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Mars|in the :nea" futur'q [

| feeding the insatiable needs of] Ear'th a planet stripped | of
raw materials and minerals Ultor' Cor‘por‘atlon aptly
named after ‘the ancient R(Lman t&mpIE dedicated to
Mar's the god of wiar, owns all the ﬂnlng rights onl the
planet. The cbmpang is 'an expert at nnaX|m|2|ng produc=
thn q.uhllq minimizing' costs. Fortunes are made as cargo
ship after car‘gci shlp r‘etur'n to Earth filed mlth -pr‘edous
Noachite! ‘

Mine orker's |s|ed by pr{;ymlses ofla anFIJ j ealsg
MONEY, arrive or% Mars by the sh tle lo ewl lev

make |t back tol€arth. Coﬁdltlbns in the Ultor mines are |
brutal. The mork 5 danger‘ous and the miners’ Ilylng quar- |
tebs are disgusting. Environmental stits and bunks are
shared between |miners jon (different shlfts Fbod |sJ;)usg
and in short|supply. A b atlngs from UItoQ guards are |
commonplace | 1 J ,

| | | | | ! | 4
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Worst of al, a gsterlou dISTIgLi"In Plagu is punping
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Mars is the plarjret g)f oppqr‘tunltg, |ts\ mineral wealth
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DUr‘ln a "Shl!t C nge a u und miner is brutally assaulted l}g an hi
Ultor |guard. Anéthqr‘ minen, Parker, Lmtnesses the br'utélltgiand is|
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1 1 1 | i { '
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bt Learn about Parkei‘. I-ienc'lri)z. and | The Weapons and Objects section Check out'the Bad Guys section
f~| €os'in the Characters section.| | covers all the firearms in Red for the lowdown on all of your
[ I 1 1 & 11 1 i Faction. foes—including these Ultor

security guards.
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E - WELCOME TO MARS!:

| can't believe how stupid | was. Yeah, “Come to Mars, Help w_: " ‘g,
Make a New World!” How could | have believed that crap? ! - 5
| remember laughing at that stuff with my friends. We'd drive ‘ ol
up to Chicago and do the big city. We could always tell we =
were in the wrong parts of town when we started seeing o
prop-balloons floating over the streets, blaring out corporate . : =
BS. You'd hear incredible lies from the Armu, Merc Corps, - S L‘l o &
PDNC, Ultor—all the big orgs that wanted to put warm bodies ULTF R . ...h‘“ r;'f == T
in bad places. You wondered who'd buy those lines and sign up. : - / 3
Nouw | knouw. g A, .
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Jake uou could see doing it. He signed up for the :

Navy right out of high school. He had no choice, really. | drove downtown, saw one of their recruiting offices, and it

When you barely make it out of HS and there aren’t any just clicked. f
jobs, you take what they offer you. He's on a Navy It was like my brain was running on autopilot.

cruiser out in the Belt somewnhere, last | heard. It's — | walked into the office and it all went so smooth and

like the Wild West all over again, he saus. /E\ fast. The whole place was designed to ooze inside your
Prospectors, claim-jumpers, company goon squads, | % head and let you know Mama Ultor was going to take

you name it. Life's cheap out there and it's a
seller’'s market. He'll end up sucking vacuum before
his tour’s over.

| always thought | was different,
better than most. Mom and Dad—Dr. and
| Dr. Parker, if you please—had my life all

| scoped out. Private schools, tutors,

prep school, Ivy League for undergrad,
then grad school and on to a glittering
career in academia. They had me running
their little maze. Lots of twists and turns,
| but only one way it could possibly end up.
Who'd have thought their lab rats would be the only
ones to reach the cheeser

| just couldn’'t take it anumore. Never being
able to separate what | really wanted from
what they'd trained me to want. Not knowing
where | began and they ended.
No achievement was praiseworthy. When
the acceptance letter from Harvard
came, they took it like no big deal,
just an expected turn in the maze. |
went nuts. | ripped up the letter and
stormed out of the house, hardly able to
see straight. | wanted to do something that
wasn't another item to mark off on their
progress chart. Signing up for Ultor’s mining
operations on Mars sure fit that bill.

good care of you. Thick, neutral carpeting, bland, gently

curving walls, soft lighting, a friendly helper to

' — : lead you through the whole process.

! If Hell opened a tourism office downtouwn,
theu'd do it just like that. Maube they
already have.

| was still in a daze when they
took me to the shuttle and strapped me
into a shallow indentation in the floor.

There were dozens of other new
recruits in the passenger com-

partment, all cocooned into
dents of their own.

. After the shuttle

took off for Mars,
| finally snapped out
of it. When freefall hit, | unbuckled and dodged
floating globules of vomit (people, |
realized, don't properly chew their food) [~
and made it to the door relatively
unscathed. | opened it, but before | could
step out of the room, the toughest-look-
ing guy I'd ever seen filled the doorway
and told me to get back in or he'd “rip
me a new one.” | stepped back inside "i,
and he slammed and locked the door. f
Landing was another bad omen.

Strapped into our dents, we watched the
puke blobs float around, wondering how many of
them were going to land on us, everyone hoping
theu'd hit the people to either side instead of
themselves. The sounds and smells of planetfall
were beyond description. It was a good
introduction to life in the mines.

We were herded out of the ship and into
the new arrival processing area. I've got to hand it |.
to Ultor—they let you know your place in the food
chain right away. We were shoved into a tile- P
floored chamber, told to strip, and then fire-hosed -
from sprayers in the walls and ceiling. People wiere
flopping all over the floor. Once we were thoroughly
soaked, stunned, and disinfected, they issued us
uniforms. Mine didn't fit right; no on€e’'s did. Someone
tried to return his and get a different size. He was ||
beaten by security guards and dragged away to the |
infirmary. The rest of us just huddled a little smaller
and went where they told us to.

I.:.I_..
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The barracks are a nightmare. Narrow bunks are
stacked in dank rooms, trash litters the floor, graffiti
covers the walls—every horror story I'd ever heard of
worker barracks has come to life. Turns out everyone
shares a bunk with another miner. He sleeps while you work
and you sleep while he works. The other eight hours, | quess
the bed lice get a rest. It's pretty gross, but you get used
to it. | don’'t even want to think about the trough urinals and
communal showers.

Drugs spread like mold in the barracks. It's hard
not to give up in this place. Tossing in the towel and pauing
for a few hours of oblivion really appeals to some. Giving
up’s not for me, but lots of the people who arrived with me
are already half brain-dead. Ultor’'s got to know about it;
maybe they even get a cut. Zombied-out workers don't
complain as much, so | can see Ultor having a hand in it.

The only good thing about the work is that it gets
you out of the barracks. Those envirosuits are hot as hell
to spend eight-hour shifts in, though. To make it extra nice,
three workers share each suit, one per shift. The suit's
sweaty, hot, and smelly when you climb into it, and it's
worse when you climb out. They spray them down between
shifts, but it doesn't do much good. Once youre down in the
mines, it's pure grunt work. Smashing rock out of walls, tru-
ing to follow a vein of Noachite when your faceplate's all
fogged up from the humidity inside your suit, stupid bots
ramming into uou when they grab chunks of ore—I'm sur-
prised more miners don’'t go berserk during their shifts.

| don't know why Ultor has human miners doing
this. It's got to be cheaper to have bots do it, and they cer-
tainly have enough bots. I've asked around, but no one
knows.

Most don't seem to want to think about it, maybe
figuring theu'd be out of jobs if Ultor decided to use bots.
Or maybe they're just too zoned out or discouraged to
care. There's something
soul-draining about doing a job that doesn't seem important.
Ther€'s a cancer here, eating away at us, hollowing us out
from the inside.

Seems like everything that can go wrong around
here does. Everyone’s at the breaking point. Fights erupt all
the time. A guy got knifed yesterday in my barracks. The
argument started over nothing, then escalated into shouting
and pushing; a blade came out, and then the guy bled to
death right on the floor. The guards didn't even investigate.
It seems to be happening a lot latelu.

We're scared and angru. It's not just the fights or the work
or the living conditions. Something €lse is happening to us,
beating us douwn. Miners are getting sick. Not flu-sick but
something worse. Every day, dozens of miners collapse, in
the mines and in the barracks, without warning. One minute
theu're fine, the next they're on the ground, writhing in pain
or sometimes unconscious even before they hit the floor.
And there’'s something wrong with their faces too. They
seem... puffy or stretched. Some say that they've seen sick
miners whose faces are bulging or pulsating. People call it
the Plague. Everyone’'s on the verge of panic.

Lately, there've been pamphlets slapped up on the
walls of the barracks and cafeteria. They're calling for miners
to go on strike against Ultor, to refuse to work. Some of
the fluers even urge us to attack the guards, to get back at
them for all the years of mistreatment. No one knows who
writes them. The pamphlets are signed “€os.” Some say it's
the name of a group; some say it's the name of a woman
who’s trying to stir up the miners.

The security guards tear down the pamphlets as
soon as they see them, but the damage has already been
done. Dozens of people read them. In a few hours,
hundreds of miners are talking about the latest pamphlet.
People are grumbling, glaring at guards, and openly
muttering about a strike or worse. It gets uglier every dau.

| don't know what to think or do. | just want to get
out of here alive, somehow. Harvard sounds better all the time.
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There's no going back now.
We've finally made a move,
after all these years of
planning and talking. With last
night's attack, we're finally
committed. Orion rigged the
bomb. Once he was clear,

| hit the Alert button outside
the cafeteria. When the
security guards ran out of
their barracks, the blast took
out six of them. That should
stir things up.

| can't think of them
as people. There's too much
at stake here. They work for
Ultor, helping the company kill miners. They're the enemy. Too
many of my friends have died to feel pity now. We need to
harden attitudes on both sides, to make conflict inevitable.
Once miners realize they have no choice, once they know
their lives depend on defeating Ultor, then they'll fight.
And we'll win.

| can't believe it took this long. Ultor's made us
live like animals for so many years that we've forgotten
we're human. People have been beaten down, physically
and mentally, and it's going to take a strong shock
to get them back up. We're going to provide the x
juice, even if it kills us. But no matter what, the :4.
miners here will never go back to lurching through
life like zombies. We're going to make sure of that.

Everyone talked about how awful life was |
here, but no one would do anything about it. They ‘
were scared they'd turn up missing at the end of
a shift. | had to do something. Dad didn't raise L
any whiners. He clawed his way up through the
ranks, starting out chewing rocks in the tun- y
nels, and now he's a shift foreman for Sector /
T-2. He worked and fought for everuthing he
has; he saus that's the only way to get it.

| know better than to look to my dad
for approval, though. He'd hate what we're
doing. Nothing could shake his loyalty to
Ultor. Not even Mom’s death made him
question that. She was one of the early
Plague victims, over four years ago.
Something about the reactions of the
docs and techs in the medical facility
made me wonder what was really going
on. When she died, | saw guilt burn across
a doc’s face. | started screaming, blaming
Ultor. My dad dragged me back to our
apartment and locked me in my room until
| stopped uelling. He refused to hear it.
But | kneuw. | just shut up and churned inside.

That night, | decided to rid Mars of Ultor. | had to
do it for my mom, for what they did to her. It began with
getting Orion on board. We'd grown up together and | knew
| could trust him. | started talking to him, sketching out my
plans, such as they were. We met between shifts, in places
deserted and crowded, anywhere we thought we could avoid
attention, always looking over our shoulders. We knew we
couldn't do it by ourselves, so mostly we talked about who
to ask to join us.

W
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We had to be sure of everyone we brought in. One slip, one
untrustworthy member, and Ultor would have us. Ultor is
everyuwhere in the mines, with security gquards, cameras, bots,
listening devices, and monitoring software. | think they use
even the maintenance bots to keep tabs on us. The worst
are the human spies. You wouldn’t think anyone here would
want to spy for Ultor, but some do. When we uncover a
Spy, We arrange an accident in the mines.

Crude but effective.

The idea of getting rid of Ultor has been our
biggest stumbling block. For most people here, Ultor is Mars.
They hate the guards, the barracks, the food, the
restrictions—everuthing about life here. But they can’'t make
that conceptual leap to how much better things would be if
Ultor were out of their lives. We talk about eliminating Ultor
and they look at us as if we'd said theu'd be better off
without oxugen in the air. | swear, Ultor's done something to
their minds. Orion saus that's just the way people are. If
theu're not willing to fight, they make themselves believe that
things aren’t so bad after all.

So it's been a long, slow road to gather fellow
revolutionaries. It's taken four years just to get to this
point. Sometimes, I've despaired of ever being able to strike

out against Ultor. Whenever | feel like giving up, | think of
my mom and my dad. That's all | need. il
As our core group greu, it got harder to meet |
£ without arousing suspicion. Orion and | decided to
create a smokescreen of athletic competitions
between miner barracks. €Each barracks could field
one or more teams to meet in weekly contests. We
a submitted a proposal to Gryphon, Ultor’s

deputy administrator. It made my skin crawl to
ask him for something, but he quickly
approved the idea. He thought it would boost
miner morale. He even insisted that Admin run
the league. That was fine with us. Pretty
funny that Ultor’'s helping us cover up our
b activities.

0 1
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It was Orion who came up with
the name Red Faction for our team. He |
i. thought the political sense of “Faction”
i3 would have meaning only for us. And the
] “Red” syumbolized that we represented all of

Mars. The name clicked with everyone, and
Red Faction became the first team to join
the new league.

Once the league got underway, we
met several times a week for “training”
sessions. We couched all our planning
in sports terms. This gave a lightheart-

ed feel to a frightening undertaking. Our
meetings were also less dangerous
because Ultor had to spread its moni-
toring efforts among the many teams in
the competitions. Of course, we got clob-
bered every week in the actual contests,
but we didn’'t care. That had the side benefit of |
preventing anyone from wanting to join our team;
everyone called us “Dead Faction.” The Admins running
the league even started listing us that way in the league
standings. But we'll have the last laugh.
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We all took code names to use within the group.
It probably doesn’t provide all that much protection, but it
makes us feel a little safer. We'll see. Keeping the group
small should help too. There are 23 of us nouy, plus a few
probational recruits. Few enough to be fairly certain there
| are no leaks, but more than enough to rally groups of
miners against Ultor when the time comes.
Sometimes it bothers me how much the
others look to me for leadership. What if | get
captured or killed? I'd hate for everything
to fall apart if something
happened to me. Orion’s the
only one with any initiative.
| Mauybe I've been too forceful,
.| but someone had to do it.
| We'd still be sitting on our butts
| complaining if | hadn’t taken charge.
Last night's action might have gotten the ball
rolling. The security goons are freaking out. | heard
they dragged some miners off the third shift and beat
them. Everything’s primed for the rebellion to start.
All it needs is a spark.
And once it gets going, we'll be there to lead it.
For weeks now, we've been blanketing the barracks with
pamphlets condemning Ultor and blaming them for
everything wrong on Mars. The writings are signed “€os.”
| would have preferred to have them from us as a group,
from Red Faction, but that would have given us away
immediately. Orion also said the miners needed someone to
| believe in and follow, not another faceless group. | don't
knouw if | buy that, but it's good enough for now. Once the
rebellion begins, though, everuone’'s going to know that Red
| Faction is the driving force behind it.
Ther€ll be no more hiding.

f’r | \\\

We've been stockpiling weapons for months nouw.
WEe've quietly stolen weapons from a bunch of
weapon lockers at guard barracks and posts.
We had to break into only the first couple
we raided. After that, we found the doors
unlocked to every post we tried. The
weapon cabinets were unlocked too. It
freakked us out the first time it happened.
We figured Ultor was on to us and
backed off pretty quicklu. But when we
found the door to another weapons
locker open a few nights later, we took
some weapons and boxes of ammo and
got out fast. The doors have been
unlocked every time since. We still have no
idea why. We don't knouw if Ultor’s doing it or
someone €lse, but we're going to grab
weapons as long as we can.
We don't take more than a few weapons
and boxes of ammo from each locker. No need for Ultor
to find a weapon locker completely stripped and then hit the
panic button. This way, the execs wiill think the guards are
either stealing a few weapons or breaking them and grabbing
replacements. They won't know miners are armed until the
bullets are coming out the backs of their skulls.

WEe've cached the stolen weapons throughout the
mines and barracks. When the rebellion starts, Red Faction
members will head to the nearest cache and hand out
weapons to any miner willing to fight. The security guards
are used to bullying unarmed miners; theu're in for a
big shock.

| don't know what to do about the mercenaries that
Masako brought here, though. They're tough, and so is she.
We'll make some feints at importantinstallations around the
complex, maybe get the mercs dug into defensive positions. If
that doesn’t work, we're in trouble. The mercs wiill slice right
through us if they go on the offensive too soon. If we move
fast enough, they won't hit us until we've settled with the

guards and gotten everyone armed. Our sole advantage is
numbers, but | don't want to waste thousands of miners
in human wave attacks.

The next few daus are going to make or break us.

Four uears of planning and plotting are either going to

pay off or get us all killed. Getting rid of Ultor is the goal
for everyone €lse in Red Faction. But | want more. | want
to know who’s behind the Plague. And | want them to die.

Ultor denies there’s any problem. First they said

that it was just a stress response on the part of weaker
individuals. When everuone got done laughing and then
screaming about that one, they came up with a
new rationale. They now claim that
it's a Martian virus, infecting
miners by some unknown means.
That scared people; did Ultor
think we'd be reassured to hear
that there’s something in the air
A 1 that's killing us? There were riots in
f a few of the barracks after hearing
that. Ultor claims theu're doing everything
they can to combat the virus. Their doctors and
technicians are all over the barracks and even in some of
the mines, giving everyone shots and pills. They say that
their efforts are all that's keeping the virus from kiling a
lot more.
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HENDRIX

Grouwing up, | never heard anything
negative about Ultor. Mom and Dad
gave their lives to the corp, in more
ways than one. They blamed the
Plague on bad luck, a Martian virus,
bad air—anything but Ultor. When
you're in the belly of the beast, you
shy away from wondering if it has
your best interests in mind.

They wanted to keep me out
of the mines in the worst wau. They
pushed me to excel at my studies
and glowed with pride at every achievement. As long as
| did well in Ultor’'s schools, | could stay out of the mines. If
my grades dropped, I'd be down in the tunnels with my
parents. It was good motivation.

| took all the tech courses | could. Not just the
mechanical stuff that Ultor pushed on all of us, but compsdi,
phusics, chemistry—everything they'd let me into. It was a
world beyond the gritty, machine-oil-and-red-dust place
| lived in every day. My studies took me above all that.

Ultor had me pegged for a technician slot from the
time | was I2 years old. They claimed tests showed | didn't
have the aptitude for more advanced studies. | never
believed that they told the truth about the test results.

It was all so easy for me. When they stopped letting me
into certain classes, | just borrowed the tapes from
someone who was allowed into them. | suffered through
the mechanical and applied courses during the dau,
but I lived for my nighttime studies.

That was when | first realized that
Ultor’s rules could be bent, even broken. This
opened a whole new world for me.
| started looking for waus around their
regulations. The deeper | got into my clandestine
compsci studies, the more | wanted to start
hacking into Ultor's systems. | knew | had to be
careful, though. I'd seen what happened to people
who got caught breaking the rules. One of my best
friends when | was little was Danny Curtis. He was
born on Mars, too. When we were nineg, his dad
supposedly stole something from the machine
shop where he worked. He got caught and the
whole family just disappeared overnight. The
supervisor of the apartment complex said
that theu'd been sent back to €arth. | was
young, but | wasn't stupid. | could tell my
parents didn't believe her either, but they
looked at each other and at me and didn't say
anuthing.

So when | started hacking, | made sure
| wouldn't get caught. | broke into unimportant
systems, like the lock controls for our apartment.
| cracked the code for that after a few nights’
effort and then amused myself for a week messing with
it. I'd change the keulock combo just before my parents
came home and monitor the system while they
uselessly punched in the keycode a few times. Then I'd
trigger it after theu'd given up, and the door would slide
open. | started to feel guilty after the first few times | did it,
though. My parents were so worn out after eight hours in
the mines that they barely had the energy to open the door,
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let alone puzzle out why the lock was acting up.

| wormed my way into other sustems for our apartment,
too. Within a few days, | could make the lighting, climate
control, and cooking subsystems do anything | wanted.

| didn't do it while my parents were around, though. Too
much frustration in their lives alreadu.

It took me a long time to get up the courage to
crack a system outside our apartment. | kept picturing
Danny and his family. | finally screwed up my nerve and
started to hack into the grading records for our complex’s
school. | figured security would be pretty lax there, all things
considered. It took me about two weeks of cautious trial
and error, but | finally got in. | made sure | just looked
around, didn't modify anything, and got out quick. When no
one came knocking at our door over the next few days,
| went back in and made some small changes to test scores
for a couple of my friends. | was afraid to do more, as the
teachers might notice.

That was the start of what makes mu life here
tolerable. For years, | staued within the boundaries Ultor set
for me. | took all the courses they felt a midlevel technician
needed. When | finished the tech program at age |5, they put
me to work in the robot maintenance division, working on
bot electronics. For the past 10 years, I've worked long and
hard at it, rising from maintenance to Scilab support and
now to security technician.

All that time, my real work has gone on at home.
One of the first subsustems | looked for was Ultor’'s
snooper./tracker programs. By watching them worlk,
| figured out how to avoid detection on my nightly
forays. They're not that smart, so it wasn’t hard.
| learned to mask my terminal's network ID and to slip
in and out of nodes across the complex. | felt safer
then and began to explore farther. | cracked
hundreds of Ultor systems, never touching
data or code, never leaving a trace (at least
| hope not). Over the years, I've broken into
almost every important system in the mining
complex.
The exceptions are certain areas within the
Scilabs’ computer subnetwork and the
medical facility subnetwork. All files within
these areas are surrounded by incredible
security and layers of complex encoding.
When | first encountered the Scilab section of
the network, over two uears ago, | took one
look at its cocoon and immediately broke
contact. It scared me to death. Every three
months or so since, | get up the
courage to probe the Scilab or
medifac subnets again, but I've always
been scared off by the thought of
finally getting caught. I'm not even sure
| really want to see what’s inside
anuwau. I've got a bad feeling about it.
Those network sections are under
the personal security of Dr. Capek, the
head of Ultor's Science Labs. | used to
see him every so often, lurching through the labs,
when | worked in the Scilab tech support division.
He's the scariest person I've ever met. He looks like he's
half robot, with implants all over his bodu. | think most of
my fear of the Scilab subnet centers on running into Capek,
even in a virtual arena.
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Everuthing I've discovered during my explorations is
in my head. Mom once found notes | had written and asked
me about them. | convinced her they were for a computer
systems class, but it taught me a valuable lesson. Just as
| was careful not to leave a trace in the virtual world of
Ultor’'s computer network, so | also couldn’'t afford to
leave phuysical evidence in my apartment or workplace—
no password lists, notes, or records of any kind.

For years, I've existed in two worlds. The physical
world that | share with everyone else here is the daily
drudgery of this hellish mining complex. But the virtual
world of Ultor's computer net is mine alone. I've never
talked about it with anyone, and I've never spotted another
human presence among the autonomous programs that run
the complex.

| RESTRICTED ACCE

The irony of my current position doesn’'t escape me.
Here | am, a security technician, entrusted with observing
and maintaining a roomful of security
monitors and data analysis equipment. | can watch activity
in dozens of areas throughout the mining complex. | can
also suitch a monitor to show the view through any
miner's helmetcam, giving me a choice of thousands of
| mobile cameras. And yet, | might be Ultor’s single greatest
security risk.

With what | know about the systems here, | could
probably bring the entire mining operation crashing down.
But theu'd be sure to find me then, and | don't even want
to think about that. | can help out anyone who wants to
fight Ultor, though, whatever | can do
without much risk. Maube keep the rebels one step ahead.

There are some miners who're willing to start a
revolt against Ultor. The one making the most noise right
now goes by the code name €os. Her group has been
posting flyers urging miners to rise up against Ultor.

| know who €os is. Worse yet, Ultor knows too.
That's how | found out—by looking through Ultor security

files. | want to warn her, to tell her that Ultor’'s on to her
and is biding its time for some reason. But | can’t bring
| muself to contact her; | can't risk
| exposure. They're watching her and they might catch me.

So | sit and watch too, hoping things turn out OK.
I've been watching for years now, as things slowly fall apart,

M| as the miners and Ultor get closer and closer to a final con-

| frontation.

That's the way I've always dealt with the world—by
sitting and watching. Even when my parents died. They both
seemed like they'd live and work forever. One day, a little over
a year ago, we had just finished dinner when Dad started shiv-
ering and twitching, more violently every second. He flopped
| onto the floor before Mom or | could reach him.

] .'._:-- \ \ =
— S A
His face was \...\ . ——— —-__J

bulging and stretching
like it was made of rubber. Lumps were moving around under
his clothes too. Mom freaked out. | called the medics, but he
was dead before they got here. They said it was the Plague
and had no idea what caused it.

I'd heard of the Plague, of course. Lots of people on
Mom and Dad’s shifts have been hit over the last few years.
It always strikes suddenly. Sometimes the victim dies within
minutes, and sometimes he or she is still alive when the
medics come. None of the miners taken away by the medics
ever come back, so I'm pretty sure they die too.

After Mom got over the shock of Dad's death, she
got mad, really mad. Dad had been in for his annual checkup
at our section’s medical facility just a week before, and she
thought they should have found it then. She railed on and on,
night after night, about the medics’ incompetence and how
they could have cured him of the Plague. She went in for her
annual four months later and came back ticked off all over
again. Turns out she gave them a piece of her mind the whole
time she was in there. Three weeks after that, my supervisor
came into the monitoring room and told me Mom had
collapsed in the tunnels and died before they could get her to
a medifac.

Mu annual checkup is in two weeks; I'm not going.

Since Mom'’s death, I've gotten bolder about probing
the subnet defenses. I'm not going to sit around and watch
things happen anymore. | don't care as much nou if | get
caught. There's nowhere near as much to lose. The apart-
ment's so empty with just me here. Sometimes, late at night,
| wonder if what happened to my parents was my fault,
somehow connected to my journeys into the computer net. In
the light of day, it seems ridiculous, but | can’t shake the
feeling. Maybe something worse is going to happen to me
if | don't stop.

When people whisper about escaping Mars and
going back to €arth, | can’t picture it. | don't want to
leave; | want Ultor to leave. When | tell that to my friends,
they either laugh or get scared that someone might
overhear. Everuone’'s been brainwashed that Mars is Ultor
and Ultor is Mars. When | think of not knowing why my
father died on our kitchen floor, or my mom out in the
mines, | can imagine Mars without Ultor. I'm starting to
believe it's worth dying for.
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SECURITY GUARDS | j

Ultor| deplous security guards in large \quantities to keep the miners in line. Nolu that the
revolution has begun, ithe security guards| form Ultor’s first line of defense To motivate the
guards, Ultor paus ¢100 for. each miner killed!

In the Ultor mining complex, you encounter [four kinds ofi security guards. You aan tell
them apart by their uniforms. They are similarly armed and armoned, so you deal with them in
similar fashion. Once you| find the automatic shotgun, it should bé your primary weapon—it
makes mincemeat of the guards. Switch to trie subTachlne gLr or hfav macl]lne gun u.|]1en |

yau're faced with a large number of gt?am*s
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T|1|s is the first kind of s{ec rit iF rlj:g uard .we.ars more The final t%:e of Le urity guardl M

gpard. €'s dressed in|a blu .fo dable-ooking attire, but y ou you run into is one of the elite | )

upifgrm here, but is aI%o Seeninal |d 'wth him as yod would a Unlt‘-:"rrT s€ guards patrol the | ]
blue lenyirgsuit similar to [the red | |normal guatd. Thé same goes fo admi sti‘a Ve Wii:':gha" are slightly

ones! thlat he miners wedr. thE security guard commander. | bEttfj armed than the pormal Q

, | guPr —most carrg §ubmach|ne guns. gy
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Ultor emplogs bots for r*lnuig and -|SEéUI"Itl_.] You run into both
kinds!in the I'nISSIO'hS iHeavier meaqon!; (like the|rocket |
launcher) UJor'k-'bet'ter' agalni’lc the larger bots, while the | |
adtomatic shotgur; and the ing gjns jar beite suited to
oun plstol against dthe
well a]*mered fcﬁ‘ tito!ha\/e mucr of ar
N ) 1 {1
l | | E | ! i

tupe. ThGl_.] gre | to

TEET— -

effect. | |
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This| large securltg drone bot is | You come across many different This bot is unbeatable—goﬁ.l just,
susceptible to a shell !frqm your ! ' smaller bots. Their energy don’t'have the firepower. Search for
rocKet [launcher. The rail driver weapons pack a good punch. A an alternative methdd of beating it.]
works ‘even better. It can take | good shotgun blast should knock See the level 7 walkthrough f°" C]
out a bot like this in one/shot.! | | them down. detailed explanatfon of ho ‘

i I 1 conqﬂerbthls menace. & |
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Then ther‘e are the
creatures—most of
which are failed

| This underwater; creature|
fires |sonar-like pulses

your submarine as you|
nawgatq the lindErwat r
passangags If lyou are
injthe submarlne fine

Capek experimgnts. | torpadoes at it. If you're
‘ swimming, keep firing
your pistol—it is one of |

the few| weapons tliat

I ‘that can damage|yol or

P T

ThesL creatures ‘are formEr miners,

failures in Capek’'s nanotechnology
| expeﬂments They have no armor }
- and ¢an| be ell;nlnated qmcklg

|

i The worm is a difficult foe but it can

| be beaten Garefullg avoid |is qreqh ‘
for its mouthjwith a

. "

Reapers! The bsFt ..wag to -
€land ai

c?ke“t 1 unEII:eT or preasmd rlﬂe

exterminate them is to torch | l
them W|tl'|LI th!E f lame thro_wer. |
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you are stumb g'lntc-) area$ guar
mercenaries. The mercen PIES ake better ;'
armored and better equipped than norﬂ'na
secunity ‘quards. Strafe them and liee
moving when I)u fight them! The extr
armor means it takes mare than one hit
to eliminate them—and their fir€ is

Deeper into- the game, Hendrix telli (% tha | f
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more accurate and deadly. q i i L 1 i il
b | | | Learn to keep movmg when
g i | I | bl god‘ fire at ﬂ'nen‘ce aries. =
it i . 1 | Killingjthem rec!uu-,es multiple
| i B | 1 shdts 1
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CIVILLANS

You' run across many civilians in the

- complex—dactors, nurses, technicians, and A — A
| other workers. They claim they are miners’ s .- b
friends, but they work ifon U]tor‘ and have =
helped suppress the miners and conduct the "@
experiments. When you Kill them, usually s
nothing happens—but some drop medkits E} ,
when they die. Try not 'to| shoot the w
fi| doctors, becau§e they ;heal g:ou T T Civilians are always getting'in ‘the wauy. ,"{
\\ | § P | | | i Some drop medkits after you kill them. _,.4'
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OESCRIPTION: This crolud contral weapon carr serve |
as a truncheon or a stun gun. |

AMIMDO/LCLIP SI2E: Battery cell i :
AANGE: 'Shbrt| 11
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DESQNPTU]YT TF\IS asic semi- au.tomatlc plstol packs atsedous punch agalnst_
funarmored targets. The pistal can penqtrate body armaor but with significantly

& tless impact. This ufappn is %tandar‘d issue far Ultor' SGCUI"Itl_.] guards and offlcer‘é'
The pistal can be ired underwater. f | "
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[]ESEPﬂFTiDﬂ This weapon is slightly larger tban_thg plStO‘ and is capagle l;f i
full automatic fire. Heavier than ‘l.the pistol) the stibmac nelgun offer-s better con-+
trol in fuII auto 'mode, though it remalns |naccura‘ce at medlum or Iong range.

| |
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i HmmD/ELiF Si2k: l2mm uIIets/BO r'ounds 556mm hlghlveIQC|g_.j I} /
ar‘mor‘ DIEPCIng buIIets/EG rounds | | i
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FHHT]HFW ﬁ'iHE ’!IPES rqunds, automatic

|
HlﬁErﬂHTE FEHE‘ Togg‘e betuseen{ I2mm and 5.56mm rounds r
f
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TIC SHOTGUN <%k

~I | |
DESiﬁHlFT} it This u.|eapoh is a mllltarg grad :§>tgt_|n ap ble of semi Iu’clo d
matic ~anq f automat'lc re.lRecoillin semi- aut 13 o slightly 1 Fhah aj
= civilian Iq gau gé shotgun. Fuﬂg automatic fIPE is Imofe |ff|cult to contral _ecayse
of the r‘ecoﬂ\comp ns?torj response tlrne | | I | E i A
~Hmrrg]/EL§F Ein .O gauge buckshpt 5heHs/8 |:,ounds 11 i y
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| DESEHIPTIDH This ieapon |sr§estgned to offen all the beneflts of a full-length
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riflg inla compact desi It is capable of firing three r'ound bursts or full ‘automatic
fire) Compared to fully automaftlc irg threerround bur:sts offer increased control and
aim’ but potentlaliy decreased f forqe iness fired at‘ clase range..The high-velocity
armor-piercing shells inflict' massive arnlage' on unarmored targets and will penetrate
body armor ea5|ll_.j This'is the 'standard rifle issued to security guard commanders.

HlTIlTlD/ELiF SICE: 5.56mm high-velocity armor-piercing bullets 42 rounds
RAINGE: Short to Long

PRIMARY FIRE: Fires a single 3 round burst

ALTERINATE FIRE: Continuous automatic fire
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NIPER RIFLE
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UESCRIPTION: Capablejof semi-automatic fIr‘InF omlg this sniper rifle comes
standard with an UNVS-8 scope that/provides the‘user‘ with up to/I2x zoom. The
rifle also features a wind velocity offset that corrects' for wind conditions. ThIS
weapon is capable of inflicting critical wounds when a head op tor'so shot is |
achieved. It is also capable of penetrating light armored vghicl-es. |

HmmD/ELFF Sick: 50—ca'ber‘ ar‘mor‘ piercing F:)ullft/G Touﬁds
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explosive anti- berSonneI device with a kill|

radlus' ofi 5 eters The dgrenadeé has i4-sec‘ona timer’ that starts when thrown..
*Haﬂ'\d !_:jr'e-}:ades F‘Jar‘e highly-effective ‘against unar‘lfwr'isd personnel _and moderatélg i
eﬂjectlve against armared personnel. | | ] i
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HLTEI;‘lﬂHTE FIRE: Toss grenade with a 4-second-timer I ' b I y
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plant growth. It shoots axflamin ream of fuel'thit sticks an contact‘ and

for up to 30 seconds. This we
fal;" at the cost of fas‘ter fuei consumption. |

I2E: Fuel tank | 1] ] 1 ’
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TEI“’]HTE FIRE! Remove and throw fuel ¢
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HmmD/EL‘F Sick: Metal SIug_/I roundr'" i || 1 |
RANGE: Medium to Long - _
PRITIARY FIRE: Fires a metal slug. | | P i

ALTERNATE FIRE: Engages the scope and allows you to See enemies
through walls

ght to I\ﬂar‘é by Col. I\_{Ias_ako’s mercenariés.
ghivel’ocitg, the r'ail_ gun can penetrate walls.
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UESCRIPTION: A favorite of mercenarg grunts this l‘IﬂE fIPES a smgle explosw.e
round with precision accuracy.
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" | | i f I8
!ﬁ“ . [rdnge:fols | | AR AR ARRRR]
* PRIMARY FIRE: Seml -adtomatic | B |
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|€.T/€| \but thjs section prowd!s €n r'al a d strategies forf the w |
L1 i1
The default control scheme in |
Red Faction is a pretty good
oneg, but if it's not to uour liking L] e
don't fight it. Go to the Options
menu and remap the controls to \ "
better suit your stule. Keeping
Parker alive can come down to a
matter of seconds, so make sure
you're not fighting the controls.
IniRJ‘.I ction it’s either youl. lor [thém. rc:)m evel to lev -
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HEAD SHGTS

MOVEMENT

——

In Red Faction, when you hit an enemy
the damage goes directly against your
foe's hit point total (or armor if any is
left), except for the head. Head shots . | game, the tougher menc érles are |equipped with better | weapons| stic
rail driver. It doesn’'t ma ter Luhalt difficulty Ievel you're plauing lor ho
armor and health you have—a hit from the |rail driver is always fatal

are always deadly to your enemies.

Head shots always kill. Line up
your target with the sniper or

precision rifle.

ALTH |

[T TTT TP LT
Movement is your best ally.
|kee s the qn n19 fro gettlng
|ajclean|s I'ho[t agalnst gou ||

R
]
i}

T

ng tog
t. Also,

'If- g.jouI
walk u|:! I

€€EP|you inger on|t
J)ts; in the game u’lh
lepcer|fea

une o
rhuth] i:t?n'j-llon You| can|a

ﬂ'RAFINu

.

ALS

kleép lugur

€ |trlg

ehpon holstered

.'-L
erl but dont always r'lEsL

t%éfhhi;ida o .E qu el oo B - egi

mpteb+d
O a

t. |There ar‘e e]
tealth| tacticlis to

old 'SL'SDICIOI‘!I I

Another good redson | to Ij

\r and move it Qut ;

| | | | ] \
1 |
It's & lot harder to hit a moving tai‘get'thah a ététiOnarg OnE, s0 Her moving.
Standing around allows the enemy to get' a| bead on you, and you Il bg history:
€ep moving i he rail driver. Late

ards out withaut

Ii%p m'mlpng If jo bet hit bg a :
rail river | blast (the blue trail in ' 1

| the scrieen (shot)

ou ¢|IE

Several of the levels feature
security cameras that scan

the corridors looking for you

and the other members of Red
Faction. If you pause for too
long in front of one, the security
guards monitoring them will notice
your face and sound the alarm.
When the alarm sounds, the guards
will come running.

EEYE AYTSIIYT

| L arn hgm

g ur enemy is

| |

dgm

glg str' |g t
ot a ood

S nt ftogleasy of a t get traﬂng 5
vides a ar‘der‘ tar;get-f
hi amd lows you told

.Ths tEchnlque SO

when entering

might be standlng Hiu

ile|strafing (going into the r@ormy bL‘:
facing left or mgh't;) This: all
i.ue poh onh target righ

newl ng . The éne;nl_.j- ]
the right on left

fso [walk into

enemy |
o ma imumf  §

works u.|§JI [ |

the room

LUS you to put
awau.

LLR a ﬁoqrm’.‘ag,
your i
-
A [ I m
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RELLGADING
One of the worst things that can
happen is to run out of ammunition
with an enemy right in front of you.
Whenever you have a chance, reload
BEE your weapon. If you have to reload
sideways. HeJe on | when there are enemies about, look

Str_-afesll ft .nd the | for some cover or move to try and
1 avoid getting hit.

e ST

1 |1 $ometimes the/ best lway to lenter |a raom jis

'Level II, there are guards around ﬂhé dorner
\ i uards| won't I&n what hit them, '

|

iy

W T I T bbd | | |
B [INSGMING FIRE | | [ | | - — bt | L ool |
: - - { i i 184}, appsar fonjyour
| & ] = T IR R 1
® | The Ultar gUantis Bhdbt acl—*._i,m ging tllat.llvrin odadt nit, B SINE D __’/ ‘gﬁ / ::Jtn;lin’ $:.;'°in:'|
l; ¥ | a_'r-ec! arrow appedrs jon fthe Heads Up Display !HL&)) 11 aﬁ = _;:'-:'J help 'go locate |
=9 | infiicating t irectiop fr m.;u.ll}lch yol get hit. This lets dou ; = - the enemy [that
101 | krouk whenfguards a heaking u bq:ind uorare, & = ° = m_';_.‘ has tarbetediuo
: al siati ned t@ eithef side Of You Make sure you deal wlith thel = =y ' When you lare in )
8 | guards thaf arg crrentl§ hifting uou—they've already ouf'hd; | R the sublnabin
} ] the rgn d il ogtin.e pour it on. ' | i| E 5 | i
Ei 'l E 11
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\
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| | I
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RGCKET LLAUNCHER
1 § ]
Besides b(—jngja ver‘g; cdol weapon, the
nocKet fauncher has fa fringe benefit. Lodk
/

at the lower left-hand sideof fthe gun, |
jtust! abovith tnigger. ?ee’ that displag?}’
It's an infrared s anEer‘ that can pick up
the body heat! of{yolr clnerhie%. Use it to
% : ; m - “ook” qml!nd lcomens. | | | ‘

Look at the lower left-hand corner Yes| there's b thrdet pithere; | | L L 1 1 | | |

of the rocket launcher. See the . Theirokket Iauth r dan|help iou.see i | !

purple silhouette of the human, | | 1ror’1ncf corners or|thfough ldobrs | | |

figure? There's someone up above. | ir SOME cases. 1 1 i1 |

! ‘ f L | | | i | [

Be careful when you fire any of the “explosive” weapons such as the rocket
launcher, the fusion rocket launcher, the remote charge, or grenades. These
weapons deliver an explosive blast that does damage to the surrounding area. If
youre too close to the point of impact, you'll end up causing damage to yourself.
You also have to be careful with these weapons because of the Geo Mod engine.
Your blasts can deform the world. There are several spots where you can wind up blowing up an
overhead walkway—and without the walkway you won't be able to reach certain parts of the level
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BE 4 SNIPER

Other greati weaponsjare the shiper rifle
and its cousin the precision rifle. These
weapons allow 'you tgl zaom in. Use the
z@om)| to|see off into|the distance down
long corridors. This way lyou can spot
enemies before they see you

Be careful when you use the
flame thrower. Eventually your
target will burst into flames and
start running around screaming. If
the poor soul runs into you, youl
take damage from the flames.

L1111

(SN
. 'l I llselthl llp r or rellsFon-

rIfI1 to peer ntP the distance ©
and

to go for head shotg

Knother weapon withja zoom S
the rail drivef. It shows a theqma

image too, sd you can{see enemies
afoan {a corherjand through |
' mul ple whall 3. | i & I‘ |

= T !u.NLm

GVERHEAD 'T unﬁn'
AND| SENT RY BUNS

g :‘_ IIEII.'I]

T

Wat l.lt #or oveérhead turtet and

sentry guns! They permeate [thelleviels, and
| we'v in(fca ed| every|one dyring the level
walkthroughs. Their fire ¢an|be IqU| €

deadll, and lyou have fto hit fhem several |
times| to|ta e them out. One

far gettlng id of them is fining|a douple
dll‘ecjrshots with a snipel of precisio
rifle. This way you| can attadk ane while
g(’u ren’t in r‘qnge oﬂ its deadlg fIPE

P L‘\v&g

Make sure you can
see everything on
the screen as the
levels can be quite
dark (you are in a
mine after all). If
you're having
problems seeing
things, go to the
Options Menu and
increase the
Brightness.

good me hod

| B=
G S T

,!
€ on the|lo kout for| turrets in
31& ceiling. T}ueg’ can shoot ?t ;
deadly rate of fire; Once|you ve
cleared out the guards, you|ca !

kill an overhead! turret with
repeated blasts| from your pifle.

f

7

“Eﬂg %‘m"
here are| two klnds of sentry | |
duns. The| first js a manned| gun. Kill |
the opgra'tor" and the |gun will go |
silent. Now hop behind the gun and
mow down the guards with this
powerful weapon. Just watch|out
though, as you are standing still.
Thel enemy has an easier| target.

I “-’3 ‘1l
g r%"'a' =’ |

he overhe
isk taking
‘ ]

turret quickly, or
lot of damage.

‘1.'!_
el

T TTR—— )
ThL other kind of sentrg gun is |
{an|automated gun. You'll have |
to |destroy the gun itself to |
siIane its fire. Target it with
the rail driver to eliminatelit.| |
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Another great feature of Red Faction is I e
having various vehicles to commandeer. —
During the game, you drive ATVs,
armored personnel carriers, submarines, e 3 .L"n.t "-
and other crafts. T

the many vehicles of
Red Faction. You

can't pick up any In Red Faction you get to drive The submarine allows you to
relogds, s:co ?hen vehicles like this armored personnel navigate the underwater canyons.
ggﬂ,: gﬂt oAISacl;nmo, carrier. It can fire from its machine You can swim through these areas,
lijuatch the.ar'mo;' indi- guns or with an explosive projectile. but gou'l! run into other submarines
cator for your vehicle that youll have to deal with. Which
would you rather use, your pistol

(upper left corner). =
Once the indicator or the submarine s torpedoes?

drops to zero the

vehicle will be ' |
destroyed. ) Yig" ] t S —— g.!

Watch your ammo g - n E - -
levels while piloting ‘ aéﬁ = &=

The fighter aircraft helps you run
through some heavily defended
areas. It features a powerful
Gatling gun and a missile launcher.
The missiles will automatically
home in on the enemy when fired.
Hitting your opponent with the
Gatling gun requires you to line up
the enemy under the on-screen
cross hairs.

i
i. .

i e ke
Use this ATV in two ways—either as the driver or the gunner. If you
approach the vehicle from behind you take over as the gunner.

If you approach the vehicle from the side or front, you take over as the
driver. Put the pedal to the metal when driving as you can run over the

Ultor security guards.
t: 200 r-! t r-!
Fll!,
e

i .
. o
) . o =
- - -
J':!r i - } 2 e _.'__ =
.l"t * . .
<, . i R * {-

See this driller? You'll find it on the first level. Hop on in and
! start heading through the level. It doesn’'t have any offensive

firepower, but it has a large amount of protective armor. You
can switch views by using the alternate fire button.

BII5Ya AYTJIHT
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T things at help ke oulalive in Red Faction are the medki nother go ay to stayfalive
fa mi;r ickups. They arefscatter rqughout the levels, so pay is to find{a medic.[These dactor
attention tp the level ma r their location. Also, bad guys|ofte re{bound tg help both the
d phg"m hen th €. Sinice Re ction al s you free o inérsia € 'guar
~movement, dof't be afraid to, gd backf tojan earli rtion of a|level
|(°! a oti'le leyelfentirely) for thes tal c odities. | L
L4 |4 .'— " [ N
TTENTION 10 THE| ES
1 | 11 ; | ' ]
| From ti essages| fram Hendrix, Qriop, s,|and others. Pay attention| to! them, heH are in the
.| game fol on. They provide you jwith useful infonmation, such fas warnings fthat the guands have been replaced by
| mercenaries, on ne q hen the ariginal lhas been [closed| off. Iff you miss aiwe ade, or want it|repeated,
i bring| up'thé meéss geim u.’Th@ game paus hile yau review youp ssage log. 1
[ |
Watch the top of| th
| screeh for message
| fram people like Hendrix,
Il €os, and: Orion. Theyl give
[ you useful tips and hints
I while lyou afe trying to |
= stay alivie. I
(] | |
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STAGE i

LEGEND

[ Start

[0 Place Remote Charge
M Medkit

A Armor

--- Door




TR R TS T TR BT T ST I I P T e e | il
e T N .

P TS P e .uJHﬂl%ﬂﬂuﬂ!IE'iﬁil.ll.l.uw..m-M_
PR 4!

STAGE 3

LEVEL )

LEGEND
M Medkit

A Armor
--- Door
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[ walk from your
starting location to
this doorwau. Your
friend gets attacked
by the gquard—don’t
worry, there’'s nothing
you can do to stop
it. Pick up the control
baton and move fast.
The guards will be on
you in a heartbeat,

\and you've got to pickup better weapons quicklu.

2] If you need a
break, head up the
tunnel (blocked by
the sawhorses). A
fellow miner is
beating up a guard.

[4] Take the remote
charges you found in
this room and place
one on the crosshairs
to learn how to blow
holes in the walls. Be
prepared to switch to
the I2mm pistol
quickly, because
guards wait on the

other side of the wall.

P

Be careful in the early going.
You don't have much ammo—and
not much armor either. Conserve

your shots and move as fast as

you can to avoid enemy fire.

[2] Run up and stun
this guard. He's
carruing a I2mm
pistol that will do
you quite nicelu.
From here, you can
head to the left or
right to advance

, through the level.

sl

f

0

3

7
i
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[5] This room holds

another group of

remote charges and

another wall to blow
a hole in.

e, | ee— | Aol

[€] Follow the signs
to the guard station.
The guard station
leads you to the next
sector of the level.

Guards patrol this

corridor. Be prepared

to take them out
from a distance.

E._

e

‘".:.Ha_i-l!.'-

L ! This door marks

8 the entrance to the
next sector of the
first level.

..H_t_'ﬂ-tn

Red Faction is filled with great levels.
These early ones are below the surface
of Mars down in the mines. The curved
corridors can throw you for a loop, so
watch the signs that lead you toward the
guard station or the mines—they make
great reference points.




" [3] Rocket fire

-
from the guards on
the other side of

)

this bridge wiill
destroy it. Fire
across the opening
to kill the guards..

A | e— | T

- -
..then head douwn,
suwiim across, and
climb back up.
\ }

wal
. Once you are in

cessing center to
reach the third sector.

= -

| the second sector of
". level 1, follow the

] signs to the ore-pro-
-

)

] This intersection
is tricku. Many
guards, some on
platforms, patrol this
area. Go up the plat-
forms to find needed
supplies. If you search
to the left, you see an
elevator that leads to
a conveyor. If you
ride the conveyor, you
eventually end up at the driller—the first vehicle you can
\oper‘ate. Climb in and drive down the corridors. It has no

| e— | T

weapons, but it has a lot of armor to protect you.

|;: I':'

- This is the main
guard station. If you
are driving the driller,
you can ram the
electrified fence and
short it out.
Otheruwise, you won't
- |

be able to pass
through it..

|
TR

.50 you have to go
through the doors on
the left.

other side, take the

Once on the g".‘ 120 !
small dooruway on | i
§

the left.

Be very quiet as you
& wak aong this catwalk.
While you might be tempt-
ed to throw a remote
charge or a grenade
toward the guards, the
armored personnel
carrier will tear you up if
— you fire at it That is
" unless you destroy the
entire bridge and send it
| into the abyss.

Stealth is your friend. You don't

always want to go in with guns
blazing. Sneak around and use the
silencer on your I2mm pistol to
avoid the wrath of the guards.

Make sure you
don’t go douwin this
corridor. You could
wind up in @ world of
hurt fighting this
armored personnel
carrier.

Rather, take the

elevator by pressing

this button. It leads

you up out of Mine

M4 and into the
next level.
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Level 3 of Stairwell
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[J Start

w Weapons& Ammo
M Medkit

A Armor

== Stairs

--- Door
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‘ll?ll ] Jog up the

— \ corridor to this
| P . point. Miners are
being attacked by

security guards.

Once you

=
dispose of the Ultor
guards, press this

(-

wr—.

button to open the
doorway to the
next area.

From time to time you see other

miners being attacked by security
guards. Don’'t bother trying to save
them, because you can’'t most of the
time. But they do serve a purpose—theuy
draw the guards’ fire for a moment to

allow you to get in a good position.

= 9 0L
:'." b e
" |

[5] Watch out for this
automated turret It
takes a while for it to
notice you as you
approach from above.
Throw a remote charge
down to destroy it Youll
see severa of these
throughout the game.
Don't be afraid to
take control of them.

I
e The barracks to

the right are loaded
with goodies: ammo,
armor, and medkits.
Go up the stairs by
the airlock to find
even more barracks
and swaqg.
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[4] Take the stairs
up to the third level.
Here uolu'll find the
guard barracks. Use
the turret to mow
them down. Youll
find weapons, armor
and medkits in the
actual sleeping
quarters.

...
NH|
E

s

=

AT | — | T, A | — .
e, | S— | Aol ‘.:m_u:.-

Free this miner.
He leads you to the
cafeteria.

AT | —— .

[€] In the emergency
room, Loftus tells
you to get to the
docking bay quickly—
a shuttle is leaving
soon.

C i

Fight your way
through the cafeteria
to this point. Climb
through the air ducts
to the docking bau.
Halfway through the
duct you hit the load

point for the next

portion of level 2. /
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[5] Fight your way e ii"‘.. i
’r down this corridor, ny - Battle up the ele- A%
| which is littered with o " vator. The ladder is '
| bodies of dead - broken about halfway
| miners. They also g up. You have to jump

must have tried to down to a ledge then
| reach the shuttle. cross over into

another shaft that
? leads farther up. -
| ) L
' { : A
I .'-I-
| = é
| 8
| ﬁ:" S . (MM - |
— Level 2 is much shorter than level I. It ends b‘ Y

= when you reach the top of the elevator. Walk :

| : I down the hall to advance.

LEVEL 3

[N | 4 [N A =
STAGE 1| = 7 . &

LEGEND B -

=L

[ Start =T

« Elevator |EEL

A Riot Shield ||l || .

M Medkit i '

== Stairs |

--- Door
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LEVEL 3

T T

LEGEND

e Elevator
--- Door

N T T

(from A

LEVEL 3
ATAGE 3

LEGEND

e Elevator

M Medkit

w Weapons& Ammo
A Armor

--- Door

(1] The first task in - . ] ~ = The first way is

level 3 is to get past ] W e A through this

this door in one of iy ' . door; follow the

several ways. : [l ladder up into the
- control room.

e e TR T
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The second way into
the control room is
to shoot out this
grate near the floor
before the door.
Climb the air ducts

|

-
"Er
4a
-
el e — LR

and drop in on the
l guards.
|. ._"...' g I.
ST T e Dl
BECEEEEE aa R

18 z00"

press this
button to open
the door.

Once you deal g |
with the guards,

e, | e— . | S

The third way past
the door is to blow
your way around it
(if you have enough
remote charges).
Once past the door,
look at the floor.
You see a grate that
you can blow—there
is @ monitoring room
down there loaded
with goodies and a
couple of techs.

Red Faction's game engine allows you
to alter and destroy the environment.
But be careful—sometimes that's not a
good thing. There are several places
where you can blow up overhead walk-
ways that you need later.

The next spot in

flank you from all
remote charge left,
throw one in first as a
distraction. Then move

& level 3 is the registra-
tion area. The guards
sides. If you have a

i quickly up the stairs./

Watch out for
this turret at the

end of the hall. The
rocket launcher will
do the trick. Geo-mod
the grate in the floor
behind the turret to
take a shortcut.

[4] Make your way
to the elevator
(under the sign
“Docking Bay €East”).
Press the green
buttons to open and
\close the doors.

This door
conceals a doctor.

He€'ll heal you if you
are wounded. Look
for them through-
out the game.




[6] Race douwn this
corridor. Hendrix
tells you that the
shuttle will be leaving
any minute! Don't
worry, though, you
won't make it.

The shuttle
escapes the min-
ing complex and
races for space..

i » 3!
E r *’T .-1.

_......-rl-—-"l

;’""' R\
.’.!I'-. \1

..only to be shot
douin, so it's a good
thing you missed it.

3

)

|

Go to the con-
trol room and press
this button to
advance.

Once you've got
the docking bay doors
closed, you can ride
the elevator down
here. Fight your way
through the docking
bay over to the
elevator that leads to

\the next section.

[3] You've reached
Docking Bay 4. On
the shuttle you'll find
more goodies: ammo,
medkits, and armor.

i lJi i

Be careful when
you walk around
this corner because
there's a turret mounted to the ceiling.
You can duck into the rooms to the
left or right and use the crawlway
instead of fighting your way
down this hallway.

g;’"’: _ an r'l!__ ] And there's
.,_J. another around this
T corner. They must be
'Ilv‘ ﬂﬂ:‘_ guarding something
a5, important. A hidden
vent crosses above
the corridor between
g 4 the rooms on
". ‘.’ either side.
This robot packs ! " 16
a wallop. Move fast ‘;lq, _
to try to dodge its =
fire. Be careful with e " SiLL
rocket blasts, though. ol
You can't afford the
collateral damage to
\the catwalks above. &

Use the catwalks
to get to this
security station.
Press the button to
open the lower door
to the next level.

i34 4/IHS IHL 0L 139
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[J Start
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H Medkit
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= Ventilator Shaft

e Elevator

--- Door
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LEVEL 4
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[ Start
e Elevator./Lift
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R et
RS - 1 znl‘! [1J You start out at

shaft, to give the
guards in area 2
a surprise.

g = the elevator. Go down
to reach the Red
- Faction base. Look for
a little natural tunnel surg you move away from thg charge before you
T set it off, though—the explosion can damage you.
L (|
§ )

( =)
‘ ! - %ﬂl - 1 - If you jump into
: 1255 the water, there's a
After a time e : 3 '
b = medkit to heal you.
the elevator stops :
and begins to .
creak. Get on the 4
ladder because the
elevator will soon C a
drop to its doom. -
Take the ladder to = = ‘ ‘,
this point and go ‘ 5, — e
through the doors. ) >
Also look for a J 2} <
tunnel leading off e f 5
the elevator shaft. o = o .
‘_:! Blast the guards f !
I L on the other side !
& of the door.
| _/ | %"
EEEEE e e i ——
- - ‘ :?;-:'\r
‘ s !,, 6] Follow the red = e
lights to the door “a
that leads out of this
part of the level. g
i
There is ammo
-4
\ \

Another great use for remote
charges is delayed attacks. You
can plant the charge and switch to
another weapon. Then draw guards
closer to the charge and set it off.

! _"l_ !
and armor here.
Vs
§ j

[4] The door is
jammed. Hendrix tells
you to blast around
it..so take some When uou reach

[l -’-" | -
remote charges (or a Sl Ly o this point, you
rocket launcher) and T PECEIVE @ communiqué
f i

e,
al

have at the side of from €os. She wants
the door. your help blowing up
a geothermal plant in
this sector.

AP | — | T
s Ty " S
Bt

L
ek | — | Al
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Climb this structure
to the top. Youll find a
corridor that you have
to get to. There is a
door in this room as wiell,
if you go into it, youll

T | C— T
[

(and shoot)the guards in

area ll. Also, look for a small door below the
ramps for an interesting encounter.

-
talk to a security guard
who then gets shot. If
you look down the grate t g
in this room, you can see Y s ———————

[S]1 Make it through
the corridors to here.
You have to deal
with several guards
around the corner.

i
1

This room
contains several
guards to
contend with.

With the guards
eliminated, walk to
the end of the
gangway and jump
to this point.

Then jump down the
ventilator shaft to
the next section of
the level.

Save early and save often in
levels with ventilator shafts like

this one. If you make one false
step you will fall to certain death.

_'!

)
i
}

_

J8

J

Tl | E—

[ After dealing
with the guards,

press this switch
and then jump to
the carrier below.
The jump is tricku.
If you miss, you'l
just have to go

back up and wait.

A | e—— | T
L

1

| C— L

—-d;i“

Jump off here and
crawl through the
fan blades to get
into the tunnel.

[

Y

]

mwmp g™

|5y
e

[t ey et e 8 W e et )
Climb through the '
tunnel to this
point. You have to
go through
another fan blade.

-

) - ' t
S
| —

Once you're in this
ventilator shaft..

.look for the “rock
crusher” shaft to
access the next part
of the level. You
have to climb all the
way to the top and
then jump across the
open shaft.

AP | C——

&“15;,
[ ‘E‘!'“‘ = In the rock crusher
L ‘; room, make your way
F ‘H left to gain access to
the bridge.
! _:i:
-
*'J
=] [ 1 m =1 =] =1 m =} =1 cC o m



o
"“'“ﬂ ]_. Shoot the control When you use the flame thrower, watch
©wr

lever with your sniper how much fuel you have left in the canister
| rifle to get across this (the bar graph in the upper right corner of the
Vi " cha_sm. In easy HUD). When it's running low, use the alternate
= difficulty mode you attack to throw the fuel canister to the ground. It
won't need to shoot the explodes when it hits the ground, sending a fireball

b switch. The bridge wiill out to envelope anuone in the vicinity.

E automatically extend
n

and retract with time./

L B v B L

BED THERMAL PLANT
&) = ) g

LEVEL S
ATAGE i

LEGEND

Start

Turret

Medkit

Armor
X Tunnel Entrance
--- Door
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LEVEL S
JTAGE 2
LEGEND

A Armor

M Medkit

U Ladder Up
e Elevator
--- Door

(Level 2)

(Level I)

(Level 3)

LEGEND

A Armor
M Medkit
D ladder Down

[T] Level 5 is the
| assadlt on the

geothermal plant. This

| cuts off power to
| Ultor in this sector,

allowing the Red

N Faction to survive.
| You must disable the
/| water control, water

]

I il e et il o —
et s i L A e o e o Bl i s e MHAL,M&

reclamation, turbines,
lava control, and main
controls to shut the plant down.

ﬁh:mmn
HEEP

= o [
1 b - .

[2] Dug-in troops
guard the corridors
well. Move quickly to

take these targets out.

Watch out for ground
gun turrets as well as
turrets mounted in the
ceiling. Geo-mod the
vents in the floor to
explore a hidden area.

LEGEND

U ladder Up
D ladder Down
w Weapons& Ammo

%

M

Lt




The control room

on the other side of

this checkpoint has
medkits.

Don'’t shoot this
guy! You need him
to shut down the
geothermal plant.

[4] Take out the

turbines first. Find
this valve and t - !
close it to shut The technician I L )
operations down. counts down—you we g y
need to press your __,..E'.""i—-—'
respective buttons
at the same time.
Doing so shuts
down the plant.
t_! = A\ - r
| 7 i
Then move over to BRI ol ‘_-, &
the lava control room LA Q
to activate this manual
shutoff valve. E‘
As you wander around this level, you g
run into many technicians. Kiling them 3
1 serves no specific purpose, but they often 3
"_ o get in the way, cowering in corners as you ~
‘ _, fight it out with the guards. It's a problem if
they cower in front of the button or lever you E
t_! need to press to deactivate the control. T
g - F.
e 4% [6] To shut down |
r.-.-.r--;,nnn: the water control =
ra TrEEEn) POOM CrOSS OVEr
| and go below to this
computer panel.
Shutting it down
does the trick.
E A\ 4 Go to this point \
‘. - L
!
RO T T o ,

the main control room until you've
deactivated all of the other

controls, so don't bother trying.

!
to exit the plant.
Hendrix won't open the doors to . .

The corridor on the
other side of the
door leads to the
submarine bau.

Your last spot

& before hitting the
| Main Control room

is the Water
Reclamation Room.
Blow up the two
pumps with either
rocket blasts or

remote charges. /

A | — | T,
&
el — | L




R e
' = a0 i'! [3] You've made it
. & to the sub bay. Now When you exit the sub, select the
go into the control handgun. Remember, it's the only one
room to open the that can fire underwater, and you need
outer doors. Blast to shoot the guards waiting for you in
your way in with a the docking bau.
n remote charge, or if
J you're out of ammo,
! & climb the girders to
; B e , reach the manual
release winch
\ above the sub.

UL

If you don't have any geo-mod

ammo, no problem. Climb the girders
until you're above the sub. See the
button? That's the manual winch release.
Use the button to set the sub free.

A B, S0

..or down? There
isn't much upstairs,
so just go down
to the next part of
the level.

When piloting the
sub, follow the white
lights. They lead to

the research facility.

e = ng2n Board this rail car,
¥iF, - & which takes you to the
| next part of the facility.
1
i i ,]
N T
= el 1 b
B
. Blouwii tuff g . 3
. owing stuff up E;ﬁu; '.i Lha N q‘li
, ¥ s

implosion once
you've destroued
the enemy’s hull.

get a suit to wear.
You have to give up
all your weapons, but
save the silenced
I2MM pistol.

underwater gives &
you the pleasure
of seeing the

i

| | | See this guard to

Pilot the sub to the
entrance of the
research facility.
Once you are there,
€os charges you with
kidnapping Deputy
Administrator
Gryphon.
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LEVEL G
JTAGE 3
LEGEND

[1 Start

e« Elevator
w Weapons

€ Enviro Suit
A Armor

M Medkit

== Stairs

--- Door

[T] Check out the poster
on the wall. Parker is a
wanted man already, and
| the revolution is barely | 1 Don’t press the buttons that
hours old. Be careful—you ole ; say Alarm! Unless of course
| have no armor up here and o . you want to give yourself awau.
the place is crawling with j
guards. Follow Hendrix's
advice: If you have to
| shoot someone, hide the
bodu. Gryphon’s office is
on the third floor, so you have to sneak around for a while.




) 16 15"3']' Stay downstairs

EE 2. for now. The stairs
: up lead to problems.

Head through
this door to an
office full of cubicles.
Dodge in and out of
them to reach the
elevator at the end
of the room.
Remember, Hendrix
has told you that
Gryphon's office is
on the third floor.

[€] Turn left out of t"
his office, then right,
then left again to
reach the elevator to
the third floor.

When you reach
the third floor, wait
here in the corner
until the guard
passes. Security is
even tighter on
this level.

. |

- ) Er % [4] Follow Hendrix's
r - advice and take the
- lower-left passage.
A
:-

i
A

[5] The directions
lead you to Hendrix's
office. After you
meet him, head out.

r
L]
-- MJ‘ A

Kill the guard at
this security check-
point (zoom in for a
head shot). Then pick
up the body and
move it away from
the door. Also shoot
the security camera
screens, which
disables the whole
camera sustem.

HITWIOT IHLYHL IO

[S] Make sure you
go into Gruphon’s
office—his name is
on the outside of his
door. If you go to
Davis’'s office, he wiill
trip the alarm. Once
you reach Gryphon’'s

office, he spills the i
beans and tells uou i i,
he wants to see Eos./ U,
Move down the =

ramp to the closet. 3

.

You'll probably have
to shoot a couple of
guards.
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Only a few more months and then I'm out of here. I've
served my time in the company hellhole and I'd better
be rewarded for it. | never knew you could hate a
place so much. | thought it would be rough, but | had
no idea how bad it could be.

| can’t believe this is happening to me. Sure,
I've stepped on people on the way up, but that's what
| had to do. Everyone does it. Office politics are
rough and people get hurt. If you're smart and tough,
you survive. If you're not, you don't. That's the wauy
the game is plaued. So what have | ever done to
deserve this? B-school never taught us what to do
when we're totally screwed.

From €Earth, the stint on Mars looked good,
real good. Me as the number two guy on the whole
planet. And all we had to do was keep some half-wit
miners and egghead scientists in line. No problem. |
was all over that deal. | signed on, packed up, and
was off-planet in days.

The cruise to Mars went by fast. Ultor gave
me a ton of paperwork to read on the trip. | buzzed
through it at first, but | started getting uneasu.
Something bothered me about the personnel reports.
Most people wouldn’t have noticed it, but I'm nothing
if not thorough. For one thing, no one ever seemed to
leave Mars. Sure, a stray exec or two managed to
return to €arth, with the company’'s blessing, but no
miners ever left. Lots of them arrived, a few hundred
a month, but none ever left. And the miner population
stayed about the same. Something was happening.

| was bored, so | tried to figure out what was
going on. | flipped through summary reports and didn’t
find much. Yeah, there were the expected deaths.
Mining’'s dangerous work, so miners die. It's the old
thing about having to break some eggs to make
omelets. But there just weren't enough official deaths
to account for all the missing miners. You expect a
miner or three to die every week, but not 40 or 50.
Production reports, personnel files, interdepartmental
memos—all yielded nada. | hit something in the medical

ORYPHUN

\\\\ \

facility files, though. Dozens of miners a week landed
in the medfacs, pulled off the shift lines for “iliness.”
None of these miners ever appeared again on the
shift rolls. | didn't know what that meant then, and I'm
sorry | know what it means noul.

When | arrived on Mars, the first thing | did
was grab the Admin for a talk. Davis is a burned-out
shell of an old man. Looks like someone drained the
marrow from his bones and then sucked his eueballs
hollow. This place must have done that to him; Ultor
never would have sent anyone in his condition out
here. | hope | don't end up looking like that. | told him
what I'd found in the medfac reports. He just stared
at me with his soul-dead eyes and told me to leave it
alone.

WEell, nobody tells me to not solve a problem. |
got onto the network and started digging. | didn’t find
anything on the mysterious illness that's been offing
the miners. Nothing. | came up emptu.

So | decided it was time to see Capek, direc-
tor of Ultor’s Scilabs. | took an elevator down to his
offices on Level F-2. It's a different world down
there. Everyone | met stared at me as if | were some
kind of insect instead of the number two guy in the
whole place. The corridors and offices are totally bar-
ren. No posters, no plants, no personality at all.

Capek knew I'd been digging through the files
and talking to the Admin. It seemed to amuse him. He
gave a grimace that was supposed to be a smile and
said he’d tell me everything | wanted to know. For the
next hour, as | sat in that chair and listened to him
rant on, my insides slowly turned to mush.

| must have walked back to my quarters, but |
have no memory of the trip. | zombied my way
through the next few weeks, sure that my life was
over. Nothing can keep the G-man down for long,
though, and | snapped out of it. I'm going to beat this
thing, somehouw. I'm not going down with Capek and
the rest when this all comes out.
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[ Start
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[J Start
--- Door
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] * [1] Gryphon will get ’ The secret

security is onto you.
They fire on Gryphon,
so he ducks back in

keep Gryphon alive.
If he gets hit in the
crossfire, the game
is over.

before he can get
you past the door.

..:j' - 3 you through the first E ‘ = passage leads to this
¢ ‘ force field. After o | area. Gryphon
¢! ! that it's up to youl | attempts to wave
4. : ;‘ And uou have to you through, but
. .
5 ) § )

Hit this switch
Fire a couple of

to open up the
rocket shells into

security control & 8|5 =
"
room. - - the room. Turrets
Il cover the ceiling.
E -

Once they are
taken care of, get
into the security
room and get

AT | —— | T
“
"

e | —

Gryphon to the
I-" elevator. From 1
TR T T there go to the T
. launching bay to m
—I;! Then climb the ladder pick up the third vehicle you get to pilot. 3
| 20t to enter it. P th =
1] = to enter it. Press the

11 . two buttons that Q
' lower the remaining ¥))]
force fields. . ~
For the most part, Gryphon hangs back, . <
and guaranteeing his safety isn't so hard. T
Just watch out when h€e’'s standing near you. ~
It's just as likely that you'll hit him yourself as it E
- _"‘ is that the enemy will eliminate him. ™M
_, )
Q
The passage to 3
the left leads to E
i3 (9is FEpET [4] The view from m

room and this .
your new vehicle. 3:

one. Guards

patrol here, so
be prepared to
take them out.

From here you can
fire a Gatling gun
and missile launcher.

e - _'r-! 1
ﬁ'ﬂ] - i = This room has
E "". enemies above and
& ’.P below. Go down
’ [ among the boxes
- to find the secret
FR————. . passage.
- h -
_I_,

If you flounder long

show you where it is
and open it for you.

t f ',
enough, Gryphon will I -,




Destroy the mate t

to your ship quicklu. 1

You don't have to go

into this room, so

avoid it if you want to.
\

[€] Once out of the

you follow the red
marker lamps to the
next facility.

& launching bay (head
| straight up to exit),

Along the way t
you have to deal - % soo )
with other ships
armed with \
\

similar weapons.

This new vehicle has better maneuverability
than the from earlier. The Gatling gun and
missile launcher combo is also more powerful.
Use the power and speed to blast through
your enemies.

oo o813 Y =
[ o Conserve your ammo
\ for the next waypoint.
k. A .
A R
TR T T S Ol

You must clear

Take out the towers
first (with a missile
followed by Gatling
gun bursts), then
deal with the guys
on the ground.

this area of bad E
quys before landing. |
§

Once inside, you
stumble upon this giant
robot. Fire a few
missiles to damage it.
However, you won't be
able to destroy it.

&nﬁ ;..
i L
I\. *'f

=

¢ j

| re—) | TR
o -
a
LA

ol | —

You can circle around the outside
of the chamber to find armor and
weapon stores. Be careful, though,

of the tiny drones in there.

ENer [5] Lead the robot
to this room while
dodging the bullets it
shoots at you. The
| riot shield helps here
because you can't
L a shoot the robot
‘ , anyway.

Run up the ladder t
on the right-hand -
side to reach these
two buttons. Open
the incinerator

\

door first, then
turn on the fan.

The robot sinks
to his doom.

[y

= e}
With the robot , G, i,
lﬂ".ll T

will show up to take
Gryphon away. Open
up the Incinerator pit
and climb down the
ladder. The air ducts
will lead uou to the
medlab and Level 8.

out of the way, Orion '|'§!\
A
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P :w':'t—-'::" A4 [ You craul : A [2] This corridor
E = - through a long vent leads to the second
N r shaft from level 7 to area on this map.

this point, the main

reception area in

MedifFac.

y
.7.:{ o
"
‘.. ) T J . r :
L == D/ AW In the small doctor's office, a
A= - f i lab coat hangs from the
» \_ m lockers. You can play cloak
g | - and dagger again, just like T
LSS * L : when you kidnapped Gruphon,
= 3 | > Q but you don’t have to. You
x - " / will have fewer guards to
1 | deal with if you do; however, ]
v "J‘ you may skip it. If you don't, you'll have give up all :
SN == ‘u —y y your ammo and weapons again.
— A { =L




Guards crauil
all over this room
as well.

-

& suffer in various
l stages of the Plague.
)

Before hitting the
exit, you'll have to
go get the key to
the door. You'l find
it on this desk.
Unfortunately for
the guy sitting
behind the desk,
you'll have to Kkill
him to get it.

G

Not that it's

crucial, but if you go

into the bathrooms here

you can see yourself in
the mirror.

With the key in
hand, you can now
come back here
and open the door.

[4] This doorway
leads to the next
section. The pathway
up the stairs goes to
more labs. There isn't
much up there.

el X

H

The hallway on
the door’s other
side leads to the
elevator up to the
Science Labs.

o

This dooruwiay
marks a security
checkpoint. Don't
bother with the
cloak and dagger.
As soon as you
open the door the

\gig is up.

4

=D FA

. _I _— .HF! When you get oj

= the elevator you face
I several guards.
i

on the main level and up
above. Move quickly
through the room to get
to the end of the level
quicker. You don't have
to shoot every guard.

g
[€] This security
checkpoint has guards

\

[3] This is Capek’s

lab. Run over to him

(on the right-hand
side of the room).
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’_"""—w--.._, When you confront Capek, a small cutscene appears. Capek tells you of his nanotech shield (after you try

to shoot him, of course) and then flees. Chase him out of the room and into the next level.
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[T] Continue to
chase Capek after
your little encounter
with him last level.
Watch out: Giant
bugs fill these tun-
nels, and they can do
quite a bit of dam-
age. Hopefully you've
built up a supply of
fuel canisters for

1

J’

your flame thrower—it works rather well on these ‘

pesky bugs.

EDS FA

L

To reach the
other side of the
cavern in the pursuit
of Capek, you have
to swim..

[4] Be careful here.
The steam conceals
bugs—large and
small.

-

)

[2] Skirt this cavern

down tunnel after
that marks the next
level's entrance.

& ledge to the next
tunnel. Keep heading
tunnel to the gate

)

(¥,

See b
e

.underwater.
Remember, the
pistol is the only
weapon that fires
underwater. Don't
worry about running
into guards, though.
You'll mostly

- battle bugs.

This structure

guards the entrance e
to Capek’s lair. I
§

lookout for bots
that Capek has
patrolling the area.

‘11_;
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Once you get to this
point, be on the
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[6] Get on the other
side of this gate to
enter Capek’s “zoo0.”
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Soon the day will come when | can tell of my
discoveries. For they are indeed mine, no matter that
Ultor supplied the equipment and subjects. Without me,
Ultor would still be stumbling in the unenlightened
darkness. Where all others have failed, | will succeed.

On E€arth, my studies were quickly halted by
shortsighted fools. But Ultor had the wisdom to
appreciate the ultimate purpose of my inquiries. Here
on Mars, my work has the freedom and support it
needs to flourish. Though some must suffer, their
sacrifices will not be in vain, for my discoveries will
benefit all humanity. The end truly does justify the means.

There has been opposition even within Ultor's
organization here. When | first arrived, the
administrator refused to sanction the experiments
necessary for my research. He soon became a
subject of those experiments, involuntarily
contributing a wealth of useful data. His replacement,
the former deputy administrator, was much more
accommodating. The new deputy administrator, Richard
Gryphon, was a source of concern when he reached
Mars, someuwihat over a year ago. After a meeting
with me, however, he quickly became one of my most
ardent supporters, eliminating the need to have him
join the experiments.

Progress is driven by men of vision. The
world will soon realize that | am one of these.
Wherever I've gone, there have always been those
who would hold me back. Before Ultor invited me to
lead their efforts, my work had been hampered by the
couwlardice of others. Everyuhere I'd been—company
laboratories, university research centers, government
institutions—lab directors and department supervisors
were constantly interfering with my work, halting
investigations along lines of research that made
them queasy or nervous. When Ultor invited me to
continue my inquiries in their mining complex on Mars,
free of oversight and restrictions, | knew that my
time was approaching.

With the resources of the Ultor Corporation
to support my efforts, my research is about to bear
fruit. For five long years, | have sequestered muself
deep beneath the surface of Mars, experimenting,
analyzing, and refining my techniques. | have endured
years of frustration, as subject after subject died or
exhibited results outside the acceptable range. | have

LAPEK

) ioYe

dared to persevere, and | am now about to reap the
rewards of my great labors. Within my grasp is the
golden ring—elevation to the immortal pantheon of the
giants of scientific progress. This | will not be denied.

Though many have investigated
nanotechnology, all before me have fallen into
unimportant sidetracks or shied away from the final
revelations. No one but me has grasped its true
promise. Far more interesting than its effects on our
environment is its infinite potential when applied to
organic systems. Here, in Ultor’s isolated facilities, |
have had unfettered access to the subjects necessary
to gauge the effectiveness of our serums. Of all the
organizations for which I've labored, only Ultor has
understood the importance of this.

Nothing can be allowed to interfere with my
progress nouwl, so near the end. Let others panic over
inconsequential matters; | shall remain focused on my
great task. If the miners are agitated, that is a
matter for the military to handle. If Gryphon’s beetle-
browed security guards cannot keep the masses in
checks, perhaps Colonel Masako’'s mercenaries can
finally prove their worth. My work and equipment must
be protected, no matter the cost.

| have long thought that a violent miner
uprising might actually turn out to be a boon to my
research. In the confusion, live, uninfected miners could
be captured without arousing suspicion. These could
serve as experimental subjects to be observed in
closely supervised conditions wihile the infection runs
its entire course. I'll contact Gryphon and Masako
about procuring such subjects if trouble does erupt. A
revolt would have another benefit: Any violence would
account for the many missing miners, thus solving a
problem that has been concerning weak-willed individu-
als within the administration.

Given the potential advantages, perhaps |
should devise a plan to trigger an uprising. It
shouldn’'t be hard to arrange it so that that
Neanderthal, Masako, never knows I'm responsible.
And that is a critical consideration. The mercenaries’
protection of my facilities will be required once
events are set in motion, so it would not do for
Masako to blame me for the revolt. Yes, this bears
additional thought.
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LEVEL 10
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[1 Start

[ In the first room
of this level an ATV
sits parked in the
corner. You can drive
the ATV, or hop
onto the back to use
the mounted turret.
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[2] While driving the

ATV you can run

down the guards or
shoot them.
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difficult to turn it around.

V]
You can open E i-‘i'h'au;:
the gates to the 114

first “cell.” When you
enter this room,

Capek taunts you,

telling you to look

for one of your

friends. The cell

holds miners who r
have been modified

by Capek'’s

i
A ﬁ_ [.'E'!

experiments. Shoot through the window to gain access.

The corridor to the right holds
nothing but pools of water.

Don't

drive the ATV douwn there; it will be

This is one of the
affected miners. If
you shoot one, the
group will attack
you. Otheruwise, they
leave uou alone.

> A (NG|
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[4] This room
contains ammo and
armor to help out as
you press further
into Capek’s lab.

A ——
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[5] Be careful along
this corridor. A slip to
the right and you fall
to the bottom of the
chasm and die. Guards
patrol the corridor,
but automatic shotgun
blasts should do

the trick.

i W176Y | [E] When uou reach
!f;" g "," this point, Capek
taunts you once
il more—uwishing ggu
N Y a plerflsant stay in
his lair, although he
- =i has to depart. The
| missing bridge
sa prevents further
-z_) PRelREE=
T e ——— T
Eliminate the crea- ( Ly i B
ture beneath the = "i._:'- ¥
surface of the A% >
water, then jump
into the water to
exit the facilitu. b {‘
B
- F
h.

Sir

When you get
underwater, follow
the lights along the
bottom. They lead
to the next area.

After a long swim,
you happen across
another underwater
creature. It guards the
entrance to the
submarine bau. Since
you are underwater,
you have to use the
pistol; it takes several
shots to kill the
creature. Once it's

dead, you can jump up into the submarine bay, which
contains a couple of guards and of course a submarine.
Drive the submarine farther into the underwater caverns.

Make sure you follow
the correct path. You
wouldn’t want to
explore ground you've
already covered. Take
the path behind you
and to your right when
you enter the sub.




You run into
another submarine
farther down the
path, just after you
get the message
from Hendrix that
he hacked into
Capek's security.

e, L]

Along the way, Hendrix passes on

tons of information. Now that he's

hacked into the sustem, he's uncovered

Capek's plan. He's been experimenting with
nanotechnology on the miners. The failed
experiments kill the miners—these bizarre deaths

are what everyone thinks is the Plague.

[S] This is the exit
to the underwater
tunnel.

[5] Once out of the
sub, you end up in
this bau. There are "

several guards, one s

on the platform as

you step out of the V i "’
water and others / LR -
across the water - g,

and down the
corridor. Head for
the corridor, guns blazing, to cut them down E

LI

el L

[

When you press
the button in this

|
doorway, you hear a
message from Capek.

|

It seems he doesn't
want you going down

L
" % . TR TR TN that way just yet.
o 4:‘,"\-1,. |
£ > N )
Head down this f
corridor. When youre |l (S5 M2
about halfway down ! =

the path, Capek
informs you that this
is a feeding shoot.

:._,.p’
I'ﬂ"
¥

i 12,

] This giant worm
is what's down there.
Yikes! Its green slime
is deadly, so move
fast. To kill the worm,
first strafe left to
avoid the slime, then
h ¥ 9| use the rocket
3 ’ launcher to fire shells
_J. into its mouth. If you

run out of rocket
launcher shells, use the assault rifle to finish it off. Keep
in mind that you don't have to kill the worm, so your
best move is to just slip around it. The exit is at the far
end (of course). Pressing the switch along the right-hand
wall opens a door leading to another worm creature. /
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i 48 [C] When you reach
this point, you hear
guards up ahead
discussing whether or
not you'll show up
and how bad it will
be if they are the
ones who allow

you to pass. You
should have the
sniper rifle by now
or, even better, the assault rifle. If you do, let the
guards have it before you come around this corner.

With the guards
out of the way,
cross the bridge
to the airlock
that leads to

\Capek’s lab.

Be careful when
you step through
the airlock doors.
On the other side
is a ceiling-mounted
turret.

-
|
=

Don't descend this
ladder. It leads
back to level 10.

- -
Actually, if you had 3 -
taken the path to Y
the second worm ¥ 1y (e’
-
|

mentioned in the
previous section,
you would have
entered level I
from this hatch.

ceiling-mounted
turrets. This corridor
contains two—and
that's on top of all
the security guards!

hallway, a small
equipment area holds
two scientists, some
equipment, and two
much-needed medkits.
On the other side of
the doorwauy is this

elevator. You have -
to hop doumn to it; it "’E_FJ»
begins its descent as -
soon as the doors open.

Guards circle on
the catwalk above
this room. Be ready
for them before uou
open the door.

'|
[6] Once you get into L | #8140,

|]. o -
this room, Capek -,'1-_' 2
taunts you yet again, - .‘:"h =
suggesting that the P .
poor souls in these ;
cells might have been
-

friends of yours in
the mines. Then he

HI!
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unlocks the cell

- -
doors, and these b J

mutants are quite
\unhappg Unfortunately, uou have to kill them.
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Stairs from this

room lead to the

catwalks that patrol
the cells.

If you enter from
below, you have to
slay a few rather
ugly bugs. The
benefit to
approaching from
below is that you
run into one of
Capek’s scientists,
who tells you that
Capek is in the
central research

lab and that his nanotech shield is impenetrable.

e S

This is another,
larger cell complex.
If you enter it from
the catwalk, you
can open the cells
via the control
panel on the right.

I-

[5] Many guards
patrol this area,
some on the
ground...

..and some
overhead. Eliminate
them all.

the lab’s next level is
here. Two guards
wait on the other
side of the door
when you enter this
room, so be ready
for them.

] The elevator
stops at Capek's N

inner sanctum. et
Conserve your health

and your armor as

you approach this = P .
area. Take your time = - t."

dealing with the
guards, because you -
need everything for k
your fight with
Capek. He floats in the center of the room after all of
the guards have been killed. Don't bother shooting
rockets at him; his nanotech shield gives him immunity
from the blast. Just use normal guns to kill him. As you
fight, move quickly—his energy blasts do a lot of dam-
age. When he's almost dead, he stops floating and
stands at the top of the ramp. Rush up and finish

him off.

After you defeat
Capek this cutscene
plaus. Eos implores
you to leave the way
she came and to get
the word out about
the cure.

/

I e e}
ki )
f 2 i
Find your way up the § [ ™R -
ramp and into the S
mine corridor €Eos
came in through. An
airlock on the other
side leads to level I2.
\ - :l =
F—Jﬂ
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[T After exiting
Capek’s lab, you
come out into this
clearing and meet
up with another
miner. He has
instructions to give
you a disk and
offer you a ride.

These pesky

ships strafe you as

you travel farther

up the canyon. Take
them out!

Ve

E

o

These rocks are
near the end of the
line. A lot of

guards wait at this
bend in the canyon.

Hop on the back of
the ATV to man
the rear gun so you
can take out the
guards.

Look behind the
boulders for the
next section of
level I2.




[4] See the vent -
cover along the

top of the screen?
That's where you

need to end up.

mang

You have to swim
to get there.

LAl
1l

o

N
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Once out of the
water, be prepared
for more annouying
bugs.

Finally, you are
next to the vent
shaft. Place a
satchel charge to
get over to it.
You can also slide
up next to the
grate covering the
vent and press
Use to open it. Then a daring hop out onto the open
grate gets uyou into the tunnel behind.

Race through the
vent shaft, then climb
the ladder to this
point. Follow the
lights.

[6] To get across the
canyon, ride this tram.
Guards wait for you on
the other side. If you
have the sniper rifle or
the precision rifle, use
the scope and try to

pick them off before

\gou get there.

rifles.

[Z] Once across, exit
the tram and deal

with any guards you
couldn’t hit with your

Y310437 WO IHL 01 I01H UOAUET o

Head to this
door—after all, it's
the only way to go.

Al

__‘l_l-i_\.

N 7

You have to make it
to the comm center
so you can call in the
fleet. Then you need
to deactivate the laser
defense grid Ultor has
set up. Head through
the airlock and into
level 13. There is
plenty more work to
be done.
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[T] After exiting
the airlock, proceed
to the elevator.
While you're riding
the elevator,
Hendrix informs uou
that uou need to
get to a console at
the top of the
comm center.

[4] This is the

generator room. You

won't find anuthing
in here.

el L1

Find the elevator to
the upper levels.
Don’'t worry, you

haven't found it yet. 7
This elevator is just ;
the beginning. The guards in this
corridor are dug in
behind two sandbag
emplacements. Lob
grenades at them.
is room is a I
hornet's nest of T B ™M
guards. L~ r]
el D
~ 3
Want to see around corners? If you 3
acquire the fusion rocket launcher, check
out its infra-red. It shows the thermal P]
‘ image of your surroundings. You can see g
| bad guys through the walls. -
m
E T
p } -Il Once you've dealt
with them, take the
door on the left to
\*,‘ get more ammunition.
= [€] The guards are
/ all over the place in
this room. Keep them b
- = | pinned down with \
L A
ki J fire from above.
BIEEE e i e -

This room
contains a large
number of guards as
well. Watch out for
the ceiling-mounted
turret (what, was
Capek in charge of
decorating this
place?). There are
adequate first aid
supplies in the
\contr'ol center in the middle.

If you don't
already have it,

= |
|
you've just found the
sniper rifle. This room
j |

also has tons of
ammunition, armor,
and medkits.




Head down
this corridor to
find the elevator
to the next level.

{
The first order of E
business is climbing i
the staircase. Just
keep climbing as
fast as you can, and
leave your finger on
the trigger.

-

L S
et L

UL

) .“]i On the way up, ! The lockers at the
you'll see merc top hold medkits, but

-
N iANw Ryt Feltiere 4+ | Ee iareful 35 L,|oud
patrolling the i un ar-qun ; guards
‘ surface. Just £ are coming up the
; =)
b

hope they don't stairs. If you press
notice you. the button at any of

the consoles, Hendrix
| tells you that you
! need to go to the

_r) one in the middle. y

o @ d'ﬁﬂﬂ\_q} éﬁ l.."n'_.-'lﬁl

{
[S]1 When you reach E
the top of the i
elevator, make sure
your wieapon of
choice is fully loaded.
The place is crauwling
with guards—you
have a slugfest on

\gour' hands.

You don't have to kill every single guard
in this section. There are just too many of
them and they are too well equipped. Just
keep moving and get the job done.

-

=1 T,

Whenever you have a moment's rest—like Once you're at the

IL during elevator rides or when you find a middle console, this
! room with no bad guys in it—make sure you cutscene plaus as the

tl reload your weapon. You don't want to run transmission takes

ul out of bullets just as you start a new area. place. Just be ready
for action. As the
message finishes
transmission, the
guards come bursting
up the stairs. Move
quickly—some of the
guards are now equipped with rail drivers. You don't want
\to get hit by one of those—one shot and you're done.

Z"’ 1

' ; by X ol ! The airlock to
1 A = .‘ Lk '| Ll | escape through is back
s _‘,« at the bottom of the
staircase and to the
i | e right of the elevator
il | you came up on. Head
there to complete the
e . ¥ level and move on to
» r ) your next mission.
- T .
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[T The plot thickens.
With the transmission
accomplished, the fleet
should be on its way
from E€arth. The only
problem is that a laser
defense system wiill
melt the fleet. You
have to get up to the
space station to
disarm it. But first

you must shut down the missile battery that could blow
up your shuttle to the space station.

L5
e
i
s
lﬁ
E
A ——

The guards on
this level are well
armed (rail drivers
for some) and well
armored. Retaliate
with equal firepower.

When you reach
this point, Hendrix
tells you the turrets
at the far end of the
canyon are firing
explosive rounds.
Fortunately for you
the gunners are slow
and can only get a
bead on you if you
stop in one place for

Don’'t bother firing
at them. They are
too well armored
and it isn't worth
the ammunition. Just
get to the doorway
underneath. It leads
to the tram station.

So move from rock
to rock. Theu
provide adequate
cover. If you move
fast enough, the
turrets can’t hit you.

[4] The passage to
the left leads farther
down to a medkit and
some armor. Forward
is the airlock to the
next part of the level.

Head through
this door into the
tram tunnel. You
aren’t at a stop, so
don't wait for the
tram to come to you.
Go down the tunnel

\to a doorwauy.

[6] This area holds
the tram, a few

medkits, and a ton
of security forces.

Once you get on the
tram, you find out

that €os is still alive. =+ — =
The antidote worked % Ex g gl |
-

and they are synthe- — n —
sizing it to help cure . - !ar-"
the rest of the min-

ers. She also :

implores you to get I
to the space station & J_L
as quickly as you can f

to disable the laser

defense system before the fleet arrives.

The tram takes
you to this station.
There are more
guards here and,
more importantly,
more fusion rocket
shells! But you have
to take them off the
body of one of the
guards. So move
quickly; the guards
have a lot of firepower now.




The fusion rocket launcher is a really
pouwerful weapon, but watch out where
you fire it. The blast of the shell is quite
large and can damage you. Save this
weapon for distant targets.

2'!” [8] After clearing out

the last section,

| reboard the tram and
ride it to the next
station. Along the way,
another tram comes

down the parallel track
with guards aboard. Kill

them before you reach

‘) the next station. /
1

i stop is the level's

i | | next section. Once
a 5-' ! ﬁ‘ e~ | you are there,

% Mk | Hendrix tells you

. that he's overridden

the computer sys-
tems to the missile
bay doors. He's got
them jammed shut.
Now launch a missile

|
=" # ’mfu_, [S] The next tram

-

to blow up the works. Then you can head to the shuttle
and up to the space station.

At this point in the game, the security

guards have pretty much all been replaced

by mercenary soldiers. They are much harder

to fight and are better equipped. Use weapons

that put a lot of firepower on target—like the
heavy machine gun. The automatic shotgun is nice,
but it can't stop the mercs with one shot. And leave

the rail driver alone too. Its reload time is too slow to
be effective in close combat. Use it like a sniper rifle
against targets in the distance or around corners.

Head into the E |
control room dead i
ahead..

vl L]

‘ ..and press this button to open
8| the door to the next passage.

1
’?
r—),

d
] This room offers E =
access to a computer | |
room (which has
ammo and a medkit)
and a break room
(which also has some
ammo and a medkit).
It's time to restock

\gour supplies.

vl L]

{/
[[2] This is the main !; =
missile room. Walk ki
over to the blue
console (just like
the one in the
comm touwer) and
press the button. .y~

This cutscene of
Parker pressing
the button plaus.
A computer
voice says that
automatic missile
launch will occur
in 30 seconds.
Run fast to get
back to the tram.
Otherwise, you
go up in the explosion. As you run, be sure to Kkill
the tech coming in to stop the launch. If he
succeeds, you lose!

A T ——
- i;

Once on the tram,
you hear the
computer count
down the time to
launch. The resulting
explosion damages
the tram and uyou
black out. That's all
right; you are still
alive and uou just
made it to level I5.
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[ Time is of the
essence on this level. A
shuttle leaves in 10
minutes and uou need
to be on it. Hop out of
the tram, but crouch at

[4] The APC packs a
wallop. Use the guns
and explosives to
plow your way
through the soldiers—
running over them

the same time to make works, too!
it through the small
windouwl.
Watch out for - . j..l [5] When you reach & '-'\'i'“hl A5
the turret overhead | the spaceport at the
down this corridor. end of the canyon,
The guards, carrying you find that the
rail drivers, are also i leader of the merce-
quite formidable. S — naries—Masako—has
1 started sealing off
- - the areas. Ditch the
¥ J APC and head to the
T T e door on the left.
L - i
gﬁ* y You have 6 1 %
y stumbled into the ¢ 19 700 .
- e DR . ﬁﬂg}:‘l = 1220 «f [E] This leads to the g
Hendrix suggests, L PR DRI, Tak_e g
* o fnd S nde |- . tpem o the shuticin |11 &
to get you to the ’ D
shuttle faster. 3
Fl ' ﬁ'." . . - i.l
F i J d | M
L 5 4 {
.'ii \ ' - g
- ‘ T - \ \ e t
Head up the f - - - — 3
stairway to your ’ " :
left. It leads to a — m

small office.

The office
contains the
button that opens
the bay doors on
the right-hand side
of the room.

One contains a
medkit and some
armor. The other
houses a mercenary
armored personnel
carrier (APC). This
vehicle will get you to
the shuttle quickly.




s

Once you reach the shuttle,
quickly get on board. Deal with
the guards inside. Once they are
out of the way, take the lift up to
the second level of the cargo bay

SA »:gl&r? 9 f Tl DR

Once on the second level, you
come across this cover. It leads to
a place to hide during your escape.

1T,
1

ey P 7
- =

-1

And uyou are on your way to the
space station.

and head left.

)/

This whole place is going to hell. | knew Capek was trouble
the minute | laid eyes on the freaky egomaniac. But he's
Ultor’'s golden boy and no one listens to me.

This complex is going to explode and I'll have to put the
pieces back together. I'm going to make sure Capek's
caught in the blast.

The battalion’s been in tough spots before, and we
can handle this one. If things go bad, Ultor security’s going
to get hit first. We'll let the miners work over the security
guards while we dig in. The guards should buy us enough
time to bunker down around the base’s vital points. Once the
miners crash against us and stagger back to lick their
wounds, we'll counterattack in strength. Should have them
crushed in a few daus.

Capek’s going to die for sure. That pompous ass
just won’t leave me alone. Calling and storming into my
quarters. “Protect muy work,” “Will not tolerate interruptions to
my research,” “Earn your pauy, Masako,” €tc., etc. As if this
whole snafu wasn't all his fault in the first place. Serves him
right if we let the miners rip through his labs and trash
everything he’'s worked on for the last five years. Then | can
shoot the half-cyborg bastard and blame the miners for it.
They'll all be dead anywauy.

When Ultor called us to Mars three months ago, |
thought the execs had panicked. Nouw, | don't know. It's going
to get ugly douin here. A rising tide just might sweep Ultor's
ass right off this planet. The security guards have held it

” MASAKD

\\\ N

N

back so far, but they won't last long when it breaks. Welll
weather it, though; we always have. Those miners are tough.
With the right leadership they'll flatten the guards. But they
don't stand a chance against my mercs.

| still don't know what Capek’'s been doing, but he's
responsible for all the missing miners, somehow. | don't know
if the miners have figured it out yet, but I'm going to get it
out of him before | kill him. He's the most arrogant SOB I've
ever let live. Tells me | have no need to know what's going
on. I'm supposed to just protect his pencil-necked eggheads
from the mobs when they come around. Fat chance,
implant-bou.

Stauing within the chain of command does no good
either. Deputy Administrator Gruyphon's supposed to be
Ultor’s direct link to us. But he's scared about something,
more scared than I've ever seen anyone outside a firefight.
Don't knouw if it's Capek, the miners, or this whole damn mess,
but he’s a basket case. Every time | talk to Gryphon about
Capek, he shrivels up like | dumped a bucket of ice down his
shorts. He won't cross Capek and he won't pass my com-
plaints to the Admin. I'd happily leave bootprints on Gruphon's
face on my way to see the Admin, but he’s even more of a
jellyfish than Gryphon.

When this thing blows up, I'm not wasting my troops
protecting their butts. I'm not losing a single soldier to save
some egghead or Admin puffball. We're hunkering down and
digging in. When we come out, everyone who’s not a merc is
going to die.

\We're getting off this rock alive, even if no one else is.
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LEVEL 16
QT4

LeEGEND

R Access Ladder

--- Door __E?_: /

[T After emerging
from your hiding
spot aboard the
shuttle, go down the
ramp into level 16.
The first room is
this docking bau.

Walk up the
ramp and blow out
the glass to enter
the passageway
above. Then enter
this small room to
find more weapons
and ammunition.

IoN

T .

Ry

Before uou head down the ramp, take — A

out the civilian working in the shuttle bay, = 0 \Watch out for

or he'll alert the guards. Also, check out oA security bots like
the crates on your left before disembarking this one. Although
for tons of weapons and ammo to get you B o they are easy to kill,
started on this level. e ] they are a nuisance

on this level.

This is the door
to the reactor room—
nice of Ultor to label
all of the doors. You
can't do anuthing here
yet, but it's good to
look around.




[4] This is the
reactor itself. Once
you blow up the com-
puters and open the
hatch to the escape
pods, return to blow
up the reactor and
the station.

At the top of the
ladder you have to
cross over to
another to go the
rest of the way up.
This ladder set is
blue, whereas the
first set was orange.
Another pesky secu-
rity bot comes at
you as you climb.

g A
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After looking
around, move to the
next ladder. Hendrix
tells you that up
leads to the
command center and
down goes to the
escape pods and
some labs.

The first landing
holds two doors, one
marked security, the
other marked
computers. Head
down the security
corridor to find the
command center.

[6] This is the
computer lab. Deal
with the guards first,
then blow up the four
computers. Repeated
blasts from one of
your guns will do it,
but a remote charge
works quicker.

When the first four
computers are out
of the way, climb the
ladder (in betwieen
the two computers
on the right) and
head over to the
second room. Four
more computers in
this room need to be
blown up.

Go back to the
ladder; notice that it
continues upward.
Climb to the next
landing. The first door
on this landing is
marked imaging.

The second door is
the one you want.
Head down the
security corridor to
find the switch
that unlocks the
lower levels.
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Before you set

the reactor to

overload, make

sure that the hatch

at the bottom of the
first ladder is open. You
only have 60 seconds to
exit the facility once you
start the overload, so you won't have time to go back
toward the command center to reopen it.

e

The switch to
unlock the hatch to
the lower levels is on
the control panel in
this room. When uou
press it, Hendrix tells
you the door is open.

fourth area on the map—the
reactor room. Once there,
climb the ladder on the back
of the reactor. Don't slip—
you will fall into the reactor
coolant water, which is harm-
ful. Go up one level and press
the first switch. Then go back
down and press the other.
This starts the reactor
overload.

!
After you've verified that the ‘—a_‘
hatch is open, go back to the B p 201

{ i -‘:l -
Nouw, make a beeline
to the escape pods
because...
|
| LOADING ,

..the place is
going to blow.
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[ The escape pod

-
e crashes on the surface
of Mars; the impact
)

[€] can't go this
way—the mercenaries
have blown up the
bridge.

knocks uou out. When

you wake up, this
miner has come to
rescue you. Hendrix
has sent other mem-
bers of Red Faction to
come get you.

\

i i
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Follow the miner
down the cavern
behind the waterfall.

Instead, turn this
way and head
farther into the
tunnels.

A | e— | T

1 F-
!%ﬂl 2 At this intersection

r -
114 several mercenaries
ambush you. Lob a t_;!
g B couple of grenades, g ) L Another rocket-
f j l
\

then charge in with the launching guard
heavy machine gun. patrols this room.
Killing him guarantees
you a fall-back
position.

2] If you take this

=
leg of the cavern,
you run into
another large group

E

of mercenaries. The

other path, through

the fourth point,
has fewer guards.

all of your weapons, ammo, and
medkits from fallen mercenaries.

-

- There aren’'t any items to pick

3 up in this level. You have to get
=

right here. Be careful;
I ¥ a rocket-launching
mercenary guards the

s r T
ﬁ - entrance.

-
way, you face one ey Ll the mercenary base is
guard up above and
one along the path

i

. i&l L 4’ [4] If you go this J iig’ '/p E.I The entrance to
\ \

Rocket-launching

mercenaries wait up on the E
bridge, but you don’'t have | .
\

to deal with them. Save

your health and armor by
using the cover fire from
the other members of the
Red Faction to get to the

\exit to your left.

protect him, so don't i -
rush into an attack. ‘ 3

B gﬂ ' . -

| Two sentry guns 4 ¥ . |
| -

i =



the two sentry guns
and the merc.

When the sentry
guns are eliminated,
go inside. Follow the
| corridor to the
| airlock door.

[5] This is the last
portion of level I7. An
airlock leads to the
next level.

airlock you hear a
sinister laugh. Green
smoke enters the
room. There is no use
fighting it; you just
walked into a trap.
You pass out and then
wake up in level I18.

LEVEL 18

STAGE i

[] Start

e Elevator
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--- Door
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[2] You are very
weak and have no
armor, so your first
order of business is
to race for the
envirosuit hanging
on the wall. Then
pick up the gun that
the miner who freed
you dropped.

[ You awaken in this
prison cell at the start
of level I8. A fellow
prisoner across the
way explains how you
got here. After a few
moments, you hear the
cry “Red Faction,” and
the cell doors open.

The sentry gun in
this room is quite
tempting. You could
hop behind it, and
start mowing down
the guards.
Unfortunately, uou'd
be standing still while
you did this, and the
guards have pretty

good aim.

The room to the
right is nearly identical
to the one on the left.
It contains another
sentry gun, but using
it has the same
drawbacks as firing
the first. Head up the

\ha"UJal_.] to point 4. E
7

P

i [4] The small control
WA room here contains
- an armor pick-up and

.'h a medkit. You'll need
— ' e it after the firefight
in the hall.

Take the elevator to
the next area of the
mercenary base.

Be careful as you
walk down the halls
of this area. Behind
every door is an
angry group of
MErCeENaries.

WYr 40 1710 9011139

This room is one

of the mercenary

barracks. A medkit lies
underneath a bed.
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[6] Cut down the
mercs in the mess
hall, then move to
the back room.

i S r-!
== . P2 51 This office room

g also holds weapons
and a medkit.
)
This is the

) g 'ﬂ =
mainframe computer ! ks
room. Unfortunately,
Hendrix can't hack
. )

This room contains
a medkit.

into the mainframe

and he can't open

the door to the next
level. He has an idea,
though: If you can .
turn the power off, ‘
If you haven't noticed, this level he should be able to
contains a lot of medkit pick-ups. hack into the machine as it boots up. So head off to
That's because the firepower on the elevator and the generator room.

this level is intense. Snag all the
medkits if you hope to survive.

0] This is the
generator room. Clear
out all of the guards
first, because once you

turn the power off, you
need to make a beeline
back up the ladder to
eliminate the guards
before they shoot
Hendrix.

One merc lurks

in the bathroom.

Cut him down and

grab the weapon
pick-up.

The power switch is

g" ¢ .
on the lower level in
the corner. Hit it and
get out quick. s
This room x
\ RS

contains ammo and \
a medkit.

This is the entrance
to the final level.
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R
i 16! Be careful—

a large group of
guards waits
around the corner.

[ You start with
Hendrix at your side.
Get ready to lay
down cover fire for
him as he makes a
run for a hangar
control room.

Pl

A = ] A

The room is g — - I?l'r]q y .
swarming with @i# fm T se the rail driver
Mmercenaries. = to get them.
Have one of your
machine guns
readu. You have to

\ )

keep up a fast rate
of fire to succeed.

[4] This room
houses the fighter
bau. You need a
fighter to make it
through the rest of
the level—you can’t
= 2 do it on foot.

Hendrix. HEll make
it into the control
room only to die.
Colonel Masako
planted a trap, and
he's history when
she springs it.

Don't worry too B B 114
much about I .,
\

e

Press this button
to bring a fighter out
Sl [ s of storage. Make

chuttle, but if you sure you killed all the

-
b gl guards on the roof.
need someplace to I i T (o €T @
A

ACT!

There aren’t any

take a break while drops in on you as

you reload, it you enter this room.
works.

The fighter will take
some time to travel
along the railing
system. Wait patient-
ly for it to arrive.
You need this fighter
to make it through
the rest of the level.

Board the fighter
and head out.
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Before you board the fighter, take stock of

your armor, health, and weapons. First, you

need a lot of armor and near-perfect health for

the final battle. If you don’t have it, you might as

well start the level over—there are no more

medkits or armor pick-ups. Also, you need a large
quantity of heavy machine gun, submachine gun, or
assault rifle shells for the final battle. If you don't have
a lot, pick some up along the wauy.

l

[6] Mow the guards
down with your
cannon. You don't
have to kill them all,
but it's a good idea
if you don't have a
lot of normal ammo.

After you eliminate all
the guards in the
corridor, hop out of
the fighter and pick
up the weapons the
guards dropped.
Make sure the fighter
is low to the ground
when you exit so you

\can hop back in.

HIGH GR I.GW?

As you head down the corridors in your fighter, you have a
choice: Skim the surface or fly up high. If you take the high
path down the corridors you avoid the fire of the
mercenaries on the ground, but you will have to deal with
merc fighters like your own. If you take the low path, you
can pretty much ignore the fighters and just concentrate on
the guards on the ground. Take the path along the ground.
When you get to the next area of this level, you will have
to do battle with three fighters. They wiill take at least three
missiles a piece to destroy, so conserve your ammunition.

As uou travel down
the corridors, fly high
or stay low to the

g
o T ground. If you take
it the high path, you uiill
= have to fight off
f £

several other fighters
while you ignore the
ground forces.

If you take the path
along the ground,

you have to deal = E li_'l:_,l- onsT -
with the mercenaries \ 'l \_ote p
on foot, but you can ' 5
(= 7
r
1
\ )

ignore the fighters
in the air. It is bet-
ter to take the path
along the ground as
you can CONSErve
your missile ammo.

N

This shuttle bay is
just like the first. You
don't have to kill all
the guards—just get
to the exit at the
opposite end.

Don't bother exiting ! il §
the fighter to check - -
out the shuttle. There
is nothing here—just
guards to Kill.
. EN" -
|}
‘ TR TR T Lol
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This is the door

you are looking for;

behind it waits the
final battle.

fighters. But, save
enough rockets and

100 rounds of
cannon ammo and
three missiles).

%g g the room, you have
. to battle two other
)

s
A — A
- E +__ i3 -
Make sure you don't ]
use all of your N '{' q“ e 4
ammo—uyou still * P
have to deal with —
Colonel Masako.
- lk"\-- /II -
# A
B s

Colonel Masako
enters the battle.

-
With the two fighters
out of the way,

)

Stay close to the
ground with your
fighter as you
trade blows with
her ship.

shells to take out a E
third fighter (about I
§

: ' ! You only have so

Even though you

should have enough B 8
armor to survive "
the fight, your ship

blows up when A .

hers does, and if o il

you're too high off

the ground, you wiill g a2

take damage from
the fall.

On the ground,
open up with either

-
-t the heavy machine
gun or the assault

)

""_A_
T|.=| -4
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rifle. This cluster of
boxes provides
excellent cover.
Circle the boxes to
keep them between
you and Masako.

You have to hit her

‘. : . :z.u'fa

- -
several times to kill
her. About halfuay
through the fight,
she fires an intense
barrage of shots.
Shield yourself

¥

behind the boxes.

(like in this screen
shot here). Keep
circling around the
boxes and try to
keep the nimble
Colonel Masako
underneath your
crosshairs.

_-. ;

Only fire your weapon when you have a good shot.

6,
= much ammunition,
I so don't waste it
2 -
- _ah I-"

§ _p'.!
g' " oo
-

=
Eventually you
break her shield
and she falls to L
)
|

the ground.




Move in for the Kill,
but remember that
her very powerful
weapon can kill you
quickly. Keep using
the boxes for cover.

After she is on the
ground, sulitch to the
rail driver and go for
the quick Kill.

With Masako dead,
walk over to the =
bay doors in the
floor—the ones that
Masako’s ship came

up from. Go to the

one on the left and —
press this switch to
go to the under-
ground portion of
the level.

The floor will begin
to move as the €le-
vator makes its way
to the lower level.

You have found Eos
and the bomb. Go
disarm the bomb.

To disarm the bomb,
approach it from the
right hand side like in
this screen shot.
Once you are in
position, press the
Use button.

Nouw you're in the
bomb disarming
interface. As you
press the buttons on
your controller, they

will light up if correct.

If you are wrong, the
sequence disappears
and you have to
start over.

You've got to be
fast—the clock is
ticking! The code to
disarm the bomb wiill
be different than the
one shown here—
it's a randomly
generated code.

Once the first four-digit
code is entered, the
control opens to reveal
another code. This new
SEQUENCE IS SeEVeNn
characters. As before,
if you enter a button
incorrectly, you wiill have
to start this sequence
over. The previous
four-digit sequence
stays locked in.

With the bomb disarmed
the game ends. You uiill
see the following
cutscenes. The €arth
Defense Fleet makes it
to Mars. The revolution
is @ success—all thanks
to you. Now go back,
raise the difficulty level

a notch
and see€ if
you can
beat the
game
again.
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| Red Faction of

ers a multiplayer
deathmatch’made. On PlayStation 2, you
battle another player along with several
computer controlled bots. In the Player
versus Bots mode, you fight up to six
computep-controlled opponents.

In Player versus Player mode, ¥
you can fight against a human a
oppolpent as utell as up to ¢

four computer-controlled opponents.
Some multiplauer levels contain hidden
areas with powerups that can be
réached only by geo-g\odding See
u.that’s behind the posters in the

Iobbg level, for |ns‘_tance

t_m-] t?‘.]

g
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Select"frgm 13 dlfferent charac-
t.ers for your multiplayer combat.

Red Faction's multlplajer mode
contains nlne‘levels

e
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SNIPING

When hunting other plauers, a good
strategy is to take the high ground
and pick off opponents with a sniper
rifle. The only problem is that skillful
plauers can sneak up behind you while
you stare through the scope.

Use this strategy early if you
start out in a good spot for sniping.
Later on, the combat moves too
quickly. The only other good opportu-
nity for sniping occurs after you've
killed an opponent. If you're up high,
scan the battleground looking for your
foe to respawn.

i
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<] Thg levels are packedﬁmlth ujeapons ‘

]

an ammqb The fusion!racket laupcher
is one of/the best for‘F.l racking up kills.

If you stumble across a group!of - ‘r
plauers! or bots, send a fusion shell
into the c’enter to dFstr'og all of [them.
If you're wornied about
getting’hit bu| this| powerful weapon,

ke?p {moving.

'{lg--:k

-

| | .
[ I f
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Dumng a deathmatch gou have. to keep' movmg around And sihce there is no
map feature in Red Fact'ion you have to know where you are. Staglng alive cant
be 'as simple as khowing where the next medkit is so you can rebuildiafter a
tough shouidouin.'So how do you learn the levels? Go for!a walkthrough
yourself. Select Player versus Bots from|the Main menu, then select No Bots.
Now you can walk through the levels and get the lay of| the F‘Ia(]d, so to speak.

i \

| | LN

| I
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SPEED KIS
The action is fast and furious
in a deathmatcl‘j; remember
that speed kills. Weapons like
the rail driver take a long time
to reload. If 'you miss, you're
going to be in big tr'oul:jle if
the enemy is in.close. A quick,
agile plauer canido in a player
holding a rail driver with
nothing but a pistol.

—
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il |

PRALTICE MAKES
PERFELT

In Red Faction uou can participate in a
multiplauer deathmatch by yourself by plauing
against up to six bots. As you become more
skilled at deathmatches, dial up the difficulty
setting on the bots. The more you practice, the
better you will fare with live opponents.

N
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LEVEL FOTES:

Setting: You are an unwanted| visitor in
the Ultor complex. Do you have what it
takes to storm the lobby?

Highlights: Best with two to four I i"
t ' 'l | ] | | 1
ORPONEnts [ Use the pillars|/on| the lower level The center of the lobby is a
H § of the atrium for cover. Move ! twor-level atrium. The open pillars
H i ‘ from pillar to pillar nather than | | allow for sniping from level to
I | ' running at full speed|in the open. level. ‘
| 1 | | L]

(o], YL T ITIAYZ-
picked up “Big
€arl,” start
launching rockets
up to the second
level. You won't
be able to score
any di_fect hits,

| The levels arel
linked tégether
|byl corridors |
that curverand !
'slope down

| from top to
bottom. There's
nowhereé to

hide, so keep but you'll score 3
| the guns ready damage with the | oy
as you traverse | area effect of ~
the hallways. the blast. by
L L s
sl | TR

L |
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/
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INSTALLLAT ‘
HERRERRR
Leveyngves: | | | 1 F 1
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Setting: Fast-moving action inside .‘“:ln |
industrial complex nestled Euitl:‘;in a cFater
on the Martian surface. o

P 1L.§ i 2 0. £ 8 F
: Highlights: Bes{ with three to five =
| | '] || | |

You can pick! on your opponents Installation XJ-I5 is larger than opponents. ﬁ | |1 F {
from above on this ledge. Watch the lobby level, making room for E HEEE I | b
out for other playérs sneaking up more players'and mor€ a tion. | | I | i . E | 1
behind you. | i i f |
/ Ll ) |
[ tlf N

Be carefu’ when
you approach

f
The level features
a lot of exposed

walkwauys, T-intersections.
allowingjlevel-to- There may be
- level fighting. opponents on

both sides
waiting for you.
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NA)TI: DISPOIAL
PLANT | |

?

LEVEL WNOTES:

Setting: Radioactive contaminants are f
the least of the dangers in this sewage
treatment plant i

nghrlghts Get down and qlr'tg with four
to six opponents. |

Stay out of the waterl The radioac-

| ] ]
The waste
plant level
contains/two

Look up to shoot ﬂour oppone ts
through t'he opén floor gratan|

]

levels to||, do
battle on

]
{ |
]
]

Y

=
#m

| ]

tive contaminants WI|| kill you quickly.

lee most of the lev-
s, the corridors, are

tlght If you get
fcaught in one of
them, don't try to
fight head on. Pull
back by running
backwand—never
unn your back on
\th €ENemy.

J'

r’f

You can cover most of the
upper walkways from this lower
{ | cornen. With your back to the

1 canyon wall, hold your ground

and pick off your opi:onents.‘u'

.‘ 3 (A0

‘i

' The badlands feature narrow
walkways. One false step means
a fall down the canyon to your

. doom.

Some spots
work great for
ambushes, like
this little nook.

| E..,,, eas )

*"wﬁ_
o S ATN

THE BADLANDS

LEVEL NQTES:

Sefting A deepLMartian canyon
shrouded In fog, makes an’ideal settlng
for sudden death.

nghllghts. Best with three to five

opponents.
|

11 | t 1?' 12 r! If things get really

desperate, jump
from the upper
walkway to the
lower one. You
survive the fall,
but you lose health
when you land.
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On the lower level of the h-angar.

look up and shoot plage’rs as
they run overhead Converselg
make sure you avoid the open
walkway on the middle level as
players can hit you from below.

W12’

t_]

The descrlptlon says the enwron-
ment suits one-on-one battles, |
but it's big enough for a couple |
more players.

I |

The wide-open
spaces in the

hangar make it
penfect fior
showdowns.

/

I-IANuAR ia

LEVEL NOTES:|

Setting: Within the narrow confines of.
an abandoned aircraft hangar,
lightning-fast reflexes are required.

Highlights: Best for one-on-one action.

§

! You can shoot
out the window
| on the third level
of the hangar

- and jump to the

- one below. The |
. jump won't do |
. You any damage.

B

IJ
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BI.A;TI:B q,ANYuN
|

i
Setting: Play a deadly game of cat
and mouse in this car;«gon |

LEVEL FIOTES:

Highlights: Best witt tuo to four
opponents.

From the control room, use the,
preC|5|o]1 rpfle'to sn’pe fatiyour | |
€nemy.

Once you
jump out of
the room|
hide among
the rocks.

e

the ends|of the canyon, one in each.
The only way to get out is to jump
which causes you some damage

Two plalfere spaEn ﬁn the rooms at

[P T

Like thE'IeveI descrip-
" tion says, this level is |
. great for one-onfone

battles. However, your

opponent may, choose
to stay in the control
.room, Repeatedly fire |
the rocket/launcher:
into his starting loca-
. ti?n to flush him out. ]

1\'.




WATERL.GGGED

.--——-.h':‘._&

LEVEL NDTES:

Setting: This undersea research centent
- is now'a deathtrap at the bottom of a

E Martian ocean.
m' Will_ this be your jwatery graver f
=13 grepared for anything when you | In this multilevel map gou ride |

open the doors. You never know | the elevators to the other areas.
vrhat is lurking on thé other side. H

Pressmg the but- t (| Hr! The larger areas

tons on the wall ",r allow for more
opponents If

o

Highlights: Best with three té five
opponents.

fcalls the elevator I &
to|your floor. Just { you p a'%:lh t'S
make sure that :}:ze‘:'vsl gm‘]”°
there aren't any hligtit Have

j:E:s'efv:;fmg k problems finding
' | ) the other player,

. ':1-:-— T S B
MINI: wARrAR: AERRER

LEVEL ﬂDjfES Z ||
Setting: Deep under the surface 6f

Mar‘s this mlne" is Ilttered with munltlons

Highlights: Best with three to ‘five

oppohents. | t
| §

| | | Ride the conveyor from one area These mines are very similar to

| | . | of the level to the other. The the first couple of levels of the

‘ | P11 passageway is a great spot to Single-player mode. They twist/and
| ] = "
! hideout. turn, so knowing the level is key.

Behind the X
on the wall,
there are small
rooms with
weapons and
medkit pickups.

you can blow up,
as in Single-player

e This level even has
= spots marked that
mode.




WARL.ORDI

LEVEL fIOTES:

Setting: Two mighty|fontresses
face each other across a deadly
battlefield. Will you stay in your

base or boldly assault your foe?

Highlights: Best for lone-on-one
action. |

]

Survey tihe surroundings before!
heading across the open field.

The distance looks short, but you
can be picked off by|a carrfu_l {
opponent. | | | |

This multilevel base allows you to
| shoot from several key vantage
points. The,roof is perfect for
sniping, but you're out in the open if
your 'op|l.>onent S€es you up there. |

| |
|When you're ready to
assault the other !
ifortress; move quick*
lly over the small open
area. Then ascend the
ramps with guns
ready. If youre |
'defending the ramps,|
stand on the open-
end side{f the ramp|

. When making
an assault on

! your opponent’s
fortress, look

| up before head-

ing up the

IThen you can pick| off
people coming up |
before they see you.
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