs before you

proceed.

^»' ' H f

w

WAYPDINT
a.

The Dispersal Facility isn't far from

here, and the Strogg put up a strong

defense. Vou face multiple Strogg

marines and a couple of hornets that

deploy roller creatures. Vou also

encounter some drop turrets a

couple of heauy tanks. Allow yo

walker's shields to recharge after

each waue of enemies you defeat, an

keep mouing to auoid their attj

' -^

LI

> -

Q\ EMEMV SPRUJN
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CHAPTER 7
WALKTHROUGH

Waypdint #7
ENEMV SPRI11N

UIRVPOINT

CONNECTION

fl formidable haruester engages you

as you near this waypomt. Keep away
||

from the haruester throughout the

fight and target its legs uiith your

walker's tracking missiles. Vou can

strafe to dodge the harvester's

nailgun fire, but your walker can't outmaneuuer its mega

tracking missiles. Switch to your walker's heauy

machine gun and shoot the hostile missiles from the sky

wheneuer they draw near. Then continue to pound away

at the haruester's legs until you defeat it. The pipes

ouer the lower area can be used as couer from the

haruester's tracking missiles, but they will be

destroyed if they take too much damage. The lower area

is a great place to maneuuer around the haruester and

hide while regenerating armor and shields, but once the

pipes are destroyed, the haruester can follow you in,

effectiuely blocking your escape.

harues

nearby c

Facility. This completes the "Locate the Dispersal

Facility" objectiue.

URLKimOUGH:
PflfiTE

Dispersal Facility

DVERVIEW
Vou'ue battled your way into the Dispersal Facility,

which is the first of three complexes you must

trauerse in order to reach the lllaste Processing

Facility, where all suruiuing GDF marines haue been

ordered to regroup. This leuel has a few tricky areas-

right at the start, you must combat a hoard of Strogg

tacticals backed by a gladiator. Keep your eyes peeled

for pick-ups as you nauigate the facility and proceed

with caution.

ENEMIES ENCOUNTERED

Gladiators

Grunts

Gunners
Tacticals

Strogg marines

Harue

UJEHPQNS ACQUIRED

Grenades

Nails

Shells

ITEMS ACQUIRED

Prmor shards

Armor uest. large

Armor uest, small

Health peck, large

Health pack. small

PRIMAC3AMeS.COM
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tacticals as soon as you entei

Dispersal Facility. One of thes

enemies is armed uiith a railgun, s

on your guard and use objects in t

enuironment as couer. fl gladiator

euentually makes his may into the

from the area's far side. Defeat all

these enemies and collect the uiea

they drop to bolster your ammo Cc

and acquire the awesome railgun.

TlR
\ Scaur this first area thoroug

\find multiple health packs and

\ armor uests.

HOTB
Refer to the "Enemies" section

this guide for complete details

tacticals. Check the "Weapons

Items" section to learn all about

the railgun.

WAYPDINT #1

flH « ''I**

'

tVa m B 1 B ^tj

19 " i -mr 1

:iiy 1 ! Hi

:*9
'

j *
\ LX^nr%

it i

. ^';. Hfe'l

catwalk, fl mammoth haruester

its tuiin nailguns at you as yoi

along the rail. Fire a rocket or two

at the haruester to distract it uihil

you run past. Crouch to pass under

the wreckage at the rail's far end

and proceed.

ill!

ii|

l K-

'Mi}
-

* i
' I

£ AMMUNITION

y RRMQR

^=denot

4i HEHLTH © ENEMY SPHUIN

^ EKPLOSIUE BARREL 1 UJHYPOINT

r behind an object A CONNECTION



WALKTHROUGH

Vou encounter nothing stronger than a few grunts and

gunners on your may to this waypoint. flt the uiaypoint,

homeuer, a gladiator engages you, along uiith a few

Strogg marines. The confines of this area make it tough

to battle the gladiator, so don't hold back-unleash your

rocket launcher on him to

drop him quickly, and keep

your distance to auoid

splash damage.n

«*>

1 MUNITION

+ HEALTH

EHPLOSIUE BARREL

. ENEHV SPRUIN

U1RVP0INT

CONNECTION
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HEHLTH

WEAPON

item belouj or behind an object

EXPLOSIVE BflHHEL 1 WHVPOINT

Q ENEMV SPRUJN A CONNECTION

solid line = wall/object on upper floor

dotted line = uiall/object on louier floor

• small, thin rectangle = door

Waypdint #3
This waypoint marks the

top of a long double-flight

of stairs with fiue

separate landings. Here

you face multiple tactical

and a gunner; match out

.for the numerous explosi

barrels as well. Proceed

with caution and listen for th
._ •__!_ .J J.. P., I" I

of them downstairs and then fire at them to weaken or

kill enemies below.

YPDINT
must actiuate two

arate control panels in

; room in order to

cause the giant, pulsating

heart in the room's center

to "malfunction." Two

opens up I

crawl into the tunnel to exit the leuel.



WALKTHROUGH

RECDMPDSITIDN CENTER Objective: Locate Exit

Overview

The Recomposition Center is a tough area full of Strogg.

Vou face many difficult combat scenarios in the outdoor

areas here, where tacticals open fire at you from

nearly all directions. Use the explosiue barrels in the

enuironment to your aduantage as you combat these

enemies, and scour each area for pick-ups. Exercise

sound combat tactics, and, if necessary, use heauier

weaponry like the nailgun, railgun, and lightning gun.

'ENEMIES ENCOUNTERED

Gladiator

Grunts

Gunners

Light tank

Strogg marines

Tacticals

Tele dropper

UUERPONS ACQUIRED

Lightning gun

Machine guns

Railguns

Shotguns

lUPGRRDES ACQUIRED

|Rm!SmrjNRCQmRED
Nail seeker mod [nailgun]

Batteries

Clips

Grenades

Lightning coils

Nails

Shells

IIITEMS ACQUIRED

Armor shards

Armor uest, large

Armor uest, small

Health pack, large

Health pack, small

Control
Panel

UNLKTHROUGH:
PfflT2

£J ENEMV SPRI1IN

UIHVPOINT

A CONNECTION

solid line = wall/object on upper floor

dotted line = wall/object on lower floor

small, thin rectangle = door

Waypdint #1
Defeat the~gunner j=
in this room and

then actiuate the

nearby control

panel to free

Technician Sasaki

[Kodiak Squad)

from his holding

cell. Sasaki thanks

you and upgrades

your nailgur

the nail see

mod—you may now

pressing ZOOM/WE.

fashion are targeted by circular reticles. Nails you Tire

at targeted enemies track the enemy's location-uery

handy for picking off distant or quick-mouing foes.

Vou must noui help Sasaki find a may out of the

facility. Proceed to the next waypoint.
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solid line = wall/object on upper floor

dotted line = wall/object on louier floor

small, thin rectangle = door

WAYPDINT
Sasaki approach

a control panel

this room. He

notices a path

aboue that seems

to be a route out

of the facility, but

it's too high to

reach—you must fes•<^,

climb the stacks

of barrels in the

room. Sasaki th

tells you to moue

barrel-processing a

barrels and create an escape r

tiuate the

an stack the

YPDINT #3
Rn GDF marine is

being used as a

test subject for a

powerful Strogg

weapon in this

chamber—the

lightning gun.

ctiuate the

trols behind

gun to obtain

The marine dies

from the torture,

but you now haue a

flOTB
Check the "Weapon and Items" section of this gui>

complete details on the lightning gun.

PRIMAGAME
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WALKTHROUGH

bjective: Activate Process

ifL'N?

Rctiuate the control panel in this room to actiuate the

barrel-processing assembly line. This completes the

"Rctiuate Barrel Process" objectiue. Sasaki radios in

and says you must next actiuate the barrel sterili-

zation process in order to get the barrels mouing on

the assembly line. Proceed through the nearby doof

: toward the sterilization controls.

WAYPDINT
Vou face a tough figl

against multiple Strogg

tacticals and a gladiator

this uiide area of stairs

and walkways. Use th

many explosiue bam
the enuironment to h

you meaken and kill these

enemies. Use the lightning gun

against the gladiator to quickl

After clearing the area of e

emerges from the northeast d

begins to spauin enemies.

Backpedal a bit and pound

the tele dropper with

grenades to quickly kill it

and the enemies it spawn:

Then proceed throug
L

door from which it ei

ropper
' "ou, and

-o

3i3
az

-n
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31n
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Control
Panel

<3 EN

^ HERLTH

UJRVPDINT

A CONNECTION

EXPLOSIVE BRHREL

denotes item belouj or behind an object

Way

te the "Rctiuate

Proc actiue. sasam uien radios in and confirms

that the barrel assembly line is online and functioning;

he tells you to double back to his position so you both

can make your escape.

J
jMM \ 1

USf i*mwr m
jh - H
M 1

8h '

' 1
\ H] J V£*im

K r . Dl

&jp wW^r*
~fTMT* ; I

J' J

VilM .Ml

1

1

V 1

Vou encounter a Str

sterilization control room and reent

guys are tough and like to charge you, so run up the

stairs to your right to gain some distance; then equip

your nailgun. Strafe to dodge the light tank's ranged

attacks as you pepper him with nails, and use your

nailgun's neui scope and tracking ability to ensure hits

are scored.

nors
Refer to the "Enemies" section of this guide to learn

all about light tanks.
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UJERPDN CONNECTION

solid line = wall/object on upper Door

i
dotted line = mall/object on lower floor

small, thin rectangle = door
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Waypdint
Rs you return to

the barrel control

room, you witness

Sasaki's unfor-

tunate end a

clams of a gr

There's no sauing

him, and the grunt

doesn't come aftei

you, but noiu

!

HUt -.t:]|||)ll|l*

the barrel contr

compound. Appro

OFFICIAL GAME GUIDE

PUTRiFICATIDN CENTER
DVERVIEW
3attling your may through the flecomposition Center mas

no easy feat, and although you face less direct combat

at the Purification Center, things start to become uery,

uery disturbing. Rs you nauigate this frightening

facility, you discouer that the Strogg are using GDF

marines mho didn't take to "Stroggification" as sources

of energy by puluenzmg them and then feeding their

grisly remains to a massiue, horrific creature you

encounter near the leuel's end. Vour ability to auoid

enuironmental hazards is put to the ultimate test here-

one false moue can mean instant death. Stay sharp.

1. Press the lomer-nght button to drop a

steel pallet.

2. Press the upper-left button to moue

the pallet to the room's far end.

3. Press the upper-right button to drop

a stack of barrels onto the pallet [it

takes a moment for the barrels to arnue].

H. Press the lomer-left button to moue the

stack of barrels tomard you.

Jump onto the control pan

and then turn to

your right and

jump onto the

control deck's

higher portion.

Then jump onto

the stack of

barrels and

across to the

eleuated malkmay.

Bl 1/mim h: I MllTtB i lU

walkway and enter

the red door you

I encounter. Kill the

grunt that crawls

l Ul d iliai i,

ien drop into the

shaft to exit the

leuel on a

conueyer belt.

ENEMIES ENCOUNTERED

Grunts

Gunners

Strogg marines

Tacticals

WEAPONS ACQUIRED

Hyperblasters

Machine guns

Railguns

Shotguns

UPGRADES ACQUIRED

AMMUNITION ACQUIRED

Batteries

Clips

Grenades

Lightning coils

Nails

Rockets

Shells

ITEMS ACOUIRED

Rrmor shards

Rrmor uest, large

Rrmor uest, small

Health pack, large

Health pack, small

ES.COM
M
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EXPLOSIVE BRRREL

UlflVPOINT

U1ERP0N A CONNECTION

CHAPTER 7
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solid line = uiall/object on upper floor

dotted line = wall/object on lower Door
small, thin rectangle = door

Vou begin at the start of a long, horrific network of

3lood-soaked conueyer belts. Auoid the brutal enuin

nental hazards, such as the mechanical buzzsaws, by

:arefully timing your forward and backpedal mouemen

Iis

you ride along. The conueyer belt maze is actually

ar less complicated than it appears—unless this

jalkthrough states otherwise, simply auoid the hazards;

ide the belts, and allow yourself to drop down onto the

ower belts you encounter in order to progress.
;

Keep your eyes peeled for goodies as you ride the

' belts. Refer to our maps to find their exact locations.: ..

Waypdint # 1

Step off the conueyer belt

here and collect a uanety

of pick-ups from the left

ledge. Return to the

conueyer belt afterward to

Waypdint #2
Jump to your right here

and land on the belt below.

Then turn left and drop

onto a lower belt to

proceed.

'AYPDINT #3
sre are two mechanical stabbers directly ahead of this

utside the doors that follow

Ithe pair of flamethrowers.

Tap BACKPEDAL as you

1
approach the second door

past the flamethrowers to

open it without mouing

ough, watch the

stabbers carefully, and

Ik, "

|j

then dash forward when

.

'"
- the time is right.

ff this drop in the conueyor belt.

Spy a broken railing to

your right and jump

through the opening to

land safely on the ledge

beyond. Turn to your right

and then jump onto the

nearby conueyer belt

that's mouing in the

^ opposite direction.

* This is the end of the conue
;

, marines attack your flanks

x- ahead. Don't fail off-jump

: left, nght.or straight

£. ahead to land on the

l surrounding ledge. Ouickly

':; defeat the Strogg marines

':, and then take a mome

3 catch your breath bef

| mouing on.

I^SIa .

PRIMAGAMES.COM <<< 1 23 >
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RMMUNITION •^ v* *< f
B

-.

HEALTH

U1RVP0INT

rS
l V HRMDR

=

center no your i iynt oa yuu muv^
|
^m .

through this door] throws its hooklike
\

appendage at you uiith tremendous force 8

uihen you moue through. To progress,

you must run to and hide behind each
|

'

support pillar in front of the monster in
{-~JJe

ENEMV SPHUIN

turn stopping to take couer behind

each one to auoid the monster's fast, |fc. EHPLOSIUE BARREL A CONNECTION

rhythmic attacks. Quickly make your way s '_ _ _ _ _ .._.. .._.. .._ _.. ..

around to the monster's right side,

where you find a control panel.

Chution
The monster throws

such force that it dest

pillar you hide behind. /J

you can still take couer behind a

destroyed pillar bu crouching.

J*fc«J

Control
Panel

•,.
:

ma UJro

UlCE
f-3E

*"LJ
LJ

a
IS)

1—
a:

o 3:

t
-!

Hctiuate the control panel t

toxins at the monster's heai

infuriates the creature, and it throw

its hook through a nearby window,

smashing it and creating a way forward.

Run and jump through the window

quickly-the monster is still aliue and

tries to attack you as you go.

solid line = mall/object on upper floor

i
dotted line = mall/object on lower floor i

small, thin rectangle = door i
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y ARMOR A CONNECTION

denotes item below or behind an object

7^->

.nattered glass and enter

this chamber's ground floor, head down the short

flight of stairs that follow. Crouch and then crawl

under the stairs to collect a large armor uest. Then

take the lift to reach the chamber's second floor,

where a small health pack is located. Head through

•.he east door to enter the hook-monster's chamber. .

on the second-floor balcony.

CONNECTION

solid line = wall/object on upper Door
' dotted line = wall/object on lower Door
small, thin rectangle door

Waypdint #B
Be uery careful

when entering the

second floor

balcony of the

hook-monster's

chamber—the '/? 1M
creature throws

its hook at you as

soon as you mm|

through th

Quickly run

through the doo

and hide behind the pillar directly ahead to auoid the

monster's first attack. Run to the next pillar ahead to

auoid its second attack, and then dart into the south

hall to moue out of the monster's range.

Waypdint #9
The monster can't har~

you once you're in the

south hail. At the control

panel hsre, activate th"

monster .s* mechanical

Jeetimg tube. Force -fe

the monster until its c

explode-.. This kills the

horrific creature, whose displaced stomach acids burn a

large hole through the floor beneath it Backtrack to

the ground floor of the hook-monster's chamber; drop

e hole to proceed.

•RIMAGAMES.COM
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f* \ tlVwaAMl i'i

JL m mmYPDINT #1D
r this large room and yjf

ill of the Strogg marines

you encounter along with

the gunner. Collect the many

pick-ups from the room

before heading to the

nearby exit point. To esca

the Putnfication Center,

into the large tunnel the floor.

\ste Processing
cility

ENEMV SPAWN

%\ HEALTH

RYPOINT

A CONNECTION

J WEAPON

solid line wall/object on upper floor

i dotted line mall/object on lower floi

;
small, thin rectangle = door

Fall so that you land on

the next floor below. [Oo.

fall to the hole's bottom-

doing so kills you.) After

landing on the floor below,

locate a pair of giant

intestines that haue burst

and are flapping about—
their acids haue burned

another hole in the floor. Drop

to reach a small room below; kill the lone tac

guards the room. Proceed toward the nex f

'ERVIEW
ing through the Putnfication Center was a fnght-

g, nerue-racking experience, but nauigating the

gg's UJaste Processing Facility in your effort to

regroup with the suruiuing GDF marines is downright

^"rrifying. Here, the gruesome remains of failed

ggification attempts that cannot be used as energy

ces are systematically discarded by giant

lanical grinders and processors. You face a highly

lengmg mix of enuironmental hazards and tough

Dat scenarios, and the fate of Lieutenant Uoss is at

last reuealed near the leuel's end.

ENEMIES ENCOUNTERED
rwppwp
I'l-iM-i-JHA

Cyber-U

Failed tra

Failed transfer torso

Grunts

Slimy transfer

Strogg marines

WEAPONS ACQUIRED

hyperoiasters

Machine guns

Shotguns

UPGRADES ACDUIRED

AMMUNITION ACQUIRED

Rocket homing mod [rocket launcher]

Battene
Clips

Grenades

Lightning coils

Nails

Rockets

ITEMS ACQUIRED

r shards

rmor uest, large

Armor uest, small

Health pack, large

Health pack, small
idHjUflil

PRIMAGAME
\m
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WALKTHRDUGH

Crution
The acid sprayers also leave a trail of toxic

chemicals. The chemicals dissipate after a few
seconds, but don't touch them.

BflLKTHflOUGH:

PHRT2

•',:

HHUNITION Q ENEMV SPAWN

^ HEALTH

UJHVPDINT

A CONNECTION

= denotes item beloui or behind an object

llll? »..

Hs soon as you exit the starting .

[Eagle Squad] tells you that all GDF sq

to regroup at the Ulaste Processing Fa

He then warns you that this facility has mobile acid

sprayers on the ceilings and that their acids can

quickly chew through your armor. Lanier then runs off,

and, right on cue, an acid sprayer begins slowly mouing

toward you. Dash into the tunnel to your right to proceed.

Waypdint # 1

H barrel tips ouer as you exit the tunnel, and a slimy

transfer crawls

out to attack you.

Drop the slimy

transfer quickly ^ .0
before it uomits

acid at you, and t

then proceed / iJjt "
i

into the next

tunnel ahead. , j

nOTB
Refer to the "Enemies" section of this guide for infor-

mation on slimy and failed transfers.

Vou encounter another slimy transfer and a failed

transfer shortly after you enter the second tunnel.

Failed transfers carry shotguns, which makes them

dangerous -at close range. Kill both enemies, then

continue toward the next waypoint.

This blood-spattered chamber fe

transfer torsos—some come from ..

"while' others emerge from the tunnel behind the tubes.

Slimy transfers also pop out of the puddles of murk on

the chamber floor. Kill each of these minor threats and

then head into the tunnel beyond the disposal tubes.

PRIMAGAME <<< 127
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Waypdint #3
Carefully auoid the mechanical slop

scoopers as you nauigate this frightening

area. Nothing attacks you at first, so cros_

to the room's far end; climb the ladder you

find there to reach an upper balcony on

your may to the next waypomt.

WAYPDINT #4
After climbir

the ladder t

reach this

balcon

of tact

pour out fr

the balcony'

side doors to

attack you. -=
More tacticals emerg

side doors as well. Ue

engage you on this balcony, then use objects

as couer while you pick off the tacticals on

the opposite balcony. After securing the

area, actiuate the nearby control panel to

extend a footbridge so you may reach the

opposite balcony and continue onward.

Waypdint #5
The steel walkway just ahead of this waypomt

crumbles as you cross it. You're subsequently

thrust into a fight against multiple slimy

transfers that attack from all directions.

It's tough to suruiue this ambush without

-- v- suffering any

• damage, but try

to defeat these

enemies before

they come clos

*r
,

enough to

spray much

acid on you.

Waypdint

e 'el

= = =
m sa«

»,* • -/

%

Broken
bridge

Ulatch out for

I

the exploding

barrel that

falls in front t

you as you exit

the tunnel here.

Defeat the slimy

and failed

transfers that

r me barrel explodes.

Duck into the tunnel to auoid the ouerhead

acid sprayer each time it makes a pass.

HEALTH

ARMOR Q ENEMY *™m A d

^denotes item below or behind an object

solid line = mall/object on upper floor

dotted line = mall/object on lower floor

small, thin rectangle = door

CONNECTION
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Objective: Deactivate Laser Grid
Waypdint #B

cha
WALKTHROUGH

You meet up with the only two other

suruiumg GDF marines here—

Technician Ruck and Medic Wong [both

of Cobra 5quad]. They can't pass

through the Strogg security laser

grid that's directly ahead, but they

think you can due to your recent

Stroggification experience.

Ruck also installs a new modification to

launcher—the rocket homing mod. Now you can hold

ZOOM/WERP SPECIAL and use your LOOK controls to guide

rockets you'ue fired. Vou can also fire three rockets in

quick succession by holding down RTTRCK.

Collect the nearby pick-ups and then pass through

the laser grid. Equip your rocket launcher before you

enter the door beyond—an extremely difficulty fight is

almost upon you.

Bass Fight: C

m [I

Waypdint #9

**&m

The fate of Lieute

enter this wide ch
him into a huge, cybernetic monstrosity.

you to run away, as he's no longer in col

actions and can't keep himself from a

There's no escape, howeuer— it's ti

tortured soul to rest.

E RHHUN.T.0N

V RRHOR

+ HERLTH

-^ MEDIC

{-} ENEMY SPRWN

WRYPOINT

A CONNECTION
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dark ma

n auoiding

The mom.

fight begi..-

pound Uoss with ' "N

rockets and

constantly circle-

strafe around him

to auoid his

attacks. Uoss's

ranged weaponry

includes uolleys o

tracking missiles,

a oowerful lightnu

gun [see the following list for strategy on auoiding

these attacks]. He also executes lethal melee attacl

you moue too close, so keep your distance at all tim

to negate these crushing blows.

Tracking Missiles: Uoss's most common attack. Stra

to auoid direct hits. Keep away from walls and jump

about to reduce splash damage.

Dark Matter Gun: Uoss's second most common attack,

which he uses more often as the fight wears on. Strafe

to one side to auoid his dark matter projectiles. Keeping

your distance giues you more time to dodge this attack.

Lightning Gun: Uoss's least common attack. Easily

auoided if you keep your distance and circle-strafe

throughout the fight.

Uoss's Life meter is displayed at your screen's top

center-he has both shields and health. You must

eliminate his shields [the gray, outside port.on of the

meter] in order to erode his health [the orange, inner

port.on of the meter). The fight ends when you inflict

enough damage to empty the health portion of Uoss

Life meter.

r> it*

V*

e stops

led cons

:harge his shields. Keep hitting h

rockets or other powerful weaponry to chop away at his

health, which Uoss cannot restore. IDhile Uoss

recharges his shields, he spawns multiple Strogg

marines and grunts to engage you.

Stop attacking Uoss and switch to a powerful rapid-fire

weapon [such as the hyperblaster or nailgun) each time

he spawns his underlings. Stay far away from Uoss and

let his minions chase after you. Defeat all of Uoss s

underlings before you resume battling him-his minions

mill swarm you and make the fight extremely difficult

unless you stop to kill them.

vL*~

At A

IBS

station, a new

eueal another

nal pick-ups for you

fight Each time he does so, he spawns additional

enemies to keep you off his back. Stay far away from

Uoss and quickly kill these enemies wheneuer he spawns

them Then continue to pepper Uoss with your rocket

launcher, grenade launcher, hyperblaster, or na.lgun as

you jump and circle-strafe to auoid his ranged attacks.

XYPCJINT # 1 O
The southwest door unlocks after you lay Uoss's soul

. - . <. i ._*....„„+ i.ufh tho mntrril oanel in

lo rest, liilci it. on" ni-w.

the small room beyond to deactiuate

sr grid and

id Cobra

Squad to join

you. This

completes the

"Deactiuate Laser

Grid" objectiue-

oceed to the

•;t waypoint.

PRIMAGAM
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ge the exploding barrel that comes rolling down the

airs as you. enter this stairwell, then help your

fellow marines kill the many tacticals on the landing

aboue: H few berserkers drop in to attack when you

reach the landing; on the next landing aboue, there are

seueral more tacticals who roll another exploding

barrel at you. Clear the stairwell of foes and proceed

through the exit door at the top to escape the ghastly

lllaste Processing Facility.

PRIMAGAMES.
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PERA AST HO
OVERVIEW
You'ue escaped the horrific Waste Processing Facility

,

Shotgun

and haue been taken back to the USS Hannibal for

medical care. Unfortunately, there's nothing the GDF
;; Uip BKt

medics can do for you-the Strogg implants are too

deeply rooted, and any attempt to remoue them would be
|

extremely hazardous to your health. Euery dark cloud

has a siluer lining, houieuer, as you soon discouer.

ENEMIES ENCOUNTERED

U1EHPDNS ACQUIRED

UPGRADES RCQU1R

HMMUNITION BCQU IH

ITEMSRCOUIRED

Clip extension mod [shotgun]

Objective: rep.p.r

UIHVPOINT

s»
***

... J' ST

k.r [jj^DJIV

fci^Jli iLfa

r\

H -i

After hours

they're unabl

; Stroggification. They clear you to return to actiue

duty, though. Sledge-mho has been promoted to the

I rank of Sergeant-accompanies you to Rhino Squad s

briefing room.



* ~ VI

[WAYPDINT # 1

I

Nearly euery GDF marine

you encounter on your way mm |

to the briefing room

located here takes a

hostile tone toward your

Strogghke appearance, but

|
no one starts a fight

thanks to your brooding

; escort, Sergeant Sledge. Rrnum
completes the "Report to Briefing" objectiue.

During the briefing, you learn that your Strogg

physiology might be the key to defeating the uile alien

race once and for all. The Nexus must still be destroyed

in order to cripple the Strogg, but no amount of EMP

bombs will get the job done—someone must trauel into

the Nexus Core and destroy the Nexus by force.

Getting into the Pj*~

anyone has euer

faced. Three

security stations

must be deacti-

uated in order to

access the Core.

Vour Strogg

physiology means

you're the only

human aliue u

can do the jo

DBJEI

Hi

CHAPTER V
WALKTHROUGH

Objective: Report td Drop
Pod Launch Bay
WAYPDINT #3
Vour final task is

to hightail it to

the Drop Pod

Launch Bay, which

is located here. T

open the door,

actiuate the

control panel neai

Rhodes and

Morns, then enter

your drop pod to

exit the leuel.

Data Stdrage
Terminal
DVERVIEW

Strogg antiaircraft fire destroys many of the GDF drop

lods as they fall toward Stroggos. R wayward drop pod

slams into yours and sends you spinning off course. Vou

crash into the Data Storage Terminal, crushing a few

Strogg on your way through. Fire and debris abounds in

this relatiuely short leuel—be sure to auoid enuiron-

mental hazards as you make your way through.

ENEMIES ENCOUNTERED

HHKTHROUGH:
P0BT2

WEAPONS HCOUIRED

Dark matt

UPGRADES RCCUIRED

RMHUNlTiON ACQUIRED

Batteries

Grenades

lightning coils

WAYPDINT #2
The Strogg initiate an assault on the US5 Hann

the briefing draws to a close. Head to the armory..3-

speak to Sergeant Swekel, who is located here. Swejkjj

hands you a shotgun he has upgraded with the clip-

extension mod. Vour shotgun now features a m.^93;

'or fast reloading and holds two extra rounds per' c+'ip

This completes the "Gear Up" objectiue.

i or west, large

•fliar uests, small
; Health packs, large

Health packs, small

<<< 1 35
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*?s S&
DUP

I solid line = wall/object on upper floor

dotted line = wall/object on louier floor

small, thin rectangle = door

You suruiue the crash landing and .

Technician Shockley [U.per Squad] after exiting your

ruined drop pod. Lieutenant Hollenbeck [Uiper Squad]

then radios in and orders you to regroup with him

farther in the facility. Proceed to the next uiaypoint.

WAYPDINT #1
Defeat the tacticals that engage you as you head to

this uiaypoint. Flaming wreckage blocks the north door,

so moue beneath the broken pipe that's shooting fire

ouerhead; then trauerse the network of pipes ahead to

reach an opening in the wall. This leads to the next

uiaypoint. [Shockley cannot follow you.)

12S

PRIMAGAM
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WALKTHROUGH

•

Control
Panel

AYPDI
After riding up a

lift and nauigatu

through more

wreckage, you

, / regroup with

I Lieutenant

I Hollenbeck hen
J
He orders you to

proceed to the

complex's

Distribution a'

and reactiuate the Strogg's Torso Storage Deuices

![TSDs], ujhich supply bioelectric energy to the facility

Tms mill allom you to open the facility's hangar doors

and help your fellom marines land safely. Head through

the north door to reach the next waypomt.

-

AYPDI NT #
Fire on the floor

E3HEM£WMjm

AMMUNITION

HEHLTH

ENEHV SPAWN

UIHVPOINT

CONNECTION

IWLKTHflOUGH:

PBRT2

e may formard. Use the

q repair bots fix the

damage and put

out the fire.

4 Retrace your— steps to the lift

you used earlier

(and return to the

lower floor.

IMABAME5.COM
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^^••••sStz W! «l

i AMMUNITION

U1ERPQN

\ ENEMY SPHIUN \ * :

UJRVPDINT

|
A CONNECTION

WAYPDINT &^_
Four Strogg repair

bots examine a

dark matter gun

[DMG] in the

center of this

chamber. Oestro

the repair bots

acquire the

aiuesome DMG.

Seueral tuaues c

Strogg marines

siuarm into the room from the north, soi

moment you acquire the DMG. Run to a

use three to four DMG shots to deft

Finish

flOTB
Check the "Weapons and

to learn all about the d

WAYPDINT #5
Technician Rutger and Pnuate First Class Mills [both of

Eagle Squad] join you in this chamber, saying Uiey\ie

been ordered to accompa

Distribution area. Collect

the surrounding pick-ups

and then use the nearby

control panel to call an
'rJ^Sfr-

eleuator. Step onto the %§-/*W ^—^
eleuator uiith your felloiu

marines; actiuate its contr

panel to exit the leuel.

E SECU
ERVIEW
enant Hollenbeck has ordered you to infiltrate L

Storage compound's Distribution area and

tiuate the Torso Storage Deuices in order to

ore power to the facility. This will allow you to ope

facility's hangar doors so that many more

idrons or GDF marines can land safely and help

ire the area. The trip through Data Storage

inty is a frightening one. Nothing attacks you until

turn on the power-then you face an arduous

backtracking journey to reach the exit eleuator. Neru

of steel and a quick trigger finger are your two best

assets down here.

ENEMIES ENC OUNTERED
MPPPP

iron

Tacticals

Tele dropper

WEAPONS ACQUIRED

iin Machine gun

Shotguns

lM^'M1ll-»l-l'»H1.»--^^^»g

UPGRADES ACOUIREO

AMMUNITION ACQUIRED

Rail penetration mod [railgun]

Batteries

Grenades

Lightning coils

Rockets

Slugs

ITEMS ACQUIRED

Rrmor shards

Armor uests, small

Health packs, small



Objective: Reactivate TSDs
IDflLKTHflOUGH:

PflRT3

AMMUNITION EXPLOSIVE BRRREL

&k ENEMY SPRUJN

HOTE
Refer to the "Enemies" section of this guide for

complete details on iron maidens.

As you ride down the eleuator,

installs an upgrade to your railgi

penetration mod. Vour railgun's slugs are now more

powerful and will rip through enemies, hitting ones

behind them.

After the eleuator stops, Rutger notices an odd object

on a nearby wall and says it giues him the creeps.

Formidable iron maidens emerge from these objects

after you

reactiuate the

TSDs; they harass

you as you

backtrack toward

the eleuator.

member the

locations of these

objects for future

reference.

this waypoint, so

collect the many

pick-ups you see

along the way.

Here, you

encounter your

first frightening

battle against an

lerges'from a sarcophag

all. Iron.meidens usually fi

quite powerful-use your lightning gun to stun this one

nd quickly defeat her. Rctiuate the nearby control

anel afterward to restore power to the facility and

omplete the "Reactiuate TSDs" objectiue.

PRIMAGAME
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Objective: Regroup

4i HERLTH

EXPLOSIVE BARREL

{-} ENEMV SPAWN

f UIRVPOINT

Lieutenant Hollenbeck congratulates you on reacti-

uating the TSDs. He then orders you to regroup with

him Backtrack to the eleuator you used to reach this

area The trip is a difficult one-you face numerous

enemies this time, many of which are iron maidens. Be on

your guard and try to ensure that your marine escorts

suruiue [especially Technician Rutger, who can restore

your armor].

WAYPDINT
Hn iron maiden emerges

from her sarcophagus

and attacks you when yi

backtrack through this

room. Fire at the

exploding barrel ne

sarcophagus to wea

her in the resulting

blast; then quickly finis your lightning

^__
Hi

—— ;—1

1

cc
COUJ

si
i

•-**
i

,.

—

*©iu.i-M

gun. Hctiuate the control panel near the east door

to open it and proceed.

WAYPDINT #3
The sarcophagus on this

room's north wall opens

you enter, but no iron

maiden pops out. Instead,

two shotgun-wielding

tacticals rush in from the

far door. Cut them down

quickly and then proceed

m ^p«mS

;":£•

WAYPDINT #4
far west room

dropper runs off

you approach, and an

iron maiden materializes

from the sarcophagus

behind you. Quickly kill the

iron maiden, then equip

your grenade launcher and

continue onward.

WAYP
The tele dropper you saw a

when you pass through this

grenades at the tele

tn nyickly defeat it

our lightning gi

gun and moue fa

into the room. An iron

maiden frees herself fro

the northeast sarcophagus

and attacks. Defeat her

and then moue on.

WAYPDINT #6
Vou battle a few more iron maidens and a couple of

tacticals on your way to the eleuator, but none of these

fights are too difficult. Two iron maidens ambush you in

the eleuator chamber, howeuer-equip your lightning gun

or nailgun before you pi

prepare yourself. Quick

defeat both enemies, then

use the eleuator to exit

the leuel. [Your escorts

remain in the eleuator

chamber to guard it.)



woli
WALKTHROUGH

Data Stdrage Terminal (Revisited)

OVERVIEW
Vour second trip through the Data Storage Terminal is

far more euentful than the first. Here you face a

uanety of enemies and a few tough combat scenarios as

you attempt to open the facility's hangar doors so the

GDF dropship Falcon J can land. Unfortunately, opening

the hangar doors raises the ire of the network

guardian-a massiue Strogg creature capable of

destroying just about anything.

IENEMIE5 ENCOUNTERED

Berserkers

Grunts

i

jjjj
Gunners

Light tanks
i nil Tacticals

[WEAPONS ACQUIRED

Hyperblaster

i iiii Machine guns

Railgun

Shotguns

lUPGRRDES ACQUIRED

Bounce shot mod

AMMUNITION ACQUIRED

Batteries

Clips

Grenades
Lightning coils

Nails

Shells

Slugs

ITEMS RCDU1RED

|
!!!! Rrmor uest, large

Armor uests, small

i

"" Health packs, large

Health packs, small

Objective: Open
Hangar Doors
Lieutenant Hollenbeck awaits you at the top of the

eleuator. Meeting him completes the "Regroup" objectiue

from the preuious leuel. He thanks you again for

restoring the facility's power and then orders you to

find a way to open its hangar doors so that future GDF

squadrons can land safely. Collect the nearby pick-ups

UmLKTHROUGH:
PRRT3
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blaster. Lieutenant Hollenbeck joins in the figl

machine gun, but he uion't follow you any farther into

the complex.

WAYPDINT #

: <
jay

Kill the gunner in

i room, then use

lift to reach

floor aboue.

% «fc

Pass through the door ahead of this waypoint. Hctiuate

the computer panel that pops out in front of you to

raise a bridge

across the

following chamber.

Cross the bridge

and head throug!

the door to yoi

Ileft, which is

marked "Hangar".

A CONNECTION

denotes item beloui or behind an object

Waypoint #4
Hctiuate the control panel inside the hangar chamber to

open the hangar's interior door and lower the large

eleuator in the chamber's center. Use the small lift to

r- — ^ =' the north to reach

• • • the lower floor

=»nd then proceed

hrough the south

oor. Use the lift

that follows to

reach the next

omt.



UIRVPOINT

CONNECTION

ENEMY SPAWN

+ HEALTH

denotes item beloui or behind an object

Waypdint #5
T,,,

o light tanks |

tack you as you

moue into this

chamber. Use your ;

iperblaster,

nlgun, or rocket

uncher to

quickly chop them

both down. There':

plenty of room to

oue in here and

lots or obstacles

to hide behind; take a

of agility and circle-strafe arounu uio

powerful melee attacks.

Use the Strogg Health Station behind the

central lift to heal up after the fight.

I r^^\>Bi

,ou .defeat both enemies, actiuate the control

panel in the room's center to call the lift; use it to

reach the cramped hangar door control room. Actiuate

the control panel in this room to open the exterior

hangar door, completing the "Open Hangar Doors"

objectiue.

Take the \\"

back down t

lower floor. Notic

the screen behin

you when you

turn around; *

flashes to i

fearsome e

the networ

guardian, w

soon wreak
' auoc on the I

ropship Falcon /...and who you euentually batt
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i A CONNECTION

=denotes item below or behind an object

YPDINT #6
.-oach Technician Hart

^adger Squad], mho stands

here on the hangar

chamber's second floor. He

hands you a hyperblaster

he has upgraded with the

bounce shot mod. Now your

hyperblaster shots mill !

rebound off malls and

objects, allowing you to shoot ar

Continue through the east door.



>r "VII

CHAPTER 1
WALKTHROUGH

UMLKTHROUGH:

PRHT3

RMMUNITION (~) ENEMY SPAWN

U1RVP0INT

+ HEALTH A CONNECTION

solid line = wall/object on upper floor

dotted line wall/object on lower floor

small, thin rectangle door

>Ef

pears after
callmq eleuator

etes the "Find

radios in and says you

must locate and disaoie tne security station at the top

of the Data Storage Terminal. Head east and pass

:

through the door that's marked "Roof-SS".

WAYPDINT #8
Collect the many pick-ups in this chamber, then actiuate

the nearby control panel to call the lift in the room's

center. It takes a while for the lift to arnue-numerous

tacticals attack
*"

wait. Help Rhode'

. kill them all, and

~ defeat the grunt

that arnues with

; the eleuator. Then

use the eleuator

to reach thi

:

tuaypoint,
'
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ENEMV SPRU1N

IDRVPDINT

CONNECTION

mm

GD

U Control
Panel

'

solid line = uiall/object on upper floor

i
dotted line = uiall/object on lower floor

small, thin rectangle = door

]1

4
'~*P~i

J

A

f

H~

-Au "i

jf

Waypdint #9
Vou arnue at the top of the Data

Storage tower, where a Strogg

dropship lands and deploys

seueral tacticals. Quickly defeat

them from range with your railgun.

One of the tacticals is armed with

a railgun as well, so be careful.

^
Objective:
Return td Tram Station

Waypdint # 1 O
Moue to this spot after eliminating the tacticals. flctiuate the

nearby control panel to disable the Data Storage tower's

security system. This completes the "Locate Security Station"

objectiue. Strauss radios in and congratulates you, then he

reach a tram station, which will

take you to the next tower. Rhodes

must remain at the top of the Data

Storage tower to guard it. Return

to the eleuator that brought you

to the tower's top; ride it down.

i\f~zJ



CHAPTER 7
WALKTHROUGH

now-functional

eleuator located

here and use it to

exit the leuel. This

i completes the

"Return to Tram

Station" objectiue

Tram
i Overview

The Tram Hub Station is a long, challenging leyel full of

1 enemies to kill and puzzles to solue. Vou must first help

I

the remnants of Scorpion Squad raise a bridge that

leads to the tram car area. From there, help Corporal

Cortez repair and align the tram car with the proper

rail so that you both may trauel to the next security

tower. Vou face an onslaught of ambushes and tough

combat situations as you go about these tasks.

; Fortunately, Cortez is Rhino Squad's sharpshooter; and

I i he's absolutely lethal with his machine gun
:

-

Batteries

Clips

Grenades

Lightning coils

Nails

Rackets

Shells

Sluns

Hrmor uest, small

Health packs, large

Health packs, small

IMAGAMES.COM <<< 14V
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- ~*.VllA I -HV i*-?j*ii*fS»*

Objective: Locate Tram

Waypdint # 1

Locked

The lights slow

you enter this I

berserkers rush toward
\

from the room's far end.

Defeat them both and then kill

Strogg marines that attack you.

light tank emerges from the room's far door.

Vou haue lots of room to outmaneuuer the

light tank. Defeat it and then collect the darl.

matter cores from the small southwest room

before moumg on toward the next waypoint.

—

r

o
*

D*.
1

>• LIftl

o" (Lift)

Objective:
RAISE THE BRIDGE

Waypoint
Vou meet up

unth Medic

Duncanson and

Technician

Hshworth [both

of Scorpion

Squad] here.

Help them defea

the few

tacticals in the

you must raise a bn

tram car. fl Strogg dropship then lands and

deploys seueral more tacticals— kill them al

Rpproach ,

-

flshworth after

clearing the

area of

tacticals. He

installs a new

upgrade to you

lightning gun-

the chain

lightning i

Vou can now d

if they're stam

the area for pick-ups and then follow your

new comrades into the next room.

er to reach

en lands and

AMMUNITION

^ HEALTH

(-_-) ENEMY SPRUIN

1 UIRVPDINT

A CONNECTION

AGAMES.C
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WALKTHROUGH

U1HVP0INT

> HERLTH A CONNECTION

WAYPDINT #3
Multiple tacticals ^^St __

backed by a

gunner attack you

from this room's

far end. Use your

railgun to quickly

defeat them all;

then equip your

.hyperblaster and

take the nearby

lift to the floor

aboue, where the

bridge controls are located. [Ouncanson and
"

remain here to guard your back.]

J£

mzum

?*%r>.

|B& *:.:»< ves

j berserk

rush at you

you step off

lift. Drop them

both with your

hyperblaster;

circle-strafe to

dodge their melee

attacks as ber"

you can.

AYPDINT

-n
•

<'4

£-
*

i bridge controls are locate

irby control panel to raise the bridge outside. This

npletes the "Raise the Bridge" objectiue. Return to

i lift and use it to regroup with Duncanson and

|; flshmdrth on the louier floor.

The two inform <—-"**»

you that you must

now secure tl-

outdoor bf

Exit thrtiuc

of the three doi

to return to the

outdoor.,BYea (us

the contrpTpanels

to open'the doors]

I I I
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&BF&1 gsgl^r ^iviB»ma;

ENEMV SPHUJN

UJRVPOiNT

A CONNECTION

WAYPDINT #6
fl lone Strogg marine attacks from the now-extended

bridge but the real threats here are the gunner and

gladiator that enter from the far doors. Starting with

the gladiator, nail each one with heauy weaponry until

you drop them both; the rocket launcher works well

from range. Vour comrades must remain at the bridge

site to keep it secure-proceed through the far door tc

reach the next waypomt.



CHAPTER 7
ALKTHRDUGH

H33BB
!!!m

AMMUNITION

HEALTH

EKPLDSIUE BARREL

G) ENEMV SPRUIN

WAY.
Take couer and use your rai

of tacticals that attack

from this large area's far

side. One of them carries a

railgun, so stay close to

couer. After you defeat

them, crawl along the

underground pipes and

steel beams to reach the

area's opposite side.

Don't miss the dark matter

the pipes.

V~. ~~pM

1
\xl\

Vft—M^U '

,

*•<

Objective: Align Tram Car
Waypoint #B
Vou meet up with ip^
Corporal Cortez

here. He says the

tram car must be

rotated in order

to set it on the

correct path

toward the next

tower. Follow

Cortez toward the

hub controls.

* ^ «* »

t4

Y-^J3tU»

UIRVPQINT

A CONNECTION

j below or behind an object

! solid line mall/object on upper Door
i dotted line = mall/object on lower Door
small, thin rectangle - door
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RMMUNITION

HEALTH

Control
Panel

A EKPLOSIUE BHHHEL

{"}} ENEMY SPAWN

UJAYPDINT

CONNECTION

=denotes item

below or behind

an object

pi

~^eM

fm

d up

^JO- ~

"

Waypdint #9
Battle is intense up to f

waypoint—you face multi

Strogg marines and

tacticals backed by a

gunner in the first room

and a light tank in the

second. You and Cortez

can defeat these enemies

without much trouble.

Here, you must actiuate a

footbridge across the shallow a- r -

Strogg marines and tacticals complicate this task as

'I they open fire from the area's far end; they are backed

while Cortez picks off the weakeir enemies. Help Cortez

kill the remaining infantry and then raise the bridge to

cross the gap.

i" ri

Waypdint # 1

The alignment controls for

the tram car are located

here. After you enter tf

room, actiuate the cont

ibI that lowers to

ate the tram car and

complete the "Align Trad

Car" objectiue. Cortez

informs you that the tram

rail is damaged, howeuer-y

tram car area.
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After repair
bois actiuated

Locked until

after amabushl

solid: line = wall/object on upper floor

dotted line = wall/object on lower Door
small, thin rectangle = door

MAGAMES. r <«
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[For waypoints 12-11, please refer to Map on pg. 153]

WAYPOINT #12
The tele dropper you'ue

seen running around this

area finally attacks when

you reach this waypomt.

Drill it with grenades until

it dies, then head through

the west door.

WAYPOINT #13
Use the control panel in

this room to actiuate the

room's machinery. Steel

pallets are processed and [

then slapped on a

conueyer belt that runs

through the room's south

mall, fluoid the machinery

as you head to the room's south door. Use the nearby

control panel to open the door; go through.

WAY

pallet when it passes by on the conueyer belt. The

pallet is euentually lifted upward on the area's central

eleuator Ride the pallet up and jump off on the eleoated

balcony. Enter the north door to collect a large health

pack and a large armor uest. Backtrack out and enter

the balcony's west door.

WAYPOINT #15
The repair bot f=

controls are

located here.

Hctiuate the |L

control panel to t

dispatch a pair of

Strogg repair

bots, who quickly

fix the broken

tram rail. This

completes the « ^_ie*
•

Me* ^
"Repair Tram Rail" ,-,»„!
objectiue. Backtrack out of the room, and use the lift to L

your right to return to the lower area. Then backtrack sia

> AMMUNITION

y[ RRMQR

4i HEALTH

EXPLOSIVE BARREL

> ENEMY SPAWN

A CONNECTION

= "solid line = wall/object on upper floor

i
dotted line = wall/object on loiuer floor

small, thin rectangle = door
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WALKTHROUGH

Waypdint #16
WALKTHROUGH.

PftflT 3

solid line wall/object on upper Floor

dotted line = wall/object on lower floor

all, thin rectangle = door
waits you on t

uplete the To
tional tram car. Hop

r" objectiue and exit
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Tram
PVERVI.
,. • n_.i „ „r fh Q chnrtoet IpupIs in the aame. You

must use your tram car's heauy machine gun to protect

your car from a uanety of threats as you trauel toward

the second security tower. Other tram cars that carry

tacticals speed after you, and Strogg hornets and

dropships also fly ouerhead to fire missiles and drop

bombs. Vou neuer leaue your tram car during this short

leuel-you simply protect it from enemies until you

reach the second tower.

Dropships

Hornets

Tacticals

Tram cars

WEHPON^jCOUIRED
B L ['I il-

1 UPGRADES ACQUIRED

-AMMUNITION ACQUIRED

fitEMJ :oum

Objective:
Protect Tram Car

FM

X

Dropships are the

biggest threat, as I

th

deal seuere

damage to your

car. They must

draw uery near in

mith their bombs,

howeuer, so

quickly destroy

each one before they

Dropships can't withstan

car's heauy machine gun

The tram rail teatures tnree separate rails. Vou ride

the middle one throughout this leuel. Your strategy is

simple: quickly defeat each enemy tram car and dropship

that approaches from behind to attack you.

Ignore the light hornets that occasionally zip past-

their gunfire hardly scratches your tram car, and

they're too fast to track.

Enemy tram cars are your secondary targets. They

approach from behind, usually come in pairs, and speed

along the rails to your left and right. These enemy cars

carry tacticals, and some of them are armed with

railguns. Don't try to kill the tacticals, howeuer-fire at

of their tram

cars, which

connect the cars

to the ouerhead

rails. Vou can

destroy each

enemy car in

short order in

this fashion.

Lortez yells at you when an enemy tram car is getting

too close and morns you which side it's approaching from.

Your heauy

machine gun neuer

runs out of ammo,

so open fire on

each threat the

moment you see ^
one approach from

behind. If an

enemy tram car • . .

manages td pull up

next to you, |_ /

quickly destroy it.

Otherwise, focus on destroying dropships and fire on

tram cars only when no dropsh.ps are about. Reaching

the end of the rail completes the leuel and satisfies the

"Protect Tram Car" objectiue.



CHAPTER 7
WALKTHROUGH

iData Processing Terminal
IDVERVIEW | I .

iThe tram ride has brought you to the entrance of the /\/
second security tower. Vou must nauigate this complex / Y i

to reach the tomer's top and disable its security /

system. Though you're on your own for the first half of 1

this leuel, Lance Corporal Sledge joins you shortly after

jou restore the facility's power. Vou'll certainly appre-

ciate his help—nearly euery room you enter is full of

powerful enemies that are backed by tacticals. Be on 1 r I

your guard, saue often, and bring out the big guns
|

'

when necessary. ijl
j

URLKTHROUGH:
PWT3

Objective: Prdceed td
the tdwer rddftdp

ENEMIES ENCOUNTERED

Gladiator

Gunner

Iron maidens

Light tank

Nexus protectors

Strogg marines

Tacticals

Tele dropper

WEAPONS ACQUIRED

Machine guns

Shotguns

UPGRADES ACQUIRED

I
AMMUNITION ACQUIRED

Batteries

Clips

Grenades

Lightning coils

Nails

Rockets

Shells

Slugs

ITEMS RCQUIRED
Armor shards

Brmor uest, large

Armor uests, small

Health packs, large

Health packs, small

AMMUNITION UIRVPOINT

A CONNECTION

! solid line = wall/object on upper floor

;
dotted line mall/object on lower Door
small, thin rectangle - door

Lieutenant Morris

radios in just as |-~

you and Cortez

reach the Data

Processing Tower.

Morns orders yo

to proceed to the

tower's top to

disable its

security system,

and he orders

Cortez to moue to

the Data Networking T

collect the surroundin

in the next room.

Objective: Return Pdwer
to the Processing Tower
Morns radios in again shortly after you call the

eleuator. He says the 5trogg haue shut do

facility's power

and orders you to _'..._..

restore it. He \7~?iJ
then saysj.ance

Corporal Sledge
,

will join you later

on but that- you'n

i yDur/owji for

w. Ridd up the

eleuator after it

arnues.
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Teleoorters,
:

'
i

. V"

r;

1 ^ HEALTH

Teleoorters,

SPAWN

YPOINT

A CONNECTION

v

•

at each teleporter to quickly destr

backpedal and begin to combat your foes.

Start by defeating the tacticals-the gladiator is

sioiu, and you can use the surrounding pillars to stay

out of his line of fire as you kill the uieaker enemies.

Defeat the gladiator after the tacticals and then

continue toward the next waypomt.

WAYPDINT #3
Ulait for a footbridge to extend in this chamber and

then cross it to reach the central control panel.

40?
15S

om's far end, then fire a

charged shot from your blaster to destroy the four

teleporters in the room. No enemies appear from the

teleporters at this time, but they mill on your may back

unless you destroy the deuices now. Equip your machine

gun and then continue through the west door.

WAYPDINT #2
A gladiator guards the far end of this long chamber, and

multiple tacticals

begin to spawn

from the two

teleporters at the

chamber's far end.

You don't haoe

time to charge up

shots with your .JMm * fr
blaster, so rush

J forward and blast

your machine gun

Processing Tower,

completing the

urn Power to

Processing

Tower" objectiue.

Nab the pick-ups

hidden behind the

control panel,

equip your

lightning gun, and

backtrack out of

the room.
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Teleoorters. irtersl Control

VRLKlfflOUGH:

PRRT3

:«*»r mk:;i;<

RMMUNITI

^ HEALTH

U1HVP0INT

A CONNECTION

you backtrack through this long chamber, th

pillar you encounter opens up, reuealing a sarco,

Rn iron maiden quickly materializes and then attacks. Kill

her with your lightning gun, then continue into the room.

The northernmost | -sjskx. WTEF7"
pillar opens up as

well, and a second \'^J

iron maiden

emerges from its

sarcophagus. To

ake matters

orse, a tele

ropper rushes

oward you and

egins to spawn
trogg marines.

uickly defeat the iron maiden with your lightning 'gun,,,.

•

Men use your grenade launcher to kill the tele di

ind its spawn.

Finally, a light

tank storms at

you from the

chamber's far end. ,

Pepper it with

your machine gun

or hyperblaster

-s you backpedal

nd strafe about

the room. Use the

room's thick

pillars as couer and keep your distance at all times.

Continue backtracking toward the eleuator after you

defeat the light tank.

WAYPDINT #5
Vou would haue faced numerous tacticals in this room

had you not destroyed its teleporters on your first

pass through. There's nothing to combat here now, so

continue backtracking toward the eleuator you used to

reach this area.

Objective: Activate
Elevator System
WAYPDINT "

Vou finally meet

with Sledge

who uses t\

central ele

He tells ^
you must ac,

a 'rieac-bu efeuato

system in or.der to - „/'

reach the tower's

top.Use tbV .

contravene I

behihtfSIMgfe to raise a Tootbridge

ahead; theft lead your squadmate thro

| j J i

1

*
<rC?y-x >

,Wl vas las

PRIMAGAMES.
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Wall slides away once
lift is actioated J

(HHD

Control
Panel

fi) ENEMY SPRUIN

. RRMOfl 1 WRYPOINT

, + HEHLTH A CONNECTION

'solid line = wall/object on upper floor

dotted line = uiall/object on lower floor

small, thin rectangle « door

Waypdint #7
Collect the many pick-ups in this room, then actiuate

the control panel in the west alcoue to call the eleuator

you seek. It takes a while for the eleuator to arnue;

seueral enemies ambush you in the meantime.

fitter calling -

the eleuator,

immediately equip

your machine gun

and run north—

a

portion of the

wall has slid

away to reueal

teleporter fr

which numerous tacticals be,

teleporter with machine gun fire, ,

with a few more blasts, and turn around.

Three fearsome Nexus protectors crawl out from the

pits near the central eleuator, one at a time. Keep your

distance and use your hyperblaster to help Sledge

defeat each one but don't let Sledge do too much of the

work as he can be killed. Wheneuer a Nexus protector

opens fire, strafe a-
to auoid serious

damage, fitter

defeating all three

enemies, nab more

pick-ups and then

use the central

eleuator to exit

the leuel. This

completes the

"fictiuate Eleuator

tern" objei

\ A

^l,l.?WP,,• ,

^2-
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Data Processing Security
DVERVIEW
Vou'ue managed to restore power to the Data

Processing Tower and haue used an express eleuator to

reach its higher floors. Now you must make your way to

Ithe tower's rooftop and disable its security system.

This task is complicated by a series of data nodes that

are out of alignment—you must correct them in order to

unlock certain doors and reach the roof. Naturally, you

face powerful Strogg forces as you attempt to reach

the tower's security controls—use the enuironment to

r aduantage and select your weapons wisely.

ENEMIES ENCOUNTERED

Berserker
1 Gladiators

Gunners
Heauy tanks

n maidens

ght tanks

Sentries

Tacticals

WEAPONS RCQUIREO

Hyperblasters

Machine guns

i iii;
Shotguns

[UPGRADES RCQUIREO

BJuNITIONflCOUIRED
Batteries

Clips

Dark matter cores

!! Lightning coils

Nails

ITEMS ACQUIRED

Objective:
Realign the Data Nodes

UJRLKTHROUGH:

PBRT3

solid line = mall/object on upper Door
dotted line = wall/object on lower floor

small, thin rectangle = door

jhen the eleuator comes to a stop. He

t realign the ouerhead data nodes on

this floor .in order to proceed to the security tower's

rooftop. Proceed to the first waypoint.

fft--Ht!.i»'J'l'

T)i

a beams emitted by the ouerhead

data npdps and look for areas where the nodes must
' reohphed.

AMES.COM
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"HP - 1

r /.

#
m

«£

*?

HEALTH

CH CHfl

WAYPDI
to

O-Ui
ocS
3CUJu

M«

ICO
UIDC

She ,1 nr

1 U1RVPQINT

A CONNECTION

. on maiden

emerges from the

sarcophagus on

the wall ahead of

this waypoint.

Help Sledge kill

her, then call the

nearby lift. HIIouj

Ige to board

lift uiith you,

use it to

ch the nex

point.

tfllfc,

ultra'

S"u

fl berserker and a few tacticals attack you as you

confront you head-on while the tacticals open fire from

the north. Defeat all of these enemies and collect the

nearby dark matter cores before proceeding.

PRIMABAM



Lacked until beam
is realigned

AMMUNITION

yf ENEMV SPRWN

1 UIHVPOINT

A CONNECTION

solid line = wall/object on upper floor

dotted line wall/object on lower floor

small, thin rectangle = door

Waypoint #3
As you enter this chamber, defeat the gunner and

numerous tacticals that attack you from the chamber's

higher portion The railgun works well here. Proceed to

this way'point after clearing the room. Use the nearby

control parrel to properly realign the data node on the

Ceiling 59. that the

.data beam is' fired

uard^the s

uth dppr {;

;.turE,J

ens,- the si

or and let

ntiniie tnu

2 ne><t way
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solid line = mall/object on upper floor

dotted line = uiell/object on lower floor

Ismail, thin rectangle = door

AMMUNITION

HEALTH

ntil beam
is realigned

^ ENEMV SPAWN

il
UIAYPQINT

CONNECTION

Sealed beam
alignment
mechanism

hgnment
wel

uel]
Control
Panel

gun, then actiuate

the control panel

near this uiaypomt.

This opens up

this chamber's

large central

portion, reuealing

seueral misaligned

data nodes. A

sarcophagus rise

from the center ol

•

WHfflPHIB

it and attacks. Zap her until she drops, then use the

north lift to reach the chamber's upper balcony.

the con

panel here t

realign the <

nodes so that ti

data beam is fire

toiuard the sealei

north door [as

pictured). This

unlocks the

and allows y

proceed. '

Follow these

1 Rotate the lower-left node twice.

E. Rotate the middle-left node three times.

3. Rotate the middle-right node once.

M. Rotate the top-middle node twice.



solid line mall/abject on upper floor

dotted line wall/abject on lower Door
small, thin rectangle = door

..j

AMMUNITION

ENEMY SPAWN i

UJRVPDINT >

CONNECTION

1 1

E

(Lift)

1 1

rm must be
red from

leuel

Bridge extends
from lowered

center platform

© £>

: ||

! |.

chamber's north door. Vou must combat seueral tacticals

as you moue along the curued corridor that encircles

the central platform; sentries periodically emerge from

the central platform as well. Defeat all of these foes and

make your may to the north corridor's end.

fl hght tank rides down the lift at the north

corridors end and attacks you. Backpedal and fire at

the light tank

•:.until you drop it, «»»
'

' en use the lift Bfewi
i whijcjrrt.arnued ^ jWUVjlJV-1

to reach the floor

.

: aboue.j-tSl^d

. north CDrr

guard yaii'r back
j



IprAKt: 4
ki rviA\

ENEMV SPRLUN

U1HVP0INT

CONNECTION

-

*^_

.

' _**

: .

I

JB3

YPQINT
HRW'bTtTiTbtTW1 iuB IT;II

I

d to this waypoint. Tujo iron maidens materialize from

east and west sarcophagi as you enter this

„omber. Defeat them both in turn and then actiuate the

control panel in the chamber's center. This lowers the

central platform-which you're standing on-and recon-

nects the data beam in the chamber below, completing

the "Realign the Data Nodes" objectiue. Equip your

rocket launcher, follow the data beam, and proceed

through the now-open north door.

PRI MAu fA



CHAPTE
THRDUG

WLKIfflOUGH:
ram

eleoorters

VI— "-7

/

A CONNECTION

; ENEMY SPAWN

denotes item below or behind an object

Waypdint #B
From this walkway,

fire a rocket at

each of the two

teleporters in this

chamber to

destroy them

before they spawn

any enemies.

Switch to your

lightning gun and

head farther into

the chamber.

Defeat the two iron maidens that emerge from the north

and south sarcophagi. After you kill the iron maidens, a

light tank enters the chamber from the east door. Keep

iyour distance and use your machine gun or hyper-

blaster to quickly cut it down.

armor ues

m. There are armor shards

auns near the west door as well.

Collect these pick-ups and join Sledge on the west

eleuator.
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HRMOR

U1ERP0N

1 UIRVPQINT

A CONNECTION

exciu:

launcher is another good choice.

.

! solid line = wall/object on upper floor

dotted line = mall/object on lower floor

small, thin rectangle = door

WAYPDINT # 1 D
Cougar Squad has been decimated-their gruesome

remains he strewn about this room. Ruoid the room s

machinery as you collect the multitude of pick-ups

here; then proceed through the east door.

I
"* ^^1

I1
*""X

c*^.

[Please refer to Map on pg. 169]

WAYPDINT #11
Two heauy tanks and a

gladiator ambush you the IB. '

moment you step onto the

tower'^'rooftop. Vou will

not get through this fight

unscathed. Vour hyper-

rt attacking th uy tank [on your

limnKiMiiutHi

gladiator and the heauy tank to the south. Ulhile you

battle your targeted foe, moue about the rooftop and

use the surrounding walls and objects as couer to



CHAPTER
WALKTHROUGH

e at the heauy tanks' right arms to increase you

ds of destroying their heauy tracking missiles the

<ment they fire them.

Dbjective:
Return to Tram Station

Waypdint #12
Moue to the control par

located here, and actio

it to disable the Data
.

•

Processing Tomer's

security system. This

the Tower Rooftop"

objective. Strauss radios

in and congratulates you.

k across the rooftop an

oor beloiu. Collect pick-u

floor and head to this uiaypoint. Step onto the nearby

exit the level.

^
PRIM AGAMES << 1 69
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I
"

.

DATA PRC 3SING TERMINAL (REVISITED)

OVERVIEW
Vour return trip through the Data Processing Terminal

is short and suieet. The monstrous network guardian

makes another frightening appearance as you ride down
j
None

the eleuator toward the tram station, but you don't

battle him quite yet. If you're low on health, grab the

two small health packs located near the second

eleuator after you finish your harrowing ride down the

first. Otherwise, there's little to do until you reach the

next tower.

ENEMIES ENCOUNTERED

UJERPONSflCOUIRED

UPGRADES ACQUIRED

AMMUNITION ACQUIRED

ITEMS ACQUIRED

Health packs, small

RAM STA

^4KS W

the eleuator toward the tram

station. He tries to attack you

through the eleuator's reinforced glass,

holds, and you suffer no damage.

Chution
The eleuator is

rocket launch

Heahzing his attacks aren't affecting you, the network

guardian grabs onto the eleuator, grossly exceeding

its weight allowance. The eleuator begins to
-'

monster. ..for now.

Vou soon crash in a

circular chamber near

another eleuator, none the

worse for wear. Cross the

chamber and collect the

pair of small health packs

near the locked door. Thi

use the chamber's centr

eleuator to continue mo

:

to the tram st

"y to the tram

lun toward the

faster and faster.

Still in a rage and ^
yearning to "m. - ^
pummel you, the ^v
network guardian

fee- >\l
begins to bash H^^'l
the eleuator's \vn m
reinforced glass

with his giant fist. "s^^

He shatters the -J^0L
glass right before V-~-«-__— ^»

7D >>> X^ PBIMAGAN



Data Networking
Terminal
Overview
The tram car brings you directly to the entrance of the

third and final security tower. The first half of this

ower—Data Networking Terminal— is a relatiuely short

uel that features seueral tricky combat scenarios,

ou encounter a tough fight in practically euery room

ou enter, so think ahead and saue your progress often,

estroying the teleporters in each room is the most

portant thing to do here—otherwise, hoards of

nemies will spawn in and ouerwhelm you. Rauen Squad

elps you through the first few rooms, but it's tough to

nsure their suruiual. Take aduantage of their assis-

tance while you can.

[ENEMIES ENCOUNTERED

Berserkers

Gladiator

Grunts

Gunners

Light tank

Sentries

Strogg marines

Tacticals

WEAPONS RCQUIRED

Machine guns

!!!! Hailguns

i ;;;;
Shotguns

UPGRflDE^COUIRErj

IRMMUNITIDN RCQUIRED

Batteries

Clips

Dark matter cores

Grenades
Lightning coils

Nails

Rockets

Shells

ITEMS RCQUIRED

!! Rrmor shards

Rrmor uest, large

Health packs, large

Health packs, small

bjective: wer Rooftop

SOP «
i

UM.KTHROUGH:

PHRT3

AMMUNITION

A CONNECTION

4^ HERLTH

Strauss radios in as your tram car stops at the Data

Networking Terminal entrance. He says you must reach

this tower's rooftop to

security system. This i

allow you to enter the

Core and destroy the Nexus.

Collect the many pick-ups in £? ^f* ~
the area (don't miss the

jdark matter cores*}: then

use the east eleuator to

reach the first waypoint.
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g

M|

TECHNICIAN

UJHVPDINT

A CONNECTION

1

solid line = mail/object on upper floor

J

dotted line = mall/object on lower floor
'

small, thin rectangle = door

Waypoint
Rauen Squad

finishes off a

small group of

Strogg marines

you enter this

large chamber. T

chamber's lights

then shut off, ai

two teleporters

become actiue,

one at either si

of the room. Two

sentries enter the chamber th

north mall as well. Let Rauen Squau ueo. >••.•• »•*

sentries and use your machine gun to quickly destroy

both teleporters before too many Strogg spawn in. Help

Rauen Squad secure the chamber and then continue to

the next waypoint.

use the Strogg

ber's center. Four walls slide away to reueal four

lorters, one at each corner of the room.

_diately equip your machine gun and fire at the

teleporters to destroy them. Help Rauen Squad defeat

the enemiesthat spawned in, then use the central

eleuator to proceed.
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WALKTHROUGH

UJRVPQINT

CONNECTION

ENEMY SPAWN

i
way
Equip your machine gu .

you ride up the eleuator to

reach this room, fl light

tank attacks you here, but "}• V^*Ai~ '

4s\
^nore him at first—Rauen <*& lkjt3t

quad keeps him busy.

Blast the room's teleporter ' jjjj
and then help Rauen Squad

finish off the light tank. Kill any Strogg marines that

spawned in and grab the room's large health pack.

Continue to the next tuaypoint.

Waypdint #4-
E

Tacticals spawn from tt
1

10 distant teleporters at

is dark chamber's far

d. Pepper each teleporter J
aiith machine gun fire and

defeat the tacticals from

range [one of them uiields

a railgun, so be careful]. R l^gprn y&jF'
gunner ambushes you from

an alcoue as you moue farther into the room—kin ,

grab the room's large armor uest and proceed.

J.Mw

WLKTHflOUGH:
PflHT3

from the right as you

enter this chamber. Ruoid

his first attack and fire

your machine gun at the

nearby teleporter. Quickly

"ackpedal into the l**-:*"'
reuious room and fire at

the aduancmg berserk

until you drop him.

Reenter the room and

run to its other teleporter.

Destroy it and quickly take

rouer behind the nearby

liar—seueral tacticals

ien fire at you from the

irth balcony, and a

adiator stomps into

jom from the north i

re a rocket at the tactic

adiator, then use your na

adiator. Take couer behind the pillar as necessary

til you secure the area.

I

IMABAMES.COM
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se refer to Map on pg. 173]

WAYPDINT

Objective: Proceed to
Tower Rooftop

more resistance

on your may to

this waypomt.

Wait for the

footbridge to

I

extend, then go

across it and into

the teleporter to

exit the leuel.

DATA NETWORKING
SECURITY
Overview
The enraged network guardian has damaged much of the

third and final security tower's higher floors, yet you

still must find a way to reach the tower's rooftop and

disable its security system. Fortunately, combat

scenarios here aren't nearly as difficult as the ones

you'ue ouercome on your journey here-the network

guardian's unfocused rage has killed many of the Strogg

forces. Use lighter weaponry and conserue ammunition
• ,i r .._..'!! nnnrl -ill tho CnarO 31711710

possible once you reach the top.

ENEMIES ENCOUNTERED

;
m Clips

Dark matter cor

Grenades

Lightning coils

Nails

Rockets
Shells

Slugs

HEME z ~
7 J

:

P. E

D

,»!» Armor shards

Hrmor uest, large

j !!!! Rrmor uest, small

Health packs, large

The network gu.

the tower. Rs so

stuff through the window, then turn left and jump up

the bent steel plate to proceed.

WAYPDINT W I

_ _ . ___._ r*_...«• >#*«« rhntnnn anr

arefullu proceed across. Defeat the gunner that

ambushes you

DINT #2
R berserker charges at you from this room's far end.

Ignore him, quickly turn right, and fire a rocket at tf-

nearby teleporter. mm _____

"""

Continue to auoid ^ _____
——:=""

__f

the berserker and

destroy the room's

far teleporter.

Then defeat th

berserker and

proceed.

ies
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Waypdint #3
The network guardian houers just outside this

curued corridor. He begins to attack you from n
you nauigate through the wreckage. Run through quickly

to auoid taking much damage. The far door doesn't o

all the may—crouch and crawl through.
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WAYPDINT

to proceed. Jump to your rig

i end and land on the ruined secti

he door.

WAYPDINT #5
When you enter

this room, fire at

the far explosiue

barrels to uieaken

or kill the two

tacticals that

engage you. Finish

them off if

necessary and

then continue

onward.

ffl

X
'///,

INT #6
i Two berserkers

| charge you when
,

| you enter this ! ^

i room. Immediately P

I fire at the yellow >

II explosiue barrel,

| then spray bullets

| at the berserkers

% to slow their

:i: aduancement. Keep \i±r~

| them pinned down |

l '

'_

""%

i: until the barrel

1 explodes and weakens them, then backpedal into the

; preuious room. Continue to pepper each berserker with

your machine gun until you drop them both.

- the berserkers. Both

of the room's

doors are sealed.

Crouch and enter

the crawlspace

under the floor to

proceed.

Wayp

is* ' W~*>~

il

e spits you out here. Jump onto the

lortions of the floor aboue to exit the crawlspace.

he north eleuator to proceed.
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RK GUARDIAN

Control
Panel

UIHVPOINT

A CONNECTION

Q ENEMY SPAWN

WAYPDINT #9
Hs you moue across the tower's rooftop, the network

guardian flies ouerhead and lands with tremendous

force at the central area. Equip your dark matter gun,

and follow the creature toward the roof's center as he

moues through the

air. Open fire with

your DMG the

moment he lands

to inflict heauy

damage; strafe to

auoid his ranged

attacks.

T)R
The network guardian is most uulnerable in the early

stages of this fight. Hit him hard with your DMG.

The network guardian has only a few initial attacks:

Rocket Uolleys: Most common attack, fired from

his right arm. Rockets are fast but haue no

tracking ability. Circle-strafe to auoid direct

hits. Jump and keep away from walls to reduce

splash damage.

Heauy Tracking Missile: Second most common

attack, fired from his left arm. Missile moues

slowly but tracks you and inflicts seuere damage

on impact. Blast radius is wide and powerful-can

hurl you through the air. Strafe as necessary to

dodge missiles as best you can. Do not jump-

impact aftershock can send you flying off

the roof!

PRIMAGAME
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this attack isn't too seuere, backpedal and strafe to

keep your distance. Continue to riddle him with your

machine gun as you do so. Another good way to auoid

him is to make a tight loop around the generator,

auoidmg his jetpack flames.

Chution

MUOHROUGH
PBRT3

age, the network

es to the air and adds a new attack: He

fires a powerful hyperblaster down at you from his left

arm. Keep your distance and continue to strafe about

as you combat the airborne network guardian. Use your

machine gun to ensure that you score hits— its projec-

tiles trauel faster than any other weapon's.

I

he network guardian euentually lands, crushing a

ortion of the arena. [Don't get caught underfoot!)

witch back to your DMG or rocket launcher and

ontmue to

mmer him from

ange. If you're

jured or low on

ammo, moue

toward the

arena's far end,

where the best

ick-ups are

Don't accidentally backpedal off the roof!

Rfter executing his jetpack attack, the network

guardian lands and fires a missile straight up into the

sky. The missile explodes high ouerhead. then seueral

smaller rockets s—
streak down

toward you. Keep

your eyes to the

sky and auoid this

powerful attack

as best you can

while you continue

to chop away at

the network

guardian's health.

Objective: Td the Core
Waypoint #1 D

Itir
There are rockets, clips, dark matter cores, and

several armor-restoring pick-ups at the arena's

far end.

Euentually, the

network guardian

begins to fly

about the roofto

at low altitude,

attempting to burn

you with the

flames that shoot

from his awesome
jetpack. Though

the damage from

1SS

twork guardian after you inflict

enough damage to empty his Health meter. Collect the

surrounding pick-ups' and approach this waypoint. Use

the nearby control panel to disable the third and final
*"L

mpletes the "Proceed to Tower

suss praises your efforts and

w-actiue teleporter to reach the

ack across the rooftop and use the

the floor below.

PRIMAQAMES.COM <<< 179
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HEHLTH

A CONNECTION

\
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Waypdint
The Nexus Core

teleporter is

located here. Rn

unfortunate GDF

marine tried usi

the teleporter

:
against Strauss

|
aduice, and his

1 gruesome remai

] lie strewn abou

\ the floor: Strau

assures you thi

your Strogglike physiology mil

into the Nexus Core safely. Enter the teleporter 10

1
complete the "To the Core" objectiue and exit the leuel

XUS CORE
Overview
The Nexus Core is the last true leuel of the game, and is

by far the most difficult. Vou must call upon euery

ounce of gameplay knowledge and experience you'ue

garnered up to this point in order to make it through

the Core and into the Nexus chamber, inhere the final

battle against the Makron occurs. Stay sharp and saue

your progress often-euery combat scenario is extremely

difficult from now on, and there are plenty of them.

eiepon

'er to
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[ENEMIES ENCOUNTERED

Berserkers
1

!!!! Gladiators

Grunts
1 mi _

Gunners

i iij-
Heauu tanks

Iron maidens

i lili
Light tanks

Sentries

i iiii Nexus protectors

Strogg marines
i

jjjj Tacticals

Tele dropper

HWERPONS ACQUIRED

Hyperblasters

Machine guns

Railguns

Shotguns

UPGRRDE5 RCQUIRED

AMMUNITION RCQUIRED

! i « Batteries

Clips

i !!!! Dark matter cores

Grenades
!! Lightning coils

i

iiji

!
a
"!

.

; Rockets

i • iiii Shells

ITEMS RCQUIRED

Rrmor shards
i !!!! Rrmor uest, large

Rrmor uests, small

Health packs, targe

Health packs, small

Objective: The

^mr'st'l 1

^[ RRMDR

^ HERLTH

Strauss radios in shortly after you appear inside tl

Nexus Core. He giues you your primary objectiue: Lo

and destroy the Nexus so that the Strogg can be defe

once and for all. Proceed to the first uiaypomt.

mammrsamamm



9UAKC PRIMA OFFICIAL GAME GUIDE

[Please refer to Map on pg.

Eueryth.ng is quiet until you r

door ahead slams shut and a ra.. au..-». —
emerges from the far end of the hall you just came

from Equip your grenade launcher the moment the

door slams shut, and lob grenades at the tactical to

kill him Tast.

fl light tank storms down the hall to attack-pop it with

grenades as well.

f / // / Switch to your
'Sys nailgun if the light

nk charges you;

It it until it

ops, backpedaling

to keep your

distance.

You surprise a Strogg marine as you enter t

Remain in the doorway and cut him down fast,

grenade launcher, head into the room, and look right-

two tact.cals and a light tank nde up a large eleuator.

. x ii „„ * n hit thp imht tank—the

splash damage kills the tacticals. Switch to your

machine gun and finish off the light tank after soft

him up with seueral grenades.

Step onto the eleuator and ai

begin mouing down. UJauer
_

through windows

to attack you as

you ride down.

Equip your

shotgun, run

around, and blast

each one as they

enter. Keep mouing

and reload

between waues.

More tacticals

the hall. Defeat them all

and then proceed to the

next waypoint.

Rctiuafce the control panel

near this waypoint to

disablethe security

system, and then proceed.
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=denotes item below or behind an o

Waypoint #4
~ L

e eleuator stops in a

rge room. H gladiator

ttacks you from the

oom's far end, and two

-on maidens materialize j ||1 i

rom the north and south L/ i

ides of the eleuator
|| au in

Ignore the distant

gladiator and use your lightning gun or hy

defeat each iron maiden in turn. Then switch to your

nailgun or rocket launcher and defeat the gladiator. Kill

the lone tactical that rushes in after you drop the

gladiator. Collect the many pick-ups in this room.

Objective: Find Elevator
Equip your grenade launcher and then open the roon

uiest door, fl tele dropper immediately ambushes you-

backpedal and lob grenades at it until it dies. Use U

you cross the room, you

receiue a new objectiue:

Find an eleuator that leads

deeper into the Core. Equip

your railgun and proceed

to the next uiaypomt.

Vou enter this circular chamber's lower portion.

Many tacticals spawn into the room from the central

teleporter, two at a time. Stand behind the stacked

and rail each

of tacticals

that warp in. If

I
you're fast,

they'll always be

lined up and you

can kill each pair

of tacticals in

one shot.

18
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Objective:
SCAN FAILED LDCKDDWN

WAYPDINT

Quickly defeat the two tacticals with your railgun an.

then kill the gladiator, fin iron maiden then smashes a

hole in the chamber's floor and attacks. Kill her with

your lightning gun and look down through the hole she

created You see seueral thick pipes below that lead

into a crawlspace-drop onto the pipes and enter the

crawlspace to proceed.

WAYPDINT ,,

Use the ladder you

find to climb out

of the crawlspace

and enter this

room. Collect the

room's pick-ups,

equip your

railgun, and then

continue toward

the next waypoint.

ujcCqS'

tS5x

]} The Makeon watche

-ito tins' chamber. A

eleuatdrv and its inspection finds you to be a threat. H

gladiator a ruJ two tacticals storm into the room, and the

ele,: arjg open. The chamber's doors seal shut,

howeuetva.nd the Makron.shuts off his monitor.

PftlMAGAM

WAYPOIN
c-"eral tactics

inner, and an

i maiden

ambush you as you

ir this area,

cpedal toward

the preuious room,

and use your

gun to kill the

it few tacticals

that chase you. ^f ___

Switch to your

lightning gun and defeat the iron

railgun to defeat the rest of the .

gunner. Head into the next room afterward, and use its

lift to reach the next waypoint.
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m •

i HERLTH

WRYPOINT

A CONNECTION

<f ^denotes item below or behind an object

control panel to disable

the Core's security system. %

This completes the "Scan

Failed—Lpckdoujn" objectiue.

Backtrack touiard the

eleuatbr chamber inhere

you fought the gladiator a '

short time ago.

i*2

iimvMmB'.toVMWtmm*™ PRIMAGAME
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unlocked the chamber's doors. Enter this hallway

instead of the crawlspace and pass through its now-

unlocked north door to return to the eleuator chamber.

Cross the chamber and use its northernmost door to

reach the next waypoint.

WAYPQINT #1 2
=^iThis long chamber is a

uirtual deathtrap.

Here you face seueral

powerful enemies that

~wn in two at a time

n the teleporters

either side of the

room. Break out the

big guns and

constantly run about

or you'll neuer

suruiue this assault. Circle around the chamber's

pillars to keep your enemies guessing and unable to

track you effectiuely.

Here's what you're up against:

Light tanks: Two spawn in. After you defeat one,

a third spawns in. Use your rocket launcher to

defeat each one in turn from range. If they

close in, use your nailgun.

Heauy tanks: Two spawn in after you kill all three

light tanks. After you defeat one heauy tank,

a third spawns in. Vou must keep mouing or their

heauy tracking missiles will deuastate you.

Circle the pillars and try to keep track of the

missiles they'ue fired. Kill the first two heauy

tanks with your DMG—you cannot afford to mess

around. Use your rocket launcher or nailgun to

kill the third.

Nexus protectors: Two spawn in after you kill all

three heauy tanks. Keep your distance from both

and pound them with grenades. After you kill one,

use lighter weaponry such as your machine gun

or hyperblaster to finish off the other.

There are plenty of pick-ups in the chamber—take

aduantage of them.

Nails and rockets are

the most plentiful
(

sources of ammo. Vou

also find seueral

small health packs at

the room's far en
'

Proceed through

east door after

clearing the cha

of enemies.

WLKTHROUGH:
PBRT3

.

t
denotes item below or behind an object
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sgmaat

(Locked)
Locked'

A CONNECTION

UJHVPOINT

solid line » wall/object on upper floor

, dotted line = mall/object on louier floor

small, thin rectangle = door

oca
LUCE

££
CTac

. ZC—>

OCT
3 1

at 4
_.>• \<OC—

CCI— •

WAYPaiNT
Vou must nauiga

a series of pipe

and beams in

order to pass

through this

chamber. Falling

means death, so

moue carefully e

decisiuely. Your

goal is to reach

i the highest

{<.-:- balcony, mhich

j features an unlocke

nearby ladder to re

entrance walkway.

TfR

pipes and

II to land on this

iuer balcony.

Ily jump

nto the louier

alcony's railing,

rom there, jump

o the set of

ipes that trauel

ipuiard.

There's a small armor vest on the lowest set of pipes.

Refer to the map for its location.

Tip
The repair bats occasionally pull out colorjui seem

of the outside wall. Vou can jump onto these and use

them as platforms.
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II*
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WALKTHROUGH

[For waypomts 15 and IB, please refer to Map on IBB] WAYPQINT #16

WAYPDINT #15 r^
Moue up the pipes

to reach an alcoue

in the mall. Enter

the alcoue and

climb the ladder

to reach a higher

balcony aboue.

=denotes item below or behind an A CONNECTION
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Waypdint
A small group of tact.cals ambush you as you head down

this long corridor. Most of them are armed with

ra.lguns, so take couer behind a crate. Use your own

ra.lgun to pick each one off and duck for couer after

each shot. Collect the many pick-ups in the hall as you

continue to the next waypomt.

Waypdint #1B
Climb down the utility ladder here to sneak under-

oround and collect a small armor uest. Return to the

ladder afterward and

chamber that follows.

fl gladiator, a light tank,

and a few tacticals armed

with railguns attack you

from the chamber's far

end. Keep your distance

and lure them all into one

or the chamber's side
^

halls. Unleash your DMG on

them and strafe out of the side hall to

Vou can wipe out this whole group of eneu...

well-timed DMG shots. Collect pick-ups from the rooms

far end. then pass through the east door, Act.uate the

control panel inside the door to exit the leuel.

THE NEXUS
OVERVIEW
This is it-you'ue breached the Nexus Core's defenses

and haue r.nally arr.ued at the chamber that houses

the Nexus .tself. Th.s .s the game's final leuel; here you

must battle the supreme leader or the Strogg-the

awesome Makron. There's no need to conserue

ammunition anymore: throw eueryth.ng you'ue got at

the Makron and then destroy the Nexus once and for

all. The Tate or all mankind rests in your hands.

Corporal Kane.

I ENEMIES ENCOUNTERED

Berserkers
1111

Gladiators

' „i,
Grunts

Gunners

i mi Iron maidens

Light tanks

Makron
Sentries

1

!!!! Strogg marines

Tacticals

WEAPONS ACQUIRED

UPGRADES ACQUIRED

AMMUNITION ACQUIRED

Battene

Clips

Dark matter cores

Grenades

Lightning coils

Nails

Rockets

Shells

Slugs

ITEMS ACQUIRED

Health pack, large

HeBlth packB, small

Objective: The Ne:

HB^BHH

A CONNECTION

HEALTH

solid line * wall/object on upper floor

i dotted line - uiafl/object on lower floor

small, thin rectafngle => door

i *

Grab al

this first i.

to need it. Collect the health packs

large armor uest as well, then equip

your dark matter gun and proceed

through the far door to enter the

Nexus Chamber.

PRIMABAMES.
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[Please refer

B
gjB

Hr jjlHn

you enter the Nex-

rn^-c^.h^-i- Mekron an, t . T.ght begms.

fls soon as the Makron emerges from the pit, fire

Keeo your o sidm-c um •.••. . —•
•

-

nulhfv h» cnpplmo melee blows. The Makron has a slew

of poiuerful ranged attacks:

TnolB Blaster: Most common attack, fired from

his left hand. Strafe back and forth to auo.d

while you return fire.

Dark Matter Gun: Second most common attack,

f,red from his right hand. C.rcle-strafe in on

direction to auoid as you return fire.

Dark Matter Beams: flare attack, fired from his

left hand Strafe to one side and jump ouer one

of the beams. C.rcle-strafe behind the Makron

and continue to punish him.

Stomp: The Makron leans backward on his hind

leqs and then slams the ground with his front

legs. Jump to auo.d the resulting shockwaue.

Huperblaster: flare attack, fired from his right

hand. C.rcle-strafe in one direction to dodge

as you return fire.

Dark Matter Grenades: flare attack, fired upward

from his left hand. Multiple dark matter grenades

then fall about the room and quickly detonate.

Ulatch them as they fall and moue away to reduce

: splash damage,

— 11 '/

s, nearly dead, after yo

irrraneinMaa

pillars then open up to reueal four energy nodes.

Streams of dark energy streak out from the nodes

strike the Makron and heal h.m. Heu.ued, the Makron s

. i ,* h.^ i.nnor tnrsn becomes

airborne. The second stage of the Tight begins.

*

Hi
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The Makron utilizes the same ranged attacks while

airborne, but he's faster and tougher to hit. Continue to

auoid his attacks as you drill him with your DMG.

When the fight's second stage begins, four teleport

appear, one in each corner of the chamber. Run into

one to teleport onto the upper balcony, where

several ammo pick-ups and two Strogg Health

Stations are located.

After you'ue

chopped away <-

most of the I x ..
It >\\ i

Makron s health, t-*-^
he begins to draw ^L y
energy from each

of the chamber's

four central

pillars and heals

himself. The

Makron cannot if *«

attack you while

he's healing, so switch to a .

.

the hyperblaster, stand still, an

quickly defeat him.

B

Moue away from

the chamber's
\

center after you

defeat the Makron

for the second i

time—the floor l

opens up again to

reueal a pit, and

the Nexus rises

into the room.

Strauss radios in

and tells you to destr

chance, fln impenetrabl- .

•he Nexus, preuentmg you from harming it

surrounds

/*<

Multiple enemies

begin to randomly

spawn in from the

chamber's

teleporters. Just

about any type of

enemy can spawn

in—tacticals, iron

maidens, and light -
|

tanks are some of HO
the most common, i

Immediately run to the nearest teleporter to reach the

upper balcony—you're an easy target on the ground floor.

Try to ignore the enemies that spawn. Kill them only if

they get in your way.

WLKTHROUGt
PHHT3

single rocket at the ceiling directly aboue the

to destroy its energy shield. Switch to your DMG

and strafe back and forth a bit as you wait for the

energy shield to shatter; then fire your DMG at the

Nexus itself. Quickly switch back to your rocket

launcher and continue to pound the Nexus until its

shield is restored—you don't haue enough time to hit it

with two DMG blasts. Repeat this process until you

achieue uictory.

C right after you fire a rocket at the

ceiling so the DMG can reload as you wait for the

shield to shatter

ter you destroy the

exus, your fellow sqi

mates radro in and

congratulate you on y

mcredtbje effort. Vou'

extracted shortly

afteruiafd and set to

. receiue-some well-

deserqej&Ftett, but it s

that y.ni?iudn't get the cha

you ar| eat HO. Looks like you're headed back to the

front; jSKWrel Kane.

PRIMAGAMES.COM



PRIMA OFFICIAL GAME GUIDE

MULTI PLAYER
multiplayer
Game Mddes
The Quake series practically defined online multiplayer

gaming, and Quake H carries on that tradition with fiue

killer multiplayer modes, each of which can be played

ouer a local area network [LRN] or broadband Internet

connection. Most of mhat you'ue learned in Quake H's

single-player mode still applies in multiplayer, so make

sure you'ue mastered the strategies and techniques

couered in the Basic Training section at the beginning

of this guide.

The biggest difference between single-player and

multiplayer is the gameplay speed. Vou moue much

faster in multiplayer than you do in single-player, and

you can fall farther distances without injury in multi-

player. The damage you take from falling is also scaled

KLiMJLi^aK

Hots
This also

multiplayer go

"Racket Jump in

for more information].

Also, the gauntlet replaces the blaster as your

default weapon in multiplayer. The gauntlet is a close-

quarters melee weapon that cuts opponents down to

size with a spinning buzzsaw. Few seasoned opponents

will let you get close enough to use it on them if they

know you're there, but pinning an opponent against a

wall and slicing them up will earn you the "Humiliation"

award [see "Multiplayer Awards," following].

Don't think of it as losing the blaster. Think of it as

gaining the gauntlet.

Vou also haue the machine gun in your possession at

the start of euery multiplayer game and wheneuer you

respawn after dying, so you'll always haue a ranged

weapon in your arsenal...unless you're careless with

your ammunition.

Setting Up Quake 4
Multiplayer

on setting up a multi-

n your Quake H instruction

dme" file on Disc I, but

here's a general oueruiew that should get you

started.

Start by selecting "Multiplayer" from the Mam
menu, and then choose "Settings." Enter your name

and your CD key, choose the data rate prouided by

your Internet connection, and then select the

player model you want to use.

If you want to join an existing game, select "Game

Browser" from the Multiplayer menu to see a list of

auailable games. Double-click a game to join it.

If you want to host a game seruer—which lets you

set all of the game options, from the maps you'll be

aying on to the time limit or each round—choose

eate Seruer" from the Multiplayer menu. Hosting

seruer requires a high upstream rate on your

broadband connection, which might not be an option

for all players. Define the options for the game you

want to set up and click "Create Seruer" to start

the game and allow other players to see and join it.

Multiplayer
RUJRRD

Assist [CTF/Arena CTF only]

Capture (CTF/Arena CTF only)

Combo Kill

Defense [CTF/Arena CTF only]

Excellent

Humiliation

Impressiue

Rampage

Awards
requirements

Help capture the flag by either

carrying it within 10 seconds of

scoring but not being the final carrier

or returning your team's flag, allowing

your team to score [within 10 seconds]

Capture the flag in CTF/Arena CTF

Hit a player with a rocket and then kill

them within three seconds with a

railgun shot; shots must be

consecutiue

Kill an enemy who's close to your flag,

or kill an enemy while you are close

to your flag

Score two kills in two seconds

Kill a player with the gauntlet

Score two railgun hits in two sect

Score three "gib" [one shot, one

uJ|u ilUu
l
1UMJ



CHAPTE..
MULTI PLAYER

MULXI PLAYER MEDALS
MEOHL REQUIREMENTS

Accuracy Ouerall weapon accuracy is 50 percent or better

Brainier Score the most gauntlet kills in the game; must be

more than three

Critical Failure Don't kill any other players

Frags Score 100 or more kills in a game

Lemming Suffer the most suicides in one game

Perfect Score the highest number of kills among players

who mere not killed during the game

flail Master Score BO percent of your kills mith the railgun

Hocket Sauce Score 80 percent of your kills uiith the rocket

launcher

Sniper Score 10 or more railgun hits and 90 percent

railgun accuracy or higher

Team Player Score the most damage but least kills

Game Mddes
There are fiue game modes in Quake H multiplayer:

Deathmatch, Team Oeathmatch, Tournament, Capture the

Flag, and Arena Capture the Flag.

Deathmatch
Deathmatch is the classic Quake multiplayer game mode.

The object is simple: Run around a map and blast other

players in an euery-man-for-himself free-for-all. The

player who reaches the frag limit first wins. Of course,

it's a lot tougher than it sounds, which is why you're

reading this guide right now.

Team Deathmatch
Like the name implies, Team Deathmatch is Deathmatch

with teams. Rs a member of the Marines or the Strogg,

it's your job to waste as many members of the opposing

team as it takes to hit the frag limit, without letting

them hit it first.

Chut?on
Some Team Deathmatch ser

"friendly fire. " If you're playing an one of

extra careful to auoid injuring or fraggi

teammates—which makes the rocket launcher much

less fun than it usually is.

Tournament
Tournament mode pits players one-on-one against each

other in a single elimination tournament. If you win, you

proceed to the next round and face the winner of

another bracket until you're the champion— or a

steaming pile of meat on the arena floor.

Capture the Flab
Capture the Flag is a much more team-dnuen multi-

player mode. Rs a member of the Marines or Strogg, you

must fight your way to the opposing team's base, take';

their flag [by running into it], carry it back to your,

base, and touch it to your own flag to earn a point. The'

first team to reach the capture limit wins.

» .'•¥<• N

nor*-:
Your team's flag must be in your base in order for you

to score. If you carry the opponents' flag back to your

base and your flag isn't there, you'd better send your

teammates out to get it back! In order to win, both

your flag and the enemy flag must be in your base.

Capture the Flag arenas are much larger than

Deathmatch arenas, but they're simpler than they look.

Each CTF arena is bilaterally symmetrical—one half of

the arena is exactly the same as the other half. So

when you're running toward the opponents' flag, it

should feel exactly as if you're running back to your

own base—except for, you know, the other team

shooting at you and stuff.

Uictory in CTF hinges upon your team's ability to

function as a single unit. You must balance your

manpower between raiding the opponents' base to get

their flag with defending your own turf and preuenting

the other team from doing the same to you. Generally

speaking, it's easier to play defense than it is to

succeed on offense, so commit more manpower to

seizing the opposing flag. Defending your flag is

important, but bringing back the opposing flag is what

scores points and wins the game.

Rnother reason not to leaue too many players back at

your flag is that players respawn near their flag when

they die-. So if your offense is unsuccessful, they'll

effectively become defenders as soon as they die.

Rlso, send your offense out as a group to maximize

their effectiveness. It's harder to take out three or four

raiders than it is to pick off mdiuidual players making a

rush for glory. But don't stay too close together, or a

few well-placed rockets will wipe you all out!

Arena Capture the Flag
flrena CTF is exactly the same as regular CTF, with the

addition of four power-ups in each team's half of the

arena. Only one player can hold each power-up at a time.

The power-ups remain in effect until that player dies, and

they do not respawn until the player carrying it dies.

Teams that intelligently assign power-ups to their

members! haue a huge aduantage in flrena CTF. For

instance, the Scout power-up is ideal Tor a player who's

making a'jun for [or with] the enemy flag, while the

Doubter and Guard power-ups are great for support

players Wnp must defend the flag carrier. Rnd for the

playeriwho's sticking near his team's flag and defending

it agamsjt enemy incursions, the Rmmo-Regen power-up

keepshJflf from hauing to leaue the flag undefended

while.he^&rches for ammunition.

Horn
tena CTF power-ups con be stacked on

.,. multiplayer power-ups, giving you both
:' abilities.

PRIMAGAMES
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_.._ DESCRIPTION

Increases rate of fire for all your weapons and slowly regenerates ammo

for all your weapons ouer time

Rll your attacks do double damage

Increases your armor to 200 when p.cked up and raises your max armor to

SI without decreasing ouer time; regenerates 15 health/sec when your

health is below 100 and 5 health/sec when it's ouer 100

Increases your speed and rate of fire but preuents you from using armor

ENVIRONMENTAL DBJECTS
Be aware of the following three objects, which appea

Chution
round teleporters unless you're planning

Other players can lob grenades through i

"telefrag" players near the destination



Weapon Spawn Points
Euery weapon in a

multiplexer map

appears at a

weapon spawn

point. When a

y£ meapon is picked

up by a player, it

takes a little while

Tor the meapon to

respawn. If you

li see an empty

meapon spawn point, you knom that the meapon mill

reappear there euentually and that another player has

been there recently and is armed mith the meapon.

multi player
Strategies
The folloming strategies are intended to complement the

"Basic Training" chapter at the beginning of this guide.

Learn them, use them, loue them.

Ten Killer Multiplayer
Strategies
This chapter goes into det

killer multiplayer strategies, bi

jump into multiplayer combat, here's the quick and

dirty lom-domn on the most important things to knom:

ID. Learn the maps: There's no point in becoming a

crack shot mith euery meapon in the game if you

don't knom mhere to find them on each map.

Before you can rise to the top of the rankings,

you must do your homemork on the maps you're

competing on.

9. Don't get tunnel uision: Staring straight ahead

in the direction that you're mouing is the best

may to get blasted into meaty chunks. Vou must

be able to look in one direction mhile mouing in

another and keep looking euery mhich may for

threats.

8. Keep mouing: This is a no-brainer. Mouing

targets are harder to hit. find if you're mouing

intelligently, you're also picking up all sorts of

weapons, ammo, and pomer-ups.

?. Master euery meapon: There are no lame

meapons in Quake H. There are only meapons you

hauen't mastered yet. Vou can't count on always

haumg your preferred firearm at the ready, so

make the most of mhat you'ue got. find yes, that

includes the gauntlet.

B. No, really— learn the maps: If you can't instantly

think of the shortest path to the quad damage of;

large armor uest from any spawning point on a ...

map, expect to be fragged repeatedly by euery

player who can. There's nothing like a home- fie 1$

aduantage, so make sure e\jer\> map you fight on/

is as familiar to you as the house you grew up in.

ULTI PLAYER

Hoard pomer-ups: If you see a weapon, pick-up,

or power-up, grab it. Euen if you don't plan on

using it, you'll keep your opponents from getting

it until it respamns.

Don't play aboue your hardware: In Quake H's

slomer-paced single-player mode, you might be

milling to sacrifice a little bit of performance for

pumped-up uisuals. But in multiplayer, do

mhateuer it takes to get rid of any choppmess,

euen if it means turning off all the graphical

bells and whistles.

Customize your control scheme: Vou can assign

any key or button to any function you mant, so

don't just settle for the default (w)® (d) GD
control scheme unless it really is the best one

for your play style. Experiment mith a wide

uariety of schemes and get comfortable mith one

that lets you execute the maximum number of

commands mith the minimum amount of mouement.

Ruoid predictability: It's good to run a circuit

around a map that lets you pick up the best

meapons and pomer-ups, but change it up euery

nom and again or your opponents mill figure it

out quickly. Likemise, don't just let a jump pad or

accelerator pad shoot you in a direction—use

the bit of control you haue in midair and steer

yourself to auoid turning yourself into a clay

pigeon.

Seriously, dude, you'ue got to learn the maps:

Get the point yet? Knom mhere the pomer-ups and

meapons are. Know where firefights tend to break

out. Know three different ways to get from any

location to any location on a map. Know. The. Maps.

IMAGAME5.COM <<< 197
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:nt

jacked "up"iuitVthe absolute latest and greatest

and chopp.ness if you try to run the game with all of it

display settings maxed out. That's a fatal mistake m

mult.player, where hau.ng the h.ghest poss.ble frame

rate is the key to uictory.

HOVE
"Frame rote" refers to the number of times per second

|

thot the screen ,s refreshed. If Quoke H seems choppy
|

or looks more like a slideshou, than o video gome, it

|

means that you're running it at a low frame rate.

Keeping the frame rate h.gh and the gameplay smooth

and respons.ue is the most basic thing you can do to

.mproue your chances of success in mult.player. The fr

rate determines how choppy the game looks and how fast

M ,g|y fast-paced game like Quake % a split second often

means the d.fference between triumph and a messy demise.

When you first play mult.player, turn all of your

d.splay settings down as far as the,-,, go an en

UDU UUL.C o ui up r— ,__ .

for chopp.ness is to simultaneously turn 180^degrees

while leaping off of a jump pad. Go back to the best

configuration that doesn't negat.uely impact the

performance and stick with it until you upgrade your

hardware. u .
,

This might mean that you'll be running Quake </ at

lower resolution or leuel of detail in mult.player than

you would in single-player, but that's not a big deal for

two reasons. First. Quake 1 is such a good-looking

game eoen on .ts lowest settings, that turning them

Sown won't rum the exper.ence for you. flnd second

mult.player 19 so fast that you won't haue time to stop

and admire the pretty textures on the walls.

CONFIGURE CONTROLS
I; After you opt.m.ze your d.splay i***!*****™^

the maximum number of keys uiiui m. .»«- --"""

mouement. The shorter the distance you haue to moue

your fingers, the faster your response time. In a game

where uictory is deeded by tenths and euen hundredths

of a. second, there's no such thing as too minor an

aduantage.

The first keys to set up are your mouement keys, as

these are the ones you use most often. The default (W)

[ft®® conf.gurat.on isn't terrible, but it doesn t

itaul you with many other keys to the left of them, and

that's a problem. You want to make sure that other

ruc.al commands-jump, crouch, reload, and so on-ere

n

select your fauonte weapons.

-elect commands bound to the

'moving your hand from the movement kegs-ar worse

get, gour mouse!

Consider mapping your mouement commands to fj fj)

0® or euen (r)® (§)© Both of these conf.gura-

SmT giue you much more flexibility when it comes to

assigning other commands and weapons to keys near

your mouement keys.
ollorM1

F.nally, if you'ue got a mult.button mouse, use eueru

last button on it. Commands like reload, crouch, and

moue forward are ideally su.ted for extra mouse

buttons.



MULTI PLAYER

The Sounds df Violence

Sound is an often ouerlooked aduantage in multi-

player games. Pay careful attention to it so that

you can anticipate nearby situations. If you're low

on health and armor, for instance, don't run toward

the sound of gunfire or explosions. If you catch the

distinctiue sound of an opponent picking up items

behind you, you know that they're right on your

tail, so be ready. IDas that the sound of some

luckless sucker respawnmg near you? Take him out

before he gets a chance to armor up! In some

cases, your ears can be just as important as your

eyes in Quake H multiplayer.

find here's a tip for the sound-conscious: Vou

don't produce footsteps when you walk instead of

run. Is sneaking around silently worth not mouing

quickly? Not always, but it can be especially useful

when you're trying to ambush an opponent.

VEMENT
Quake Ts single-player mode, you moued slowly,

refully, and methodically until enemies appeared. In

iltiplayer, that won't fly. Multiplayer is one giant

ttle, and he who hesitates is fragged.

Jonstant Motion
ith uery few exceptions, you must stay in constant

otion if you want to succeed at multiplayer. Euen if

au're guarding an area or staking out a patch of turf,

oue around that area. H mouing target is much harder

d hit than one that's standing still and asking for a

railgun slug right between the eyes.

Another reason to keep mouing is you don't want to

be standing still while your opponents are running

around picking up weapons, ammo, health, armor, and

power-ups. One of the worst things you can do in multi-

player is let yourself get outgunned, and that's exactly

what will happen if you're twiddling your thumbs while

your foes are gearing up for battle.

Face One Way, Run the Other
Another absolutely essential technique to master is the

ability to run in one direction while facing another,

because you can't expect your opponents to conue-

niently rush you from the front. It sounds easier than it

actually is, because you haue to switch between

mouement keys while using your mouse to change your

uiew. If you just hold down the Moue Forward key while

mouing the mouse, you will run in the direction you're

looking in.

For example, if you want to backpedal [keep running

in one direction while facing behind you], you must '

.

instantly switch from the Moue Forward key to the Moue,

Backward key while quickly mouing your mouse to look

180 degrees behind you. If you do it properly, you keep

mouing in the same direction you were mouing in ongi- ,

nally, but you can see if there's anyone behind you.
••'

Another technique to master is looking to the right

or left while running forward, which is similar to

backpedalmg. To look right, switch from the Moue

Forward to the Moue Left key while mouing your uiew 90

degrees to the right. To look left, switch from the Moue

Forward to the Moue Right key while mouing your uiew

90 degrees to the left.

;
There are certain areas where enemies are mare likely

to appear, including blind corners, the ends of hallways,

|
doorways, ledges, the tops of ramps, and the areas

|
aboue jump pads and beyond acceleration pads.

|
Constantly scan far these areas and be ready to get

|
the drop on anyone who appears in them.

These are absolutely fundamental techniques that you

should constantly incorporate into your gameplay. Vou

shouldn't run in one direction for more than two or

three seconds without backpedalmg or side-strafing,

looking around you for threatening enemies— or, if

you're lucky, easy pickings.

Know Where You're Going
Hauing stressed the importance of constantly mouing,

we must also mention that running frantically and

blindly isn't going to do you any fauors. Know exactly

where you're going and why. Vou must control the map.

Controlling the map means that you are always

running toward something you need, whether that's

armor, health, a powerful weapon, or a power-up. Vou

want to grab these things to use them on your

opponents, and you want to make sure that they don't

pick them up and use them against you.

In order to effectiuely control the map, you must know

it inside and out. Know where all of the best pick-ups

are, and know multiple pathways to each of them from any

location on the map. There's no easy way to do this. Vou

just haue to play each map ouer and ouer until euery

detail of it is etched into your brain. Some players know

their loued ones' birthdays better than they know their

multiplayer maps, we call these players "losers."

jump Pads and
Accelerator Pads
As mentioned preuiously, jump pads send you flying

uertically, while accelerator pads fire you horizontally

at high speeds. Both are great for mouing quickly, but

you can't just ride them out if you want to suruiue and

succeed. Control your motion in the air to keep yourself

from traveling in a predictable arc and getting blasted

-tiy an opponent who was just waiting for someone to use

the pa,d

Alsq/.when you're in the air, look around in all direc-

tions. This keeps others from making an easy kill of you

and lets you get the drop on unwary foes who weren't

expecting someone to come up on them so quickly.

IMAGAMES.COM
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Health Pick-Ups
PICK-UP NHME HEALTH POINTS

_

.T Health shard 5

Small health pack 25

Large health pack 50

Mega health 100

«§r

+

1*
RMOR

rmor in multiplayer works the same way it does in

ingle-player. It's an additional layer of protection

gainst mortal wounds. Damage suffered is subtracted

irst from armor, and then from health, once your armor

completely depleted. Vour maximum armor ualue is

00, but it drops by one point per second until it

aches 100.

or Pick-Ups
NAME

Armor shard

ARMOR POINTS

Small armor uest

Large armor uest

DWER-UPS
addition to the four Arena Capture the Flag power-

ps (which only appear in Arena CTF games], there are

also four additional power-ups that grant potentially

game-winning abilities to whoeuer grabs them. Each

power-up lasts for 30 seconds or until the player is

fragged, whicheuer comes first. But seriously, if you

snag a power-up and get fragged before it expires, we
don't want to be seen hanging around with you.

HOTB
The following power-ups con be stocked on top of

Rrena CTF power-ups, giumg you both power-ups'

abilities.

APTER B
MULTI PLAYER

Power-ups
poweh-up name effect

f
Haste Increases rate of fire and

mouement speed

Inuisibihty Makes you nearly muisible to

other players

Ouad damage Multiplies the damage from your

attacks by four

Regeneration Regenerates 15 health/sec when you

are under 100 health or 5

health/sec when you are ouer 100,

up to a maximum of 200

^Pi
>

[

iw

1

Weapons and Ammo
To be an imposing force in multiplayer, you must master

euery single weapon on the map, euen the ones you don't

like. The reason you don't like those weapons is because

you hauen't bothered to learn how to use them effec-

tiuely. There are no useless weapons in Quake H.

Also, be creatiue with your weapon use and find

alternate applications for them. For instance, did you

know that you can lob grenades through teleporters

and potentially frag someone on the other side? Old you

consider that you can use grenades and rockets to

knock opponents into bottomless pits or off the map's

edge for a quick frag? And haue you fully explored the

reckless thrill of rocket jumping? [See the "Rocket

Jumping" sidebar.) If not, you need to sit under the

ing tree for a little while longer, grasshopper.

Rocket Jumping

Rocket jumping is an alternatiue use f

launcher that sends you leaping high i

for pick-ups and ledges that would normally be out

of reach. And all it costs you is a little health or

armor [okay, a lot of health or armor]. But if a

rocket jump will launch you up to a perfect sniping

post or a mega health, don't you think it's worth

it? No pain, no gain!

Here's how to rocket jump: lllhile running, look

down at your feet and jump. At the peak of your

jump, fire a rocket directly below you and ride the

shockwaue high into the air. Ulhen you land, find

some health and armor— fast!

ABAMES.COM
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fa don't just hold The machine gun and gauntlet are less thanjdBB^but

for dodging; they turn Know wnen tne mc^ *""«• - —]Ut-

to be fired and can jump or change direction. Holding

down the Fire button with a slow weapon also practi-

cally guarantees that you won't haue a shot at the

ready when your reticle is lined up perfectly with an

enemy. Ideally, you want to line-up a great shot with a

slow-f.r.ng weapon that does a lot of damage and then

follow up with a fast-firing weapon if necessary.

Trick #/: Go after players mho haue just killed

other players. Odds are, they suffered some damage in

| the battle and might be running low on ammo.

lllhen fighting enemies in open areas, use area-effect

weapons that do splash damage, like the rocket

launcher and grenade launcher. Their blast radius is

also why you neuer want to use them in confined
^

MllkUU -+--!

play throw a little chaos into the mix by dropping

rocket or grenade into open areas below you. Ulho

knows? Vou might just frag someone.

The railgun is great for wasting distant opponents,
... r. .*. ik..hmlii uhatpuer

makes .t generally unsuitable for up-close work, find no

complaining about how difficult it is to hit a distant

target with the railgun-practice!

The hyperblaster is exactly the opposite: great for

mid- to close-range combat but bad for long-range

. .__» i -t ..^oniin hit thpir taroets.

lllhen you're up close and personal, nothing beats a

shotgun at uery close range, but its lethality

decreases quickly with range. The nailgun and hyper-

blaster are better suited to mid-range combat.

.2; If you see two or more opponents

battling it out, fire a few rockets or grenades at them

to waste them both and pick up two frags for the price

of one!

lethal weapon once you'ue picked up quad damag

MULTIPLAYER MAPS
The following section contains top-down utews of all V\

mult.player maps in Quake % with euery weapon, power-

up and pick-up labeled on each. These are enough to

get you started, but hauing these maps alone won't

make you a mult.p'ayer expert, lllhen you're in the thick

of battle, you won't haue time to consult this guide to

find out where you are on the map.

Use these maps as a resource to locate the items

that complement your unique play style and become

familiar with the multiple ways to reach each of them.

Success in mult.player is a matter of practice. Expect

to qet your head handed to you the first few times you

play on a new map; it's all part of the learning process.

Create circuits around the maps that take you past

euery power-up, euery health and armor pick-up, and

the weapons that you're best at using. Run those

j «. r,„r,+ o nc nnn nn rpenuiooino

yourself after each skirmish.

Vou must also be able to think on your feet and

change your circuit so it doesn't become too

predictable. If an opponent is running the same path as

you but he's seueral steps ahead, change your path or

..mi *ir»r nimriithinn

Hs you oeueiop yum smiio °m" •»«.- —- - r~''

climb to the top of the rankings. There's no substitute

for experience/so get in there and get fragging!

the item is behind or below an object.

UAKE A MULTIPLAYER MAPS
MRP NAME OM/TJflMJM_-IOJ^NE^ rjF/RREJ!R_CTF_

Bloodwork res

Death before No

Dishonor

The Fragging Yard Yes

The Fragging No

Yard lul

Heartless No

The Longest Day Yes

The Lost Fleet Yes

No Doctors Yes

Ouer the Edge Yes

Relatiuity No

The Rose Yes

Sandstorm Yes

Speed Trap No

Kaero Grauity Yes

No Yes

Yes No

Yes No

Yes No

Yes No

No Yes

No No

No No

No Yes

Yes Yes



MULTI PLAYER MAP LEGEND
ICON ITEM NOTES ICON ITEM

CHAPTER B
ULTIPLAYER

CTF Rrena only Lightning Gun

Armor shard Lightning Coils

Small armor uest - • £ • Clips

Large armor uest -

CTF Arena only l Nails

Dark matter gun Regeneration

Dark matter core -

CTF/CTF Arena only

Grenade launcher

Grenades

Health shard

Small health pack

Large health pack -

Mega health

Hyperblaster

If a pair of teleporters haue the same

number, entering one sends you to

the other

Teleport location A one-way teleporter sends you to the

teleport location with the same number

Inuisibility

CTF Arena only

Quad damage

PRIMAGAME5.COM
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Death before Dishonor is a fas

bounce from the lower leuel to th.

rocket jumping to reach the three uertical pillars on either side of the map? Euen the most feruent anticancer will

haue to admit that the small ledge near the pillars with the large health pack and ra.lgun slugs makes a uery

tempting sniping post.
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The Ldngest Day

• •

CHAPTER
1ULTIPLAYER

d
-

-

o» © ©«

Oeathmatch on

that amateurs

I. Ulith uery feiu p.

launcher and the railgun, but euen the machine gun and shotgun are lethal weapons

when you factor a quad damage into the mix. Don't take your eye off of the

cluster of jump pads in the leuel's center, either, because eueryone has to go

through it sometime, and that means targets aplenty.
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s introduction to all of the features of your typical

teleporters. It's also one of the easier maps to

memorize and control, especially after you learn all of the mays to moue from the lower leuel to the upper leuel.
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Expect to di

a platform k

will almost c

break for any of the many valuable and powerful items in this tiny map exposes you to

railgun and rocket fire. The plethora of health seems like it would make it tough to

get fragged, until you realize that the near-complete absence of armor [except \
for the large armor uest in the map's dead center] makes it hard to strap on

that extra layer of protection you'ue come to count oh. This one's ail about

reflexes, and it's a great map to hone them on.
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LTIPLAYER CONSOLE
r*nMMANDS
jTst as m s,ngle- P laVer. there ™£W*£™%?'
commands that you can anter m orderjo ^noe «»

settings of the current game. Press |f2Mffl4_

•SiSJar.^n.chp. B ,UVe„. etc.)V« not lor,

in multiplexer.

Onlu the server host can enter console commands
Ulliy lug "•

_i. _„*«. normiccinn to

e 7r c mmnnds [see rcon, neLseruerflen-oteCohse/e-

Pessaord, ond netchentHemteConsoWassword).

POTB
Commend ,or,co,es -»»£<-"• hrnc**£-*J
I'Tjoi

Vou con s

upressBfy^ter 'n9 the ^,/OU"n9COmm0nd °tt 'ie
I Lp°«"«"- rf Pfl/Mfl hi the console ond /eoue

commond conso/e: com.allouiConsaleL brockets out.

MULTIPLE
COMMAND

gmapcycle

password <Pfl5SU)0RD>

guiconfigSeruerRate <X>

net.seruertooU^solaWrd •m55M0> * *"""^~* COnS°'e^"^

EFFECT _
Sets the seruer's map cycling scnpt; defaults to mapcycle.scnptcfg

[0

Sets the password for the seruer

. „„„ rato f"«"i. refor to the following "Maximum Seruer Upstream
g ,

Sets the seruer's maximum upstream rate I X J,
reier ui u« a *

Rates" table for the ualues that correspond to the rates
^

„,hen olau.no as a Cent, sets the password to send to the seruer when attemptmg to issue a

rcon <COMMRND>

seruerlnfo

seruerMapRestart

seruerNextMap

si allowHitScanTint <X>

KT?riE*I'i!JElu
hen playing as a [nonhost] client; the host must haue g.uen

the client permission to input commanos uia

order for this to work

Show seruer info

Restarts the game currently in progress

Immediately starts a new game on the next map in sequence

table for ualues for "X"

si autobalance <X>

si captureLimit <X>

si countdown <X>

.-stfragLtmit <X>

si gameType <TVPE>

si map <MRP NRME>

<MRP NRME>;<MRP NRME>

round if necessary

The number of flag captures [T] needed to win a CTF or Arena CTF match

Sets the pregame countdown ("X"] in seconds

Sets the number of kills [T] a player must earn to win the round

Sets the type of game [DM, Team DM. CTF, flrena CTF or Tourney]

Sets the multiplayer

read si

filenames

(re'ferto the following "Multiplayer Map Filenames

Hed by a semicolon [for example:

PRIMAGAMES.COM



COMMAND

SLmaxPlayers <X>

SLminPlayers <X>

si name <NflME>

si_pure <X>

si.shuffle <X>

si.spectators <X>

si.teamOamage <K>

SLtimeLmit <X>

SLtourneyLimit <X>

si.usePass <X>

EFFECT

Sets the maximum number of players ("X"] allouied on the seruer at once

Sets the minimum number of players ["X") needed before a match mill start [only when uiarmup is enabled]

Sets the seruer name

Allow only players with unmodified data files [X=l] to join, or allow all players to join regardless of the

state of their data files [X=0]

Enables [X=l] or disables [X=0] shuffling the teams after each round

Allows players to spectate [X=l] or forces all players to play [X=0]

Enables [X=l] or disables [X=0] "friendly fire" damage in team games

Sets the round's time limit ("X"] in minutes; use for no time limit

Sets the number of times ["X"] a tournament will use the same map before changing the map

Require [X=l] or do not require (X=0] players to enter the correct password to connect (see

g password]

COMMAND

sLuseReady <X>

si warmup <X>

si weaponStay <X>

spawnSeruer

su_punkbuster <X>

wnteSeruerConfig <NAME>

EFFECT -

Require [X=l] or do not require [X=0] players to select "Ready" before starting a match

Enable (X=l] or disable (X=0) pregame warm-ups

If enabled [X=l], players cannot pick up weapons if they haue them already and can only get ammo

from ammo packs; disable this option by setting X to 0.

Spawns a multiplayer seruer with all of the current uanables

Enables (X=l) or disables [X=0] PunkBuster on the seruer

writes the current seruer configuration to a file

Maximum Server Upstream Rates (see gui_cdnfibServerRate)
UALUE UPSTREflM HRTE

''

LAN speeds

RAIL GUN TINTING (SEE SI ALLOW HIT SCANTl NT)

No tinting allowed

Player color tinting allowed in DM but no tinting in team games

y

Player color tinting allowed in DM and team color tinting allowed in team games

PRIMAGAMES.COM
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MMAND CDI
CHEATS

Bringing Up the
Console
Press (ctrTl+fAiri+rn to bring up the command console

window in single-player mode. From the console, you can

enter a uanety of cheats and commands th at dramati-

cally change your Quake H experience. Use [Pg Up| and

[pg pn
]
to scroll up and down the list of command strings

and results that appear in the console. Press Q again

to hide the console.

For ease of use, you can set the console to open by

pressing Q- To turn this setting on, enter the

following command at the console: cam_alloiuConsole I

OOTB
Bringing up the console does not pause the action in

single-player mode.

Cheats
Cheat Commands
COMMAND EFFECT

Giue all dues you all weapons with full ammo and giues you

full health and armor

Giue ammo Giues all your weapons full ammo

Giue armor Giues you full armor

Giue health Giues you full health

God Inumcibility

Noclip Allows you to moue through physical

nors

Level Skip
Enter the command deumap game/fmap name] at the

console to instantly skip to that leuel.

Level-Skip Commands
COMMRND LEUEL

airdefensel.map flir Defense Bunker

airdefenseE.map Air Defense Trenches

Duilding_b.map Perimeter Defense Station

conuoyl.map Canyon

conuoy2.map Aqueducts

conuoy2b.map Aqueducts Annex

coreLmap Nexus Core

core2.map The Nexus

dispersal.map Dispersal Facility

hangarl.map Hangar Perimeter

hangar2.map Interior Hangar

hubl.map Nexus Hub Tunnels

hub2.map Nexus Hub

mcc.Lmap Operation: Advantage

imx2.map Operation: Last Hope

mccjanding.map MCC Landing Site

medlabs.map Strogg Medical Facilities

networkl.map Data Networking Terminal

netiuork2 map Data Networking 5ecunty

processhmap Data Processing Terminal

process2.map Data Processing Security

putra.map Purification Center

recomp.m3p Recomposition Center

storagel.map Data Storage Terminal

storage2.map Data Storage Security

traml.map Tram Hub Station

tramlb.map Tram Rail

walker.map Construction Zone

uiaste.map Ulaste Processing Facility

IMAGAMES.COM
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BINDING KEYS
To manually confer. ,?

ur control scheme,« osjuon a

and at the console: b.nd [key] [command]_
_

InrlgfreWo/ «io leoel-m common '. Won you
; . -——J^J^ simplu oy pressing©

see the one uou wont, press dUD to se/ect »t.

Spawning stuff
Vou can make just about anyth.ng you find in Quake H

appear < front of uou at any time. Th.s includes .toms

ob ects P-ck-ups, enemies, and so on. Caus.no stuff to

J
iu._ r_„h,„o .e Imnilin as "SOP""

Simply type the command spawn at thi

rspXly'pressSto cycle through
-^^ _""

ooss.bly spawn. There's far too much stuff to list here

Spenmont and see .hat sorts of neat things you can do.

SCREENSHDT
RESOLUTIONS^ fc-*— __. _. ,% fll i ...horp y and u are

;atresorut,n (
"no matter .hat reso.ut.on you're

currently playing the game at.

For instance, if you're playing at BOO x GOO, typing

arrgenshot HOOO 3000 at the console takes a

nshot of the current „,.. at HODOIM*errBBnshot HOOO 3000 at the console takes a

nshot'of the current u... at HOOC1
x 300 pixe

.

The maximum resolution is limited only bv.the qua l.ty of

your u.deo card. Some common screenshot sizes are.

. 6H0 x MB0

. B00 x 600

. 10SM x 768

. 12B0 x 960

. 1600 x 1200

. EM00 x 1800

. HOOO x 3000

M 1
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MAPS B
SECRETS B
PDA LIST B

' M.-,,ii, H Visit us online at pnmagarnes (

:,NTAINS
S INGLE PLAYER
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^ In-depth single-player

maps, detailing every item,

weapon, and enemy location

£ Comprehensive walkthrough for

every level—find the BFG early

P Crucial stats and bios on ail characters and enemies

r- Extensiue oueruiews and tips on euery weapon and item

P Secrets and cheat codes, including storage cabinet combos

^ Killer tips and strategies for each multiplayer map

h Thorough Marine basic training thatuuill whip you into shape

and make you a master fragger

KKSr

Ss£="
i

Objec *%£."•»•

primagames.com"
The Prima Games logo is a registered trademark of Random House, Inc., r

and other countries Primagamos.com is a registered trademark ot Random

the United States. Prima Games is a division ol Random House. Inc.



&?-

It's 2:00AM and you're

tottobe
th time tonight

TURN TO PRIMA EGUIDES

WE ARE NEVER CLOSED

HIDDEN GUNS & AMMO • COMPLETE BOSS BATTLE SOLUTIONS • FULL MAPS

S5SSSI STRATEGY • OVER 350 EGUIDES FOR YOUR FAVORITE GAMES

www.primagames.com



ROCKET
«-AUNCHe „

STBOGe NA.U BUS
avca*"- "STRONG NA1U- w„

-ui oiOPL *,YlN°

to--

OF •'»•"

SHOWN WITH

ALL rouR

UPGRADES

AM AOO.T.OHAL TV^

TV* CO-"'"" "
,

INCREASED
CAPACITV.

I ,„t8 A«e»°
DtD

3MALI-

COOH1 DHL''

„ANOLt

A*AV >«»» «*

,„ A CLOC^V.Bt

MOTIOM

"•CB.ASCO
OAMAQf

" " C°"»t.Tt0
" *»« as

°^o



•¥

!

f
r To Defeat the Enemy
You Must Becomi

Fully labeled maps wi
every weapon, ammo, and
armor pick-up revealed

'TEMS

^

^3B^

ig*

em training
to prepare you for the fight
against the Strogg army

j Killer multiplayen tactics, with
maps, strategies, and control'
info you need to frag with 1

of them
> Every secret and hidden
spot exposed,
including codes!

Wickedly detailed
walkthrough to guide
you through the
single-player
missions
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