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INTRODUCTION

HALF-LIFE 1S A GAME OF REFLEXES. STRATEGY. AND EXPL ORATION. THIS
STRATEGY GUIDE CAN HELF YOU! WITH EWERY THING BUT THE REFLEXES. IMN
THE FOLLOWING PAGES. YOUI'LL FIND DETAILED INFORMATION OMN EVERY
WEAFON AND ENEMY. WAL KTHROUGHS OF EVERY LEVEL. AND TIFS FOR
IMPROYING YOUR GAME TN MULTIFPLAYER MODE.

THE GUIDE 1S DIVIDED INTO 11 CHAPTERS. HERE'S A QUICK LOOKR AT
WHAT wOLLL FIMT Tisd B
% "THE ARMORY" REVIEWS THE WEAPONS YOU'LL USE. f

& "THE BESTILARY" DISCLISSES Y'OUR ENEMIES STREMNGTHS AMND
WEAKNESSES.

& TSEMERAL STRATEGY " OFFERS FLINDAMENTAL COMBAT TIPS,
s WAL KTHROUGHS, PARTS 1-6 FROYIDE DETAILED TACTICS FOR THE SINGLE-
FLATYER GAME.

& THE "HALF-LIFE; BLUE SHIFT WALKTHROUGH" TARES YOL! STER-BY-STEP
THROUGH THE GAME'S FANTASTIC BONUS MISSIOM.

SO WITHOWT FURTHER ADO LET S GET TO THE GUIDE. STRAF

ON YOUR HEY SULT, PICK LB ¥OUR TRUSTY CROWBAR, AND GET READY
FOR THE GAMING EXFY ;
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THE ARNORY

THIS CHAFTER INTRODLICES THE WEAFOMNS AND
EQUIPMENT YOULL USE IN HAL F-L IFE.

WEAPONS

Hather than listing the weapons by category, we ve listed them in the
ardar they appeaar in the single-player ¢ ame.

Wieapons with long mames typically are referred to with an abbre-
yiated name. For example, we just call the "3-mm Semi-Automatic
Pistol" the "Pistol."

Crowbar

Damage: 10 per whack
Ao, —
Max. Ammo; —

The Crowbar is the first
‘weapon you collect, snd it's
the unlr weapon that doesn’t
require ammunition.

Use the Crowbar to destroy - Use the Growbar in tight
critbis aiid ather abjoels arters, ke in veatilation
This saves ammo. But dont 119

s it an explosive objoets!

Hagwm:-ls, the tiny worms  Finally, n ihe |ll
~  thatanack you underwater,  when you're low on ammo,
ﬁ are: best killed with the|

Crawhar,
.'l'-_ o3

Damage: How much damage the
waapen deals. This number may
vary.* Secondary damage ratings
are provided if the weapon has a
unique secandary fire mode.

Amma: The type of amme the
wWeapan uses, and how much can
be [oaded at onee (if applicable).

Max. Ammo: The maximum
amount of ammunition you ¢an
carry 8t once.

Damage Rating

Clarifications

w» Compare weapons” Damage
ratings to the creatyra’s Health
ratings in “The Bestigry.” You
can comparg Health and
Damaga 1o leam how many
'&hlts it takes 1o kill any snemy
with any weapen.

= Waapons producing an axplo-
sion (Gremades, RPG) degl only
a fraction of their damaga il you
don't score a direct hit.

=+ Head hits lon craatura:-:thui
actuzlly have heade] doal t,r:plg
demage.

+v Some targels have armor that
gither absorbs damage
{Security Guard) or reflects it
{Alien Grunt). In these oases,
you won't deal full damage if
v shoat the armaon-Aim for

unarmored spots; instead.
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9-mm Semi-Automatic Pistol (Pistol)
Damage: 8 por shat

Amme: 17-bulletelips

Max. Ammo: 18 bullets in gun, 250 bullets in reserve

The Pisial i ddabldar piok

The Pistal's primary fire The best creatures to fight  The Pistolis accurate m

ing off small snemies froma  mode is accurata but slow.  with your Pistol include long range. Wse i in long-
distance, where they have 8 Sacondary fire mode allows Mawmen, Headerabs, and  range diels whers power -
hard tima coonleratacking. rﬂu lo fine quickly, butyoi  Hoondeyes. isn'f a greai concem.

ose accuracy, Use this anly ; E

at close range,

Semi-Automatic Assault Shotgun (Shotgun)

Damage {primary}: 5 per pellet, & pellets par shot (maximum 30 damage per shoth
Damage (secondary): 5 points per pallet, 12 pellets per shot (maximum &0 damage par shot)
Ammo: Hand-ioaded shells, up to 8 at once
Max. Amma: 8 shells in gun, 125 in reserve

The Shotgun fires a tight The Shotgun’s secondary ‘With the Shotgun, vse hit-

cluster of load pellets. It's fira mode fires twnshells and-rup tectics whene you

mosi effective at medium to  simultaneously for fwice the  leap out from behind an

closa range whira all the power. Use this when you're . obstacle, fire 8 shell, and

pallats are likely to hit. extremely close to the far-  then duck for cover.
get, of you'll miss with lots
of pellets.

Put the: Shatgun avay whon  Roload the Shotgun when  Target medium-sized

fighting &t long range, BWEr you haEve 8 spars saamies (Vorligaunts,
moment, becaoza it 1akes Bullsquids, and Gramts) with
a while, the Shotgun. ' :
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Fragmentation Grenades (Grenades)

Damage: 100 {lass if the hitis indirect)
Amma: —
_ 1Haxh.ﬁmmn: 10

=
!

Grumes use Grenades 1o
{liash you aut fram behind
cover. You cen use them that

Fragmentation Grenades are  You can lob Grenades over
patent, but you can hur lowr wall or bounce them

yourself with them, Practice  around a comer. Thisis a

Combat Rifle with Grenade Launcher (Combat Rifle)

Damage (primary): 5 per bullet (maximum 250 damage per cliph

Damage (secondaryl: 100 (less if hit is indirect)

Ammo: 50-bullet clips, Combat Rifle Grenades

Max. Amme: 50 bullets in qun, 250 bullats in resenve, 10 Combat Rifle Grenades

%mat
all-araund weapan. [tfires
alulr.ld'r and accurately, and

o Grenades give it extra
punch.

The [:.mhal Rifle is good for
gircle strafing lsee “General
Strateqy” for details).

The Combat Rifle is ool

pgainst just about svary-

b thing, 5o use it whan you

.+ don't know whatte axpect
© Kill small engiies With

Don't use fila'ﬂinx in
mormal combal situations.
Instead, osa them for sneak

thirowing them and watch reat iaray 10 ¢lear out way 100, although enemies abtacks on enemies that
how they rell. Eﬂ!&l Mines. will often move sway if they  haven't discovened you, or
patize the Grenade. lob them over ohatacles ta
clear ot e gans indirectly,

ol 1P

Cambat Rifie Grenades are
different from Fragmentation
Grenades, so you can't fire
Fragmantation Grenades from
the Gombat Rifle.

Unlike Fragmentation
Grenades, Combat Rifle
Grenades deionaie on impact.
This makes them more useful
againgt moving targets, but
less useful for ettacking around
GOfmers,

o bullets, and use Grenades to
;%gug_ma biig enemies.,

"%

= "
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357 Magnum Revolver (.357 Magnum) ot

Damage; 40 per shot
Ammao: 6 bullets, hapd-loadad
Max. Amme: & bullets in gun, 36 in reserve

The 357 Magnum iz a beavy  The 357 I'ulgmm iz greal Al Since it Easy o nim, Yol Gronts; Alien Grumt=, and
hitter. Use it 1o kill danger-  closarange orlong range, can gat fots of head hits Xem Masters are good 357
ou= ememies guickly, Itz yery sceurain, with the 357 Magnum, Mo gaum targets.

Laser-Triggered Claymore (Laser Mine)

Damage: 150 {less if target isn't at point-blank rangel
Amme; —
Max. Ammo: §

The Laser Mine is a sneaky  Laser Mines stick to the sur-  In the single-player game..  In rrlulliplu

weapon thal's very power-  Taoe you throw them, ard use Laser Mines against hidae Lgm&r';ﬂﬂnas whara
ful, [tz walue is greater in emit a laser boam. The Lazer deadly enemies that like to  they're hard 10 see—araund
multiplayer games than in Mine detonates when some- come afler you, Assassing corners, under drop-oHs,
single-player, but it has s thing interrupts the beam, or - are a great target. and af the tops or boltonrs
eses in both modes. when the mine iz shat of |gdders.

Satchel Charge

Damaqge: 150 155 if target isn't at point-blank rangel
Amma: —
Max. Ammo: 5

Pull the trigger in primary I secondary fire mode, you Llsa Sate hul Ehnrgﬂ against In multiplayer games, sot

fire mode and a Satchel cai drop multiple Satshel shcimies that approach from  traps with Satchel Charges,
iCharge will drop o the fleor.  Charges. Thon, press tha arcund a comer of down's  watch from a hiding spot.
Pull the trigger & secand primiary Fire Buttom 12 Imig Fiallvway. Satehel and detonate them when an
time 1o detonate the demonate them all ot once. Charges are also good ENEMY GE1S ¢luse,
explosives, against massive, slaw-

mewing enemies, such as

Tanks, and durable boss

o Rsiers,
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Crosshow
Dramage: 50 per shot
~ Ammio: 5-holt clips
- '1.’Mn_x. Ammo: 5 balts in Crosshow, 538 in reserve

¥ o
2

T . Y

Citas I:mrr anEn as

s The Crossbow deals v f

. massive damage—more fast as bullets. making the

: than the 357 Magnu! Crosshow a had choice
againsr extremely fast

Enamies or Moving enemias
al fong range.

The Crosshow is quist,
-and its secondory fire mode
toggles a zoom lens, This
makes it perfict for sniping
firoim leng range. often with
a lethal head shat,

You can fire the Crossbows
unde rwater, unlike most
weapons, it's great for

killing lchthyosaurs.

Snark

Damage: 10 per attack (ses description]
Ammo: —

Max, Ammo: 15 Sparks

Snarks are small alien Snarks die when they take

ereatures you eancollect  any damage, and they

and throw at cnemies, When  explode after about 15
released, Snarks leap at the  seconds. Howaver, their timy
nearest enomy, dealing size and excellent speod.
regpectable damage over 2 makes then dll‘lir.‘lllll 1a kiR,
period of several seconds. s they're seldam killed.

Pross the secondary fire
button 1o zoom in with the
Crossbow’s built-in spotting
seope; press it again to
2oom back out to youor
normal perspective.

; i stk
Tha Crossbow can hold only
A small nomber of bolis at
onee, and its reload time is
slowe. This makes i1 a bad
choice in sifwations whera

you need lots of firepovier
o demand.

v [P |

Conserve Crosshow ammo in

| zase you meed it onderwater.
Also, capitalize an the
Crosshow's zoom feature. It can
b extremely nseful for taking
auf unsuspecting targets.

Althasgh Snarks are fast,
thay loze track of their prey
i it runs amound comers,
This is important 10 knowe,
kecause if you throw down
a Snark and ponve the
elosest target, it's likely o
come after you,
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Mever throw a Snark unless it
hiis a clear targed. I a Snark
comes after you, just run—
preferably around cormers.
Eventually the Snark will
explode on is owm

Snarks are o goad distraction weapan

in mulﬂ[ilﬂ]’ﬁr pgames. Snarks gne

slighily less useful in single-player games,
although you can use them 1o combat other
small enemies, such 35 Headorabs, or foes
gou want o damage without risk,

Tau Cannon

Damage (primary): 20 per shat

Damage (secondaryl: Variable (highly damaging)
Ammo: Primary fire moda uses 2 units of uraniim per shot; secondary fire mode up 1o
12 units per shot

Max. Ammio: 100 units of uranium

In its primary mode, the Tau
Cannon shoois epargy
beams. These beams may
not seam to deal that much
damage on paper, bui o
can shoot them guickly.

ha Tau annu‘s snumar-.l

fire mode reguires you to
hold down the button and
charge up. When you l=t the
button go, all the energy is
relaased in & single shot
This mode is good againsi
lia vy targobs, such as
Apache helicopters.

o IP

You can hold the button
down for only @ limitod time
in secendary fire mode, and
then the weapen overheats
end dameges you. So be
caratal

Ammunition is & constant

gancasn. The Tau Cannon
cihews through ammo
guickly in eithar fire mode,
Tomake maters worse, the
Glion Gin ises the

SAEMe fmmn.

Canserve the Tau Cannon in
the zing le-plaver game. Stck
to the secondary fire mods,
and uze itanly against the
biggest opponents {Tanks and
Helicoptzrs).

Rocket-Propelled Grenade Launcher

with Laser Designator (RPG)

Damage: 100 {less for indirect hits)
Ammo: Rockets: only one can be loaded &t a time
Max, Ammo: | rocketin weapon, 5 rockets i reserve

Its primary fire mode painis
the target with a red dot,
Wali gan “steer” the rocket
im midair simply by aiming
the dat; 1o hit & maving
enemy, just keep the red dot
on target,

The RPG iz a pntnl weapon.

Preszsing the secondary fire
button toggles the laser on
and off. When the laser is

afl, feockets ane dumb-hired,
that is. you can't steer tham
in midaie
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Dumb-fire the rockets Save the RPG for Apaches,
when you can't alferd (o Tanks, emplaced Gun

stand around pointing & Turrets, and other big

lazer In these cazes, dis- thireats. In il player
ahle the laser, take aquick  games, you can use the RPG
shot, and then gel ba more oftan.

behind cover without

=TI

wiarrying about siming.

HWEhH“d Yen Masters are a favorite Hivehand target,
Damage: & per hornat The Hivehand's homing attack can take on thesa
Amme: Hormets, generated within the Hivehand itself aenial foes "'"'Jj ease, and because there's no
Max. Ammo: Infinite amma, you dom't have to worry abaut wasting it

The Hivehand iz an alien Se ::anr fira mode fires  The Hwellﬁml |sr|'t1r=mhl'r Despite these drawbacks,

widpan thal shoats the those sama harmets more pawerful. it deals moderate the Hivehand is great

alien equivalent of hornets.  quickly, but they dop’t home  damage, and iz good ageinst because it never runs out of
In its primary fire mode, the  in; instead, they fly in a small: o mediumesized - ommo. Use it on smaller
hornets fly slowly, but home  straight line. gets; but once it runs out of  foes to conserve ammo for
in on their targets, ets imitial homet supply, it troly toegh enemies,

rate of fire becomes slow.

Gluon Gun

Damage (primary): 14 per unit of uranium spent
Ammae: Uranium; how much is used depands on how long the trigger is depressad
Max. Ammo: 100 units of uramum

v B,
o
el . -- S e
The Gluon Gun is the last The only downside is the [ smgl Ia-;ur games, you ! . ; 4 \
on you'll receive inthe  Gluon Gun' ability to chew  miast hold oola the Glion '
smgf -player game. Pull the  throogh ammunition. After  Gun and use it only in times - 3
trigger and hold it down, only a lew seconds of fire,  of ding need, 115 best against '
amd & vartex af deadly you can go from 100 nits of  big spomies, or whan you
emergy comas oul. The uranium dawn (o ZEn. have 1o kill seweral small
Gluam G is kighly encmios nuickiy. % g
'ﬁg:nnrala and deals ' : < —
awe-fnspiring d amage, . :ﬁ

-l‘J_ Y



MISCELLANEOUS ITEMS

HERE'S A LOOK AT SOME OF THE MISCELL ANECOLS ITEMS, BOTH FORTABLE
AND PERMANENT, YOU'LL ENCOUNTER THROUGSHOUT THE GAME,

The HEV Suit

e 8 L s '.‘_

You collect the HEV Sujt The HEV Suit has a Whan you're damaged, the  The HEV Suit’s icans explain i
garly in the game, and i Flashlight that works HEV Suit flashes red dam. what's damaging you, A [ e
never leaves you_ It gener-  regardless of whether the  sge indicators that tell you  snowilake means cold

aftes proteciive armor when  suif has any power lelt; it where the damage is com=  damage, a radiation symhol

it has & power supply: has its own power supply. It ing from. An indicator on the = means radisactive damage,
{Pawer comes in two farms,  you leave the Fashlighton  left side of your sereen i hiohazard symbol means.
the HEV Station and too long, it runs out of pavwer means you were attacked toxic goo, and 5o on. There's
Battenies.| end turns itaalf off fraom the left, far example. o icod (of criatling attacks
futomaticaliy. o weapon fire.

Ammo First Aid Kits and First Aid Stations

1 ingllll'; =
You'll find ammunition The only confusing ammuni-  Your Health is restored with  Late in the game, in alien
of many kinds im Half-Lifs tion item is a "mixed ammoe”  First Add Kits, swhich you tarritary. you won't find any

Maost of it is self-ax- canizier, Vary lats in the miust v alk over to colleck, First Aid Siations. Yo waill,
plenatory: Pistol ammo game, you'll encoupfer sew=  and First Aid Stations; however, find blue pools and
comes in clips, Crosshow eral of these. They contain which are attached to walls.  blue structures that laok
G Comes in arfow clips,  various types of amma. Their healing value depends  like phone booths. These

gnd Tau Cannon ammo on the level of game restore health just like First

CEERES i & Bax marked with
a radiation symhal.

diffi culny. Ald Stations.

Batteries and HEV Stations

Batteries and HEV Stations

poweEr "ﬂ your HEV Suit, just
as First Kid Kies and First Aid

| Stations restore your health.
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This chaptar includes Health
and Damage ratings hor every
‘r':'l.l'L_L_ ENCOLINTER A WIDE VARIETY OF anamy.

EMNEMIES IN MHALF-LIFE. THESE RAMNGE FROM AL IEMN “Health” is shown as
"REATURES TO GOVERNMENT TROOPS, AND ALL three numbers separated by
ARE CAPABLE OF MARING YOUR LIFE MISERABLE Ztn for s nay v,

3 10/10/20). This indicales this
TAMNMD SHORT. THE ENEMIES ARE LISTED HERE IMN Uit i-Eu:Ialih at pach gama dit-

THE CRDER IN WHICH YOU WILL ENCOUNTER THEM ficulty level.
DHLIRTMNG THE GAME. The first is ifs Health at Easy

difficulty, the secomnd at
Medivm dilicalty, and the

EARLY-GAME ENEMIES third ot Hord dificulty

“Bamage” hists the type of
attack |B e, Slash, Spith and

The enemies in the following roster appearin the earliest stages of the provides three numbers, again
single-player game. corresponding (o the attack's
demage ot Epsy, Medium, and
Headcrah Hard difficulty. Creatures with
Haalth: 104020 multiple attacks have sach
Damage: Sita, 51010 anack listed sepanlely.

Headcrabs are tiny cras- Hﬂhﬂﬂﬁhﬁhﬁﬁi na Imp T Pistal is the adaeal

Burees that Iry to jump anto range attack, but can feap-at way to kill Haaderabs, Its

your fead, They arent & your (ace from shar 1a acCurate, requines only a

rajor threal, but take care  medium range. Shoot them:  few shots, and can destroy

not to let them wear you from long range, sa they them from afar. In enclosed

down, don't have 2 chance spaces, the Crowbar also
io sirike, ig effective,

Barnacle

Health: 2002020
Damage: Falling damaga: can kill instantly # it drags you &¥ the way up,

Il a Bamacle grabks you,
W you'll immediately be
h SR e E By S e drag ged up. Look straight up
The Barnacle atirches itsﬂ'lf Biamnr.lu: tl.lpav:alhl I'III'Iﬁ in Once you've spotted immediately and fire your
to the ceiling and wails. clusters; if you see one, you Barmacles, stand back and wenpon rapldly Kill the
' When a victim pesses can hat thera are more near- - kill them with multiple Barnacle before you gat
- beneath 1. the Barnacla by. Your best dafense Pistol shots. Az long as you  dragged too Fa, and you'll
. saalches it with its long against Barnaclesis to sean  don't stand divectly beneath  drop urharmed. H yoo're
o tongie and pulls i new aneas thoroughly. lhoim, thoy can'l coonterat- 510w, liowever, you'll ba
- tack. ' damaged by the fall.

|
l,-l-
»
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Mawman (Zombie)

Healih; 5550800
Damage: Single stike, 10:20°20; double sirike, 25040

uu h. nmg o r T

The Mawman iz a fearsome  Any weapon can make short .
from a Mawman if you fight

gight, but they possess no work of 2 Mawrman, even

long-range attacks and the lowly Crowbar, The it imopen areas. If you get
they're slow. Pistol is usually best. caught in a tight spor with
zalllnwmun, flee 1o a
0T AreE.
Houndeye .
Heatth: 2020430

Damage: Sanie blast, 109515 (sngly; incresses wih numbers

&N YL ey ¥ Lk L)

Hound eyes Ihruilggu The I-qud Byes a-l:is n Houndayes gain strength in A good policy is to retreal R

alien animals with huge, ~ Somic blast You cantell  numbers, because their as you fight Houndeyes.
sanie “eyes.” Houndeyes _'l"l'hﬁﬂ s I:':III_'IIIIQ; because it attacks gain adiditianal Farce them lltll appranch you
aren’t terribly fast, but the charges up” for a coeond ﬁuwer._mh makes packs of  {rom long distances, or from
: ¥ or two belore letiing loose. pundeyes tougher than around B corner, where you
can be tough in packs. When you can, coniromt they appear. can kill them with a
Hound eyes near a corner or Shotgun blast.

[arge obstacla, whera you
can hide 1o avoid the

saiic blast -
'y

When fighiing Houndepes, hit them hard, and then sun for
. caver from their sonic attack. Standing your ground and

"H'ﬂrllgﬂl.l nt slugging it oul Is seldom a good ides,
Healihi: 3073060
Damage: Moor sake. 9/10710: Major rake, 25:25/25; Electrical Dot 10110115

¥
Ery
l ;

iy B, var

The Shotgen is a good
) weapon for killing
2y're slow ably powerful weapon, and  cal attacks, This gives you  Voerfigaunts, as is the

Vortigaunts ara |ow-lavel Spot them immediately and ~ Vortigaunts "t:hh up” .
alieng with !I'iwm{“ gloetii-  shool them with & reasan-  hriefly before their electri-
cul attacks,

and fragile, but they can can neutrajize them time 1o duck be hind an Combat Rifle. Anything o W,
deal sigeiicant damage, elore they cangetin a obstacie. bigger is uswally averkill, 4
single attack, ' — i
% 1y
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4 MID-GAME ENEMIES

5 ¥
B Thise enemies appest near Iha game's micdie Siaces. Ganerally speaking,
B fhey're a much tougher arew than the foes you've encounietad bafare.

= Bullsquid
Health: 40040120 :
Damage: Bite, 15/25/25; Whip. 25/3535; Spit. 1011515

.0 X
Use tha Shot un.ﬂ-u-
o

Bullsquids can be tough or _
Rifle, or 357 T on pe

weak, depending on where
they are, Up close they're &
threat, but at & distance
they're just a nuisance.

Bullzquids are alien craa-
tures that can spit acid or
atiack yau at close range.
Kaep your distanoe: the
Bullsguid's acid spit isn’t as
bad as its close-range
attacks. Also, the Spit aliachk
is slower than mogt projec-
tiles, and you can dodge it

¢lose Bulisquids: Faraway
Bullsquids can be killed
with thi Pisiol.

Stationary Weapons

Healih: Vangs
Damage: Yarks

“ " "

el 8 0 S e ] B | ased 0 kb

You'll encounter a variety of  You'll also find a few
stationary weapans in Half-  weapons, such as Heavy

Tripod-Mauiited {‘minwm
ard @ ctivatad by red laser

Life, These include Machine Guns, that you can  beams and proximity. Either
unmanned weapons, such  operate if you walk up destroy tham, or stay back
‘as Tripad-Mounted 1o them. and avaid the beams that
Chainguns and Automatic trigger them.

Torrets. This wWaapons

attack independently and

are triggered in various
wilys, which are covered
under their individaal
deseriptions. Far this roa:
sun, these weapons should
b treated as enemies

!!ITIP

Granades are good against
Tripod-Mounted
Chainguns—mainly
because the Chainguns
can’l Fim awey.

wo] [P

Bullsquids are casily
distractad by Headcrabs
and Grunis. which they 1l
attach on sight. Somatimes
you can attack the
Bullzquid while its husy
attacking it foes,

Ceiling-Mounted Turrels can
be destroyed, avoided, of
chut off with a power switch
(usually mounted on the
will somewhere nearbyl.

To deal with manned
weapons, simply kill the
Grunt in charge. We'll covir
specilic tactics for this in
ihe sctual vwalkthroogh.



Grunts/Squad Leaders

Healih: 50G0ED
Damage: Kick, 51090; Sholigun Peders- 356 Gombat Rrile, 345

Alzp, Grunts use Grenades
o flush out their targets. Its
a bad idea to remain bahind
cover that a

Grenade can he

Grunts are nrafnl Thu-.- |J|LI
to run and usa covey, They
gleo try fo flank you and gei
Behind your cower. Thiz
makes it 8 bad idea to sil

Grunts and Squad Leaders
B QOVETn MENt (reop s,
Grunts are tough enemies,
especially in groups; Squad
Leaders are even tougher.

Thiey possess Dombat Riflex 1l forlong when you
ar Shotguns, and they throw  fight them.
Griznad &5.

0 W possille, try bo mike
| Grunts apgroach yau from
| around a corner Use the
1 Shotgun's secondarny fira
| mede, & 357 Magnum ballet
éﬂ'amahiw to the head), or a
psshow ol on them.

Tentacle

Health: Immina to Conventional Waapons
Damage; 0050000

I"uu gan | HII I Tnntanlls
gEimg conventianal
weapone, You'll either kave
to kill them via special
meange, of just aveid them,

Tenta r-l:: DS MR ESive nmd
daadiy. Despite thair
immense power, Tentacles
are very imited; they have
na [eng-range attack, and
can’t move from where

they're rooted,

iy heeryou, If yau eroush
nil eratwl slomg the greomd,
the Temtacle is likely to lose
track of you. If you make
moisa by runming or firing &
weapon, you'll give your
position away,

=4 I you hurt & small

- I Temtacle enough. (171 tam-
rarily withdraw inta its
| hole. This gives you time
1 1o get past it (The larger
| Tentaelein the Missile
Silo will mever withdrave,
1 however)

Tentacles can't a8 nu:

Flush ot Gronts using the
reveal-an d—mima: fechcs
dizgwesad in the Ge neral
Strategy chapter. Make

them fight on your terms,
nof theirs.

ol 1P

H ihe Tentacle knows
where you are, thiow a
Gremade or Combat Rille
Gremade 1o distract it Tha
Tontacle will heme in an
the naise of the explosion,
leaving you alepe for g
wihile.
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Hagworm

Health: 222
Damiaga: Hitz, 202/

o i bl "FI.J _'.:. A f
Hagworms, or "Leeches,” Carry the Crowbar while you
are tiny undenwaler fots. swiim, and swimg it in front
Their hite dees miniscula ol ots o nti el el
damage, but il they swamm smash any Hagwonms in

u, the damage can add up.  your way, clearing a path.

s0, 1hey Wend to getin
your way and biock you
B3 You Evim.

| Gargantua

Health: BONVEL0 1000
Damage: Slash, 10CE030; Fira, varles (usually 25 on fest comlact;
v 1l you stand in tha flamesk Ground Fire, S00H100

wiag: 4 4 2 :-.l'u-.:: . w0l wlom § .0 s

A Gargantun is a massiva At close range, Gargantoas  Thess creatures are fast, You shauldn't kill

creatisre that's surprisingly  blast yoo with a stroam But, they'rs ton big (o enter  Gargantuas using

agile for its size. M isa of Tlames, Al lomy range, some areas, and they have  convenfional weapons,

very observant, but once it they can stomp the groand  more trouble getting around  Op two occasions, you

catches sight of you, it's and gend a fire along its obstacies than you do. must kill a Gargantua

relentless. surfaco toward you, And a1 using fentures boilt inte the
exiremely close range, lewel Etsedl. On two other
Gargantuas can zlap accasions, you're expectad
you silly with thair to sneak past, evading the
MEEES e AT, Gargantua bist mot killing it

o] [P

. EETEE——— 1 you leave the Bergentus's
It's possible to kill a field of wision long anough.
Gargentua with it eventually leaves 1o

E:,‘"iulim:n[:s;:sﬂaiﬁ*ﬂ of wander around aimlasshy.

amma. Insiead, always look
for ways 1o run past it,
avobd 1t kil it with special
..ﬁfeslnma of the level, or hide
. wntil it lases interest.

(!
.

il | =




lchthyosaur
Health: 200/200/450
Damage: Shiake, 20/35/50

lelthyosairs are powerfal
and fast underwaler
dwisllsrs. They'rs vory fast
SWimmers, 50 you'ra in
trouble il one comes

after you.

Assassin
Health: Z0EED
Damage: 810110

a ns ur a I.

They're the only enemies in

the game that are moch
faster than youw,

e S 1 T

TP

Laser Minas also work
wiell Place one near the
comer and retreat; the
Assassin is lhaly to deto-
nate the mine in herzeal
to kill you.

o] P

You can occasionally
attack an lchibyosaor from
land, vehen it surfaces. You
hawe fo be Tast, though.

Try to have a Crossbhow with
an lchihyosaur are to swim. al least 10 bolis before you
baekwiard, firing tha dive, even if this means
Crosshow intoits mouth o conserving Cressbow ammo
Will it, or fo stay close to the &l other times.
surface and jump out of the
wwater before you get bitten,

Assassing' speed and ability The easiest way todeal Equip @ potent Weapon,
to sneak up from behind can  with Assassing is to retreat such as the 357 Magnum,
be frustrating. They can also 1o a sheliered aroa with a amd wait for the Aesassin
leap over your head, landing  wall at your back, s bestif w0 round the comner. Fire
behind you. the Assassin has to attack guickly when the Assassin
you from around a corner.

Above all, be patient,
Runming after Assassins can
result in d isorientaiion and
surgrise attacks, Force
Azsassing o come io you,
instead.
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This kasi set of enemies is & truly lonmidable ceew. You'd better
! 1hune yai (Bamed somehing from Ehoss sasly Bnemiss!

widnL §

Alien Grunt

, : The Afien Grunt is a hulking, Fﬂwn Gm hmmg fojac-
fHeallh: 5320121 4 amored alion equipped tiles are hard to a-.ImdFJ!tm,
Damiage: Punch, 10720720; Homets (fram Hivehand), 453 with a Hivehand—a weapon  Alien Grunts are more

you'll find late in the geme.  durable and possess better
armar than human Grunls, 50

they can’t be Killed aasily.

ﬂ w E'rlt Tha tlanlmmi :hn-ull:lurs |:|| Dio your best [ ﬁil rid of
aynum or Crosshow  the Alien Grunt, and the Alien Grupts quickly. Aim for
argmsl Afien Grumts. Try to. back of its head, are heavily  the face, when possible, and

bl thom guickly. armored, Leam fo- shootfor  wse your best waapons,
exposod flesh, not anmonr.

Helicopters (Apache and Osprey Heliplane)

Haalth: Apacha; 150i250/400; O=orey, 4000400400
Damage: Apache Rocket. 150/150"150; Apache 12mm Gun, B0 (10 rounds per second)

The Apache is a high-pow-  The Dsprey Hahpinun is & The-Apache will fire its The hiest palicy against

ened attack helicopter capa-  combination reckets if yoo stand still for  thase helicopters is o hide
ble of firing both rac kels halicopter-plana. |15 mikd gt avwliile, and thats wiien mat firing. Wihen firing,
and & Heavy Machineg Gun, . task isn'tto atack you good, bacaose a rockethit | wse only the APG or the Tau
directly, but to drop para- will almost always kill you  Gannen’s secondary fire
tronper G nts. outright. Instead, you'll vsu-  mede. Atm for the enginas,
ally find yourself dealing
with the Chaingun,

Oinly amack an Apache 'T.TIP
when it's fiying away from
you. This isn’t too hard if Yoo don't always have to kill these enemies. Refer to

you listen carefully; yoo can
tell by sound whether it's e walkthrough for when o fight and when to flee.

coming todwand you or
flying away.




Tank
Health: ‘dares
Damage: Vares

You'll face several Tanks as
vou play Haff-Life. Some fire
rockets, and others artil Imrrs

style projectiles. Some haye
turrats that can spin all the

way around, snd others can
aim onhy In @ narcow arc.

Snark

Health: 2
Demage: Bite, 10; Explosion, 5

Xen Master

Healih: ElEN 100
Damage: Zap, 152535

Xen Masters are dangerons
flying creatures that shoot
fireballs They're highly
maneuverable and attack

[rom long range, so shaw-fir-
ing weapons (such as the
Cresshow| and short-range
weapons {such as ihe
Shotgun) don't work well
ppainst them,

U I'II.I-, v1i.-r|- || - |!r|

e

e
.

These Tanks all have
several things in comnimoen:
they're all immobile, they
can all take punizhment,
and they're all combated
mos! effectively inbwo
cssential ways.

Snarks are small, scuttling
creatures. They deliver a
nasty bite, but almost any-
thing can kill them. They
last for anly about 15 sec-
afils belare they explodea.

¥an Masters aren't foo

accuraie with their fireballs,

especially il you keep mov-
ing or use cover effectively.
This all owws you fo use the
Hivahand: this wnarn-rl
lakes a whils to kill 8 Xpnr
Master, but its accurale
homing projectiles are still
effective.

The first waLls to hide
behind an obstacle at long
range, and pop in and oot of
cover, firing potent
weapons, such as the APG
or Tau Cannon.

The best policy with Snarks

is simply to flea until thay
die of their own accord.

If you're in & tense situation
and must kill ¥on Mastars
guickly, the 351 Magnum is
o good choice. Twa bullets
are enough fo kill a Xen
Master al Easy or Medium
ez vy.

The seeand way §s 10 run

up clozs to them, whers
their turretz have a hard
time following you. Keep
mowing aroend $o the furret
can't geta lock, snd pick
them apart,

ool 1P

Xen Masters make no
noisa, so keep a close
wratch on the shics,
Otherwise, your first clue
to their presence will ba a
fireball to the back.
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D Gonarch

el
Health; 210031 504200
Damage: Siash, S06070; Biazt 100/120/160; Radiug Bast, 2502600275

a1
!
Ry
.."

-5

The Gonarch is & massive

Don't &llow the Gonareh 1o ~ The Gonareh's acid spit is The li'r croatures created

alien consisting mainly of get close. Hs kicks are gasier to avoid than s by the Gonarch aren'l

faur paweriul legs and A extremely damaging, Kicks, because it travels durable, bt they're {ast and
huge egg sac. It atiacks by in & clearly visible arc. small. Simply keep maving
feicking, spitting acid, and Sreer well clear of i, or to leawe them behind ar

by spawning creatures akin your'll be splashed for make them miss you.

te miniature Headorabs. serious demage. Spending mare than a

mamant trying to il them
is @ wazie of nme.

The Gonarch iz & unigue
gmemy. You'll find more
information on beating it in
‘Walkthrough Pari 6.

Nihilanth

Health: BO0ROI 000
Damage: Zap, 2030, Teleport, NA

The Nihilamh iz your Nihilanth is & massive, Avoid tq Hihjia-nth': main  Glowing beacons orbiting
fing! enemy. Beat it, and flaating being. it attacks two  attack with high-spead the Wikilanth's head provide
you'll win the game. wmﬁlra firstatteck s strafing, of by hiding behind it with energy, When this

1 Walkthrough Part 7 explains  stream of energy projectiles. a large abstacle. Avoidthe  eneray supply runs low, the
5 T the Nihilanth battle in great  The Nibilanth's second teleportation sphere by Nihilanth restores itsoll by

detail, but we'll coversome  amack is a huge, green hiding—but strafing won't  draining energy from one al
basics here. sphere that teleports you,  'Work: the leleportation three yeliow “power
In zome cases you might sphere omes in on you, spikes” on the walls of
actually wanrto be its cavern.
teleparted, but usually it's
muisance.
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Yau #ls0 c4n destray teleporta-
fion spheres by shooting them
wilth a weapon. The Hivehand's
secondany fire mode 15 8 gond
choice for this,

Al this point, you must jump
high enough (using an alien
“trampoline”®) 10 get a good
shot gt the Nihil anth's brain,
which looks like a ball of
pure energy. Deal enough
damage to this brain-
sphare, and the Nihilanth
will erismp le.

Becaiuse these yellow
spikes provide a limitless
amount of enengy, yoaur first
task iz (o destroy afl three
spikes. Once they're gone,
attacking the Nibifanth
actuslly achie res some-
ihing, becaize it can no
longer heal itself.

» & 9 € NEEES
B !
HALTF-=1 | £l

AflEr ﬂﬁﬂfﬂ'ﬂl‘iﬂ the xn‘.‘.“ﬂw
energy spikes, attack the
Mihilenth. After you've deall
it lote of damage, the glowing
heres around iz head
disappear, and s anacks
become feebia, Kenp
:h HIEI![LEF‘ Slfnun.
e Mihilanih's
head peels open .‘
like & ripe banana. oA 1
bl
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b GENERAL STRATEGY

x HAL F-L IFE IS A CGAME OF EXPL ORATION,. PFROBLEM™ SOLWING. AND COME AT,
'# THE FOLLOWING PAGES COVER COMBAT BASICS AND A FEW NOMN-COMBAT
' ISSLIES THAT AFFECT YOUR ABILITY TO STAY AL IVE.

MOVEMENT FUNDAMENTALS

Mavement is the key to survival in Half-Life. You're faster than most of your enamies, but you aren't very
durable.
Here are the basics.

Keep Moving
= - Beginners tend to stand still when they fight. That's the worst thing you
can do, Standing still makes you an easy target!

The next few pages cover Some
commaen mavement tactics, but
first, ramembear this: Always stay or
the move,

“Strafing” means pressing a button

that moves your character side-

ways strafing is useful because

it fate you dodga shots without

tuming away from your enemy.
Strafe a lot im combat.

W It helps.

5 Strafe around Corners
Rfter you've figured out how to
strafe. yol can strafe around
corners, This allows wou to quickly
. see what lies behind the corner
| )

W Here's how.
.




Bafore you reach the corner,
turn toward the newvy halbway,

Strafe the rest of the way into
the new hall. This Immediataly lets
you see what's around the corner.

KEY TACTICS

The combat tactics that follow are amonig the most effective in Hal-Life, and all dapend on movement,

Slide and Attack

Slide and Attack Is the most basic
combat style. It invelves anacking
your target from a distance while
continually strafing & few feet left,
4 then a fews feet right, then a few

| feet loft again.

| Your side-to-side mation i Ustally anough to keep some of your
§ opponent’s shots from Ritting you

This technigue works bast
against creatures with slow
projectiles, such as Bullsquids
These creatures’ shots can be
dodged with azse.

'ugh.m squeaze off '
aunas and then
fing Lo cover
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For example, you shoot a few nounds at the enemy and than strafe behind a comer. Moments |ater you

strafe out, shoot some mare, and then strafe back behind the comer.
Thig technigwe 15 vary usehal, but doesn't work whan your enemies are 56 close they can min behind your
1 cover and attack vou. If that's the case, use Reveal and Retreat tactics,

. * Reveal and Retreat
“Reveal and Retreat” means walking into & new area, discovening enemies, and then quickly refreating te temi-
tary you'we already explored. Your engmies will uswally chase you.

Orce you're back in familiar territory, you can take out your enemies in three ways. Corner Ambush,
Gradual Retroat, or Reantry,

ol

Corner Ambush

Back infamiliar territory, round & corner and then turn sround.
Watch the comer,

As your enemies come around
the corner, kill them. You'll have a
split secand of “frae time,” when
they're too busy rounding the cor-
mer io fire back,

This technigue works best if you :
o : w
have 8 heavy-hithing, single-shot 'y I | P
weapon, fike the 357 Magnum. That Vs, EbiTRi o o Sl

}nray you can .shuut em’ dead the Charge o Grennde near the
nstant they round the comar. corner, or plant a quick

Laser Mine,

|fthere isn't & convenient cornar to hide behind, or your enemies are 50
touth you can't kill them all with a close-range ambush, do a Gradual

The Gradual Retreat is just what € sounds like—a gradual retreat
through territary you've already explored, Keep firing as you backirack;
or lay explosives that will weaken your enemigs as they pursue you,



Reentry

Sometimes your enemies refuse to chase vou, instead, they stay put and force youto come to them.
If your enemies won't chase you, here's the best procedure:

1, Fiest, Jure the cnemies out using Reveal and Retroat tactics. Sometimes none
will budge, but aften & few will chase you, Kill thoze that do,

2. Now approach the new area and see il there are any enemies that you can
kill using Jack-in-the-Box tactics. For example. kill enemies in a large room by
popping in and out of the doorway.

1. Loeate the enemies you can't ehoot directly, apd then

lob Gremades, if you can, This technigue works well AT

against enemies positionad hehind boxes or Epma
sandbags.

| 4 Finally, after axbausting steps 1
| through 3, enter the reom and

11 =leg it out with the remaining

enemies. Use any apwnfmta =

tnctice o kill the stragyg e

Circle Strafing

Circle Strafing is the most difficult tactie te magster, but also the most
generally useful for both single-player and multiplayer games.




To Circle Strate an immobile target, hold down either the left or right
Strafe button a& you face the target: You'll shde off in one direction.

As vou shide, your target will
slip out of your figld of view. Keep
Iooking at the target as you move
b so that, whila you strafe, the analog

N controller keeps your target in view.

As you continue strafing sida-
WaYS, You must keep using the con-
trotler to hold the target in vigw: it's
80N '0Ngoing process

'Whm'lthnllnkﬂ#tﬂrnh

Keap this up fora while and you'll 'MW?H keeps you in.
realize you're moving in a circle. Thisis perpetual IIIIII]HI. mﬂ;]m you
Circle Swafing. a ]n[lﬂnlut 1o hit.

0f course, for this tactic to be uge-
y ful, you must fire atthe target as you
circle it. Aiming as you run takes practice.

MATCHING WEAPONS TO SITUATIONS

There's no one perfect weapon for all oceasions. Here are sEmE tips on.ol :i:dn.g the rlght
weapon for each situation.

Weapon vs. Enemy

Use powerful weapons ag::tmstda ngeruus*ﬁnﬂmms and vweak
weapons against minor ones. For example, @ Headr:rah can be killed
| witha minor amount of damage, making the accuréle, fast-firing
Pistal a good weapan ‘h?’f‘.ﬂﬁr



On the other hand, a Grumt is tough, You
don'twant to attack a Grontwith the Pistol;
it takes too long. Instead, use & potent
waapon live tha 357 Magnom, which
{at Easy and Medium diffi-
culty leveals) can aftan

kill 2 Grunt with one

good shot.

Weapon vs. Terrain -

-

For example, the Shotgum is usually 8 good weapon, but its pallets
disperse &t long range, making it inaccurate and not very poweriul, When
fighting at long range, put away the Shotqun and use the more-accurate
Fistol instead.

. Ammo Conservation

You must deal with ammo shortages from time to time.
Maybe you'd love to use the 357 Magnum againsta Grunt, but you

| don't heve enough bullets; this forces wou to use the Eumhat_ﬂiﬂt. Be.
arepared to make weapon substitutions based on amme availabiliby.

|

GENERAL TECHNIQUES

l This section provides a few tips on
nor-combat challenges.
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Master the Moves

You'll have 1o master several jumps,

The long jump, which you can perform only after you've collected a
special power-up item, also may be forgotten. Practice sad remamber,

Finally, ladders can be a [ittle
tricky at first. When in doubt, usa

ladder squaraly.

Explore Thoroughly

Many times yeu might think you're stuck, but the raal prablam is
lack of exploration.

caubon. Mowe slowly and face the

The “jump and crouch® requirs
you to jump and then press the
erouch buston in midair. You'll sse
it for everything from leaping over
a tall windowsill to jumping out of
radipactive pond onto & bobhing
crata,

Practice the Hazard Course
before starting the single-player
game, It teach you all the

crocial moves.

If elactricity blocks your path, you probably need to seek the power
source so you can tum it off,

If a security door blocks vour
path, chances are ywou must ocate
# switch that activates .

Explaring tharoughly gives you
a full sense of your options.



Clear the Area

before moving along.

Be methodical. If there are multiple enemics in an areg, kill them all

Hal-Life levels can be complex. Move slowly through the levels, taking
time to cheack for exits, entrances, and distinguishing featunas.

HALF-E I

Also be methodical in your
fauest for supples. In general, leave
no crates unbroken and no lockers
unopenead. Ammunition and healing
supplies are rare, and you don't ;
want o mise out just beeause you
weren't thorough,

¢ 1K
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I WALKTHROUGH, PART L

(Sl § THE NEXT FEW CHAPTERS PROVIDE A COMPLETE WALKTHROUGH OF
HALF-L IFE. YOU CAN EITHER FOLLOW OUR DIRECTIONS WORD FOR
WORD. OR JUST REFER TO THEM WHEMN YOU GET STUCK.

BLACK MESA INBOUND

As the game starts, you're on a train bound for Black Mesa,

i

1. The train makes no steps, 2 AT one poinl, your train 3. Eventually the train comes 4. Foliow the guard to a
and you don’t need to do stops near another train. to a stop. A Secority Guard  large, sealed entry doot.
much dering the ride. Just  Inside the ather train is & approaches and lets you out. Wait as he opens the deor,
wateh your sarroundings as  man in & dark suit. Take a and then go inside.

you cruise toward your good look at him: he'll

destination, resppoar [ales,

5, The door closes: behind
ou, and a new door opens.
Ik through it: Yoi'rs faw
inside the AnbRiginns
Materials Lab

LI vl e e ST T

Map 8.1 The entry hall and adjoining corridor



ANOMALOUS MATERIALS

Walk around and explore the lab. You'll find someé interesting features, including:

& A lockad room with the dark-
sutted man inside {you can't
gat in|

s Lots of Scientists who are too & 4 lounge area where a Scientist
busy to talk to you loses his money in @ soda
maching

e | ; — — e~ —rr—p

Map 4-2, More of the An

Reaching the Test Chamber

Aferyou're done poking around, do the following:

omalous Materials Lab

@ -~ agh ol e a1t

3. Walk onfo your suit toput 4. Inthe locker room just

T 7 RN

=

2. Prass the button on the

computer This lawers the  iten. ouiside the Sult Room, find
rotective nlass around your the locker label ed i
azardous Environment Suit. “Faeeman.” Take the Batlery =

from inside the locker, A

B
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There are two guarded checkpoints on this floor. You

only have the security clearance to pass through one
of thed. H you try to pass and the Security Guard tums

you away, you're at the wrong one.

"SS5, Leave the lockar room and . Beyond the chackpaint is
' Vloeate 8 checkpoinl. Wait as an elavatar Taki it down to
the Secirity Guard opans a lower level.

ihie daor Then go through,

e ———

1. Davenstairs, lnllﬁﬁ the. B. When the 5'|l are 9 Take the nurkas'l;rn'.ih-sﬂ"le‘ T, ﬂuwnsﬁiﬁ;dﬂﬁ Ihl'l:ll:lgh-

corridor. Go through another  done talking, one unlocks o elevator at the end of the the door jabaied “Tost Lab.”

checkpoint and imte a reom  door. Go through the door sorridor. You'll find yourself in an

with three Scientists. Stop and follow another comidor. -;ﬁleuhamﬁ pr with two mare
cieniists.

amd listen to them.

11, Aleer :gmking O Y0,
the Scientists &pen the door
b thee Test Lab. Wiall inside,

Performing the Experiment
Here's what 1o dain the Test Lab.

A 1.The iis 1ol u to start the rotors, Climb the . 2 Climh back down and watch the machinery spin.
"‘. - |adder to 2 balcony, then prass the button on the computer Eventually a metal cage slides away o reveal a cart.

" consale.
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UNFORESEEN
CONSEQUENCES

| Afior the disastrous expariment, You reappaar in

the ruined Test Lab. You'll soon discover that rifts

' have opaned betwesn our world sad an alien one.
The result? Aliens are prowling the Anomalous

3. Push the card info the 4. You'll teleport briefly foa -
machine in the cenler of the - cowple of alien worlds

Fnm. A Milig e explosion E:Erf refurming o the Test  [Matarals Lab.

ensees. Oon't worry. just uf you won't be o e

Gagk up and wateh thi harmed. LoMe f”,# "']'_b ',E't"? ratur 1o the top level of the
machinery break down Anomalous Matenals Lab.

from & distance,

Getting Back to Where You Started

You're standing inside the ruins of the Test Lab. ICs time 10 got back 1o the main entrance.

1, Ga thre 'hll-mm : il I'.'i.ilf do I.|'.l ' : i . lua a $=iaw

] : ; 3, Upstairs, a standing
door imta the Test Lab's corridor, watching out fora  Seientist tends to an injured  the deor a1 the end of the
sntechamber, avoiding the  falling computer wower, one. Approach them and hali. He'll lock inte the
Wortigeont that teleporied in  Retura to the corkscrew ligten unti| they're done Retinal Scanner and
here, Fress the box op the el evaior and ride up. talking. Than Use the unlock the door,
wall near the small door, standing Scientist to have
The door epens wide him fallow you.

a0 igh for you to poss.

- L) il .r L] LV} - [ ] 13 | g i |
5 Walk a step through the 6. Run through o hallway 7. The next hallway contains 5. Use the Crowbar 1o smash
newly opened door. Bolts of  where a single Headcrab & peir of runaway laser the glass in & ammed door. M ,
energy shoot through a wine  reams. You have no beains. Avoid them as you  Crawl through the opening.
dow and destroy a dooron - ‘weapons, so avoid the run bo the end. where you'll
the.far side of Ihe Feo. Heatzra k. fimd & Crowkbar ]

Ateer this happens, cross the
ranm ame eun theeugh the
destrayed daor.

—_— o —_— = ——_
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EI wm”a main -&lt-: E. E‘uw! hack wp IIB lad- 11 Owtside the shaft.a
¥ shaft. Smash the glass doar des. and then up a second Mawman atHachs a Security

" that leads to the shaft, .|i. ladder. Exit the shafil Guard, Either kill the
dum;d 'l'ﬁf wum;{ E'm?“ wn_:?;::::ﬂ it kills
mets down the sha r rowhar, o .

the shafi. Descond the md the Guard—and then kill the
ladidier 1o the Battam, whare Mawman. Take the Security
you'll find 8 Battery in the Guard’s Pistol if he doesn’t

SUMVIVE,

~TIP

If the Guard sureives, you
can't collect his Fistol,
Bui don’t vwworry! Simply
Use him to make him fol-
low you, and he'll shoot ; B e e R = e
your enemies for you. 12, Kill # second Mawman 13, A new locker has 14, Praceed 1o the

Youll hawe opportunities | nearby, and then make your  epened in the locker room.  Anpmalous Materials Lab
1o grab a Pistol later on. way back to the locker room  Take the Pisiol Clips you entrance, Locate a hroken

inearwhere wou ﬁﬁ; put om  find init ventilation grate at flooer
your Hazardous Environmont Fevel,

«Suith Kill two more
v
oI 1P

Mavrmen along the vy
H you had a Security Guard
following you, you'll lasa Bim hars:

he san't erawl thesugh the hole, [t's
okay; you'll be fine on your own.

New Territory

It's time 1o explors the rest
of the Anomalous
Matenals Lab—the parts
you haven't seen before,

1. Crawl through the hole at
the base of the wall. Mave
=Enwlr,=u#| ucan kill a
Headerak that longes aty
and aveid a falling hank u!'
comguter equipment,

2. in the raom beyond, kill 8 3. Proceed through the hall-  §
second Headcrah; then leap  way beyond the hole. nofing
" onio o series of fallen com-  the rooms (o either sids,.

uter towers and go thro “ﬂh where Scientists try in vain | 1-4. Corridor passing between hwo : with
ﬁp 8 hole in the wall. to avoid Headsraks: d_ni;wﬂ Er..-junliusﬂlmédng

34



If you have  Pistol
already, picking up the
new one just gives you
ammunition. '

§, The hall ends in a check-
point where a dead Seconity
Buard and & Mawman lie on
the floor. Take the Security
Guard's Pistal and ‘crawl
through the broken doors

of the checkpoint. Press a
hutton 1o pass & second el
of doors.

!
:

9, Backtrack along the balceny and locate a Scientist
beiding ima corner. Lead him to the ather and of the Balcony,
gnd he'll uplock a locked door. Behind the door are a First
Aid Swton, Fistel Clips, and a feve Grenedes,

-glimpsze of the dak-suited

& Il tweo mare Houndoyes
and ook for & door with &
yellowt iiangle beskde it Go
throongh the deor and kill the
Headcrab bayond.

5. Kill a pair of Houndeyes in
the ¥icinity. and then
explore the ares beyoend the
checkpoint. You'll got a

mian laoking dawn an you
from a balcony. He disap-
pears belore you can do
anything about him, thoogh,

7. Equip your Pistol. Climb
the ladder Behind the yellow
iriangle door. At the top,
you'll see 8 Headerab and &
Meweran. Shaot the explo-
sive tanks behindthe
Mawman and immesdiately
drop back down the ladder
to svoid the explosion. The
blast will kill your enemiss.

& Climb back up the ladder.
Walk -nll:llr:ig a balcomypand  °
locate & Mawman feasting
on & dead Scientist Eill the
Mawiman.

10. Go back downstaira.
Inwestigate until you find &
duor that's slowly bulging
ootward. The door bursts
apen, revealing a Vortigaint.
Hall it and collect Pistol
ammao [ram Ui raond it
appeared in.

11. Nearby, a Scientist hideg
in & Dumpster, A Headerab
|urk s G the area. Hill the
Headcrah snd leave the
Seieitist




SEARL F-L | FE

"Prima’s OFFICIAL STRATEGY GUIDE

AV

12. A barred gate stands 13. Now you're in a smafl 14. Locate & valve wheel. T
bebind a hole on the fleor, If  maze of tonnels, ankle-desp  Turn the wheel to flood the 8
you wait hers for a mement,  in water. Explore the - cortidors with water, and
a Mawman appears on the  aels. You'll find two open,  then swim to the hele in the
other site of the gate, Shoot  unbarred holes in the ceil-  cailing you noted oarlier
the Mawman, and then drop.  ing—the hole you fell Climb out
thraugh the hole in the floor,  through, and another,

Note the lacatian of the

second hole.

| M Wy e T

p

—

15. Mow you're beyond the 16, As you descond,
metal gate from step 12. Headerabs slide down the
Explore the hallway. You'll ~ slope. Avoid the Headcrah:
find & large mechanical it when you ean, and shoot tf
Throw the lever above the  one that gets dangerously

lift: then board the lift as it close,

slowly lawers into new

lerritony.

wo] [P

The water down here is
dangerous. Avoid il

17. You canswrait until the iRt

stops fo get off—aor, if you're

fast you can get off ana

- raised area that has an extra
= . W First Aid Station.



On to the Canal '

Now your're at the bottom of the big mechanical ift ahead lies a deadly collapsing bridge and an alien-infestad
canal. We hope you're ready!

4. Crawl until you reach

1. Kill a Houndeye that mate- 2. The remaining span is 3, Walk around the perin e-

rializes nearby; then 4o Ira ile. Run across this span  ter of the room on the pipes,  enather breakable grate—

around a bemd, A metal Ieap fram it to the sil- lmmpmg when necessany. this ome bencath you Braak .
bridge | ez ahald Appmmﬂl lrew pipes on the right e pipes lead to a grate it and fall through, '
the bridge slowly. & near floor level, Break itand E
Hq_mmlgra suddenly materi- crawl into the exposed ven- .
olizes dbhove it, drops, and tilation tunnel.

breaks off 8 span.

5. You're in & short hallway. 6. Fram here you can look

Pick up a naarhy Battarny, out over a |arga. water-filled . £
and then hreak several canal with & Bullsguid and
erales 1o reve al more several Headerabs on the
Botterigs. Collect them all,  ground and Barnacles on

the ceiling. Don't jump
dawn, but do shoot the
Bulleguid and any Barnacles [

you can see from here,

0in arl-a e-n-d' :-lﬂlu :nml, i 10. Go through tunnels

1. Go through a door ulialnd 8. Shoat a! mminig -
Lower Cenal. Go down the  Barnacles in the canal area.  you'll find 2 ladder leading ~ beyond the seeond oor. 0 &

ladder beyond and enter the  Heal yourself with a First to the other side. Climb up  large room filled with sus-
canal area. #Aid Station in & dark cormer, - the ladder, go througha pended boxes, Climb up two ™
ofd then dive into the capal.  door, and then locate and go  fadders and then slowly,
throngh & second daar. carefully, jump across the
bhoxes to the other sida of
the room. -



11. From the other side of the 12, Follaw the hallway to an
" bex-filled room, go through  elewator and get inside.

a short wnnel, up a ladder,  Press the buttan to pecand,
gnd through @ couple el

doors. You'll Hind yourselfin

~an ama where you can laok

oul over the eainal again.

OFFICE COMPLEX

Early Exploration

From the mament you gat off the
glavator, you've got your hands
full. Here's what to do.

1. Exit the elevator and Map 3-8, Start of the Office Complex (slayatar shatt at top cen ter)
shoot the nearby Headcrah,
Mate the lacked red doors

and the hot, sparking wires

blocking thix hall,

2. Broak a grate near the
floor, next to the eleciical
wrires. Crawl through the
broken grate and take

a right,

o 1P

For same extra 8mmuni-
tion, cravel back inlo the
ventilation duet, and this
time take a left Turn 6f
yaur flashiight You'll find
a small room with a big,
: _ matienless fan and & dear
A e | Security Guard, Kill the
T | s 4, Exit this area through the |y Headerabs and col-
' | 3 Shoot out nother grato and drop into @ toom filled with  big red doors. You'ra back if | pocq the Secarity Guard’s

e

. yending machines, Barmacles, and frightened Scieniists. the corridor, near the Pistol

~o . Kill the Bamacles, and then go thraugh a door labeled elevator where you staried PERCL RIS

) “High Voltage.” Flip the lever bayond the deor, the level, ,
A= P

o -




5. I uwn Ih hl I, I:HIE.
the now-dead electrical

6, Beyond the window is a Haoded Iab, & pair of Iscked red
dears, and & wooden door. Apprasch the wooden door:a

wires, The door at the endof  Mawman weill slowly break it apart from the other side. Kill

the hallway is locked, but
ou can shoot the window
sile it and jump through
by crouching s you jump.

- .y L ™ = == E iy =
7. Break dewn a wall of boxes tareach & lm'glmmge mrea,
Inside, find & chest viith a Shotgun on it At the end of the
reom g 8 locked matal fence, with a Security Guard
hehind, A Mawman attacks the guard. Shoot the Mawman
as snomn @5 it appears, and the guard will servive, Then
he'll open the gaie and let you in,

5. Aeturn to the flooded fab. Jump in |J1mu the windpw,
using & crouch-jump, and then hap across tables without

- touching the electrified water. When you reach the light

switch on the wall, use it This turns off the lights, and also
makes the water sple,

i = a0 18

10. Turn an your fashlight.

| 11, Move forward slowly
' with your flashlight on. Hold
dowm the Crouch button as

|

you move. Kill three
Headcrabs as you proceed.

12 Eventually the ceiling
gets higher, but there’s a
daadly spinning fan pver-
head. Keep holding the
Crouch button antil you're
pasi the fan.

":l, Wh r'ah nrnla.

the Mawman ond take the Pistel Cligs beyond the deor.

8. Behind the gate, tak e
ammao and a First Aid Kir,
Return to the storage room.
A e er feads d ownstairs.
Take it, and in boxes down-
sta:rsTuu'll find another
First Aid Kit and a Batiery,

You'll find a Battary in a
hali-epen filing cabinet,
Break a ventilation grate on
the wall, and get into the
wendilation doct

destroy it and crawl past.
The fioor falls eway beneath
you, and wou'te in o new
section of the main hallway.

b

Warkturouck ParT _

You can open a pair of
ried daible doors to return |
to parta of the fevel you've
#leeady axploned, if
you fike.
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14, Walk down the hallway; 15 Climb the ladder and 16, Watch as the turret shools a Scientist and a Headerab.

another section of ceiling breal the foor grate Then leap into the raom, run fowserd the tumet {break crites
" falls just shead, Shoot a pair upstairs. Orop down, killa  with the rowhar to clear a path], and crawi beneath the

of Headcrabs, and then gaderab, and you'll see platform whore the tumet s mounted. Flip a switch t8

amange boxes on the floor another grate. Break it but  deactivate the turret,

S0 you Can jufp up ta a stay back—an Automatic

tadder inthe ceiling. Turret lies beyond.

weT1P

To access the Fivst Aid Station near the turret, get a

small erate fram a nearby hall and push it up to the
mirret, Use it togathier with a larger crate ta reach the

turres platform,

18. Kl 1u emftra;

Map 3-10, Near the stairwell and the Automatic Tlmﬁl “.'. Ex |ﬁﬂ- nug& nm ;

mearby. You Il find Pistel guarding 2 stainsvell, and
Clips, Shotgun Shelis, and  climb the stairs.
g Biattory.

Administration, Level 1

The upstairs offices are a4 infested with aliens as ths lower enes. However, you have an
advantage up here—Securty Guards.

. 4. Explors h;e area, u r

L - 1A Security Enrd gtands 3 2, Destroy nearby nrain_'s{nr 3 Mave rﬂmf dnw II1E

al the top of the stairs. Have  ammo, and then enter 2 lang  hallway. Where the hallway Vottigaunts lurk here, and
him follow you and provide - hallway. E::.ﬁ!nm an office fo broadens, seviial you'll find Piste] smmao and
W fire support, the left you'll ses a pairof  Vortigaunts attack. Fall back  First Aid Stations in various
M Scientists get dragged info a and gun them down. affices, Wateh out for
ventilation duct Ignora tham Headcrals that burst from
for now, and take the the ceiling.
“ Battery and First Aid Kitin
' ifiis room:




. Climly the ladder and slide
o the right. Am Automistic
Turret starts pow aring up.
Duiekly loeate the met
fuse bax om the wall nearby,
and flip the lever to disalile |
the turret. Alzo; collecta
Shotgun onthe floor near
the terrel. Climb down when
you're donge.

5 Locate & loonge with

pleid cofag and & hookshekf,

. Shoofthe ceiling abave the
slgnm that says "Mainlenance
Beccess” to ravedl a laddes

|TIP

Wait until the Automatic
Turret stars powering up
before you disable it or

the switch may not be
effactve,

1. At the edge of the offices
‘iz @ broad staircase. Kill the
Bamacle at the foot of the
stairs and then go up, pre-
arad o shook the irio of
epdcrabs af the fop.

Administration, Level 2
You're onthe second floor of the administration offices, Moré nasty surprises awaitl

1 Take the coridor ol the 2 Proceed slong the corri- 3. Downstairs you'll finda & As you Imtu leaye the
fog of the: stairs. Destroy the  dor, killing two Vordigaunts, Bullsquid. Shotgun ammo,  area. two Vortigaunis

lone Mawman up here, but  and go through the red door  and some Grenades, Kill the  teleport in. Gun them down

vt the niarsy boxes: af the other end. Have thi Bullsguid amd take the oot a5 s66h &3 ey Appear,
one will explade if you Security Guard on the other preferalily with the Shotgun.
dimags it side follow you down a

mearby ramp,




1P

fully awaiding the hisdes.

. Firer il d Seation.

To stock wp on Brenades and Shetgun amma, ook for the floer-level graie near the fop of ghe ramp dbeside the red doork Shoot
tho grate and enter a duct. Follow the dect 1o a lsdder, and climb op. Gross:a strang e, three-hiaded fan inte anather tennel, care-

Follow the mew wenel to o ledge. Cross the ledge you' e ahove the bazement room where you recently shot & Bullsgaid.
G| ainass the ceiling baarms and enies e vesiilation du st on the fad side of e Fodm.

Followe the dact to a room filled with Beams. Gross thes racan and yoas'll fall throwgh the floor inte an office with amme end &

cunken floor Down on the
floor are broken tables and
a Mirwman. Shaot the
Mawman and any
Headerabs that drop fram
the geiling, Do this from

upstairs.

. You'll reach sn aleove
whare two Mawmen feast
on dead Scientists, Kill the
Mawmen and press a lever
mext to the door. The door
opons, ravealing a huge
freezer. Go inside.

&, Proceed to anoares with 8

Map 4-13, Overview of th giant freezer

I. Go down to the sunken
area and break the wooden
planks nailed over the deor-
way, Go through the door-
wiay and down a dark hall,

8. Explore the freezer thar-
oughly, killing scatierad
Headcrabs and pair of
Bullsguids inside. Locats a
glowing red switch on the
wall and throw it This starts
g hig red cart moving beack
and Torh averheatd




7B l'-'EﬁJI'fI ure gl
amtered the freezer. Climboa

yentilation grate up there,
Crawl into the ventilation
tanmal.

14 G all the Barmasles
bere, collect o Battery, and
| then jump up @ series of

stnirlike ducts Into another
veptilation ehaft.

11, Follow tfl tunmnel until

15 Inside the vantilatian

yorre rght next 1o the big

gtepladder and break open a  moving cart. Get on the eard.

12. Break the cratas on the
eart and colleet the
Battorieg. Then crawi off the
farendof the cart inte &
wall duct (oppasite whena
you gof on).

T o ¥
Lol [ oF 3 il

shalt take & left and pro-
ceed until you hit another
grate, Shoot it and drop ot
you're now at the {oot of yot
anather broad staircase,
Nearby, a Security Guard
crouches over 8 dead
camradi.

18, Walk to the edge of the
ty olewator shaft and

Ingk up to see a hapless

Seingict ofipging 1o 8 ledge,

19, Run and jump to catch
e A der mpuntsd in the
elevator shaft. Climb vp to a

16. Shizat the ap ﬁrnnnhtng
Maweman, and then have the
Security Guard follow you
i the stairs. At the lop i 8
lockod door with a window,
Watch the window: the
dark-sulted man appears
again, but you can’t get at

Fim through he locked daar.

e :ﬂﬂ!ﬁr!ir i

e SRR 1,

. From the 1pu-,

10 a ladder hanging from the
elovator car in the center of

ledge, and then climb 8 gee-  the shah. Climb that ladder

ond ladder to another ledge, 1o the top of the elevator car

and then climb a third lad-
der (Meamabile, the

Scientist falls to his death;
it's unawoidable. )

&, -

[i Pa

13, Graw! throagh the duct,
colfecting a Battery near a
dead Security Goard, Broak
another grate to exit the
duct; you'll find yourself in
& large, blue ventilation
junctiom,

17. Procead down the
nearby eorrider and watch
as 8 Scientist [eaps through
A window 10 escape &
Mawman. £hoot both
mearby Mawmen and jump
through the window fo
collect some amm,

Z1, Break the ventilatian
arate alop the elevator car
and drog in. Flipon your

flashifght and press the
elevator button. Prepare for

the nexi level,
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S WALKTNROUGH, PART 2

IN THE NEXT FEW LEVELS, YOU'LL ENCOUNTER HUMAN SOL DIERS SENT TO
COVER LIF WHAT HAFFENED IN THE ANOMALOLS MATERIALS LAB. THAT |
MEANS RILLING SURYIVORS—INCLUDING YOU. THE GOWERNMENT WANTS 7O
KEEF 1TS TOF-SECRET EXPERIMENT TOP SECRET, AND YOU'WE ALREADY
SEEMN FAR TOO MUCH.

PREFPARE FOR A FIREFIGHT.

WE'VE GOT HOSTILES

The now level starts when yau get out of the elevator A kayto beating this area is to move stowly, 1 you don't
wateh whare you're headed, you'll end Upin-a trap.

Storage Areas
Your first task is to make your way through & series of Cold War-era storage raoms. You'll getyour first tasio of

the government troops’ automated defenses hare.
&
L4 J

You can't get info the
guardroom; its lockod.
Thera are several areas
im this lavel you can’t
reach right away, bui
youl might geta chance
e visit them [ater.

1. Exit the alevaton. Watch
the .ﬂnnlnkirlg Scientizt bang

on the window of a guand-
room, hefore running head-
long inte a Laser Mine

Map 5-1. Start of “Wae've Got Hostiles,” with starting

elevator at botlom center,
o
L &

Red laser beams afe activators, Whalking through them
triggers @ nearby weapon, such as a Tripod-Mounted
Chaingun.

Blue-green laser beams are attached to Lazer
! e e ST AT z 1| Mines. Walking through them detonates tha Mine,
7. Charge up your health and 3. Walk do'wn the corridor, causing a very damaging explosion.
HEV Suit at & nearby First Arcund & corner, two red
- Aid Station and an HEW lager heams bloch your

-\_1'-*5,““ on. path. Beyond them lies 8
N ‘etpckrmom filled with crates,




§. Dash through the beams. 5. A Combat Rifle lies on the 6 When the stockroom is 7. Arownd & comer is A Skg-
A Tripod-Mounted Chaingun stockroom floor Take it i clear, find & hall leading ond Laser Mine. Duck undaer
ahead starts firing at you, you haven'talready. and awiny. & Laser Mine al ankle this one.
Sidestep a5 you fire your then destioy the crates in level blocks your path. Leap
Shotgun repeatedly at the the room for a few suppliss.  overit.
Chaingen, When ivs gong,  Avaid the explosive crates.
kill any nearby Headcrabs, A {ew extra Headcrabs tole-

portin as you explore,

i Proceed along the Kall.
way. A Vortigaunt taleports
im ahend, Kill i and any
ather Vartipaunts that warp
in o the same place, Use
the First Aid Station on the
‘wall pearby,

& Proceed down a ramp, At 30, Beyard the beam Niosa . 11, Frod th top of iba

the base of the rampis aved  crate-filled room, A crates, shoot the twa Tripod- 2 Sl
laser beam, with a pair of Vortigaunt teleports in Moonied Chainguns on the /%

Tripod-Mounted Chainguns  behind you as you enter; kill  floor below you.
nearby. Jump over the beam it and then jump 1o the top
and destroy the Chainguns of the pile of crates.
Em;lh Grenades or Sholgun
- L

Further Exploration

Thetraps and Mines get thicker as you procead through more siorage areas.
j_IEEBp your cool, and fake it slowdy,




e

3. Jump up on & pile of
grafes, and then dau e
other side. Ahesd lie a pool
of water and an op &0

el Evater shaft

2. Walk throogh the nearby
web of red laser heams.
Pse the First Aid Station,
if necessary.

1. When boih Chaingiins fre
gone, equip your Pistol and
drop down Io ths aew area.
Several Headerabs telpport
ifi; Shioat tham with

your Pistel,

B. ',I"J'han lhu Mmas gre gone, 7, Erm‘tha E:ulwaikln
destroy boxes to collect
ammao. When the room is
clear, elimb the red ladder.
From there, climh a second
ladder to the catwalk.

5. Go through The lasar
beams. Abead is anather
slorins BEEE With mare
laser beam s and Lasear
Mines. Overhead, the dark-
syited man appEars an a
atwali, Throw another
Grenade toward those two
Lager Mines.

another platform. A Scientist
runs doven & fight of stairs,
=aying. “Thank God you're
heref” Moments latar &
Grunt kills the Scientist.

Things Get Rough
You've already killed one Grunt, but there ara more where he cama from.
The following stages familizrize you with your human nemies.

9, Ga downstairs and
destroy the crates. Avoid the
enp!mmlm harre]s. When
you're done, press the but-
ton mear the nleu‘nlul and gel
inside.

1. At the top, you'll find a
large storage area. Several

* Grunis are in here. Hang

- baek and use cover, firing a

.. quick Combat Rifle burst
whﬁﬁwnh“ ke i your

Map 5-3. Big room with 'r;mﬂ:ipla Grunts ot Bottom e enter.

4. The water causes you o
slide, and falling down the
shaft is deadly, so walk oni
the watar very slowly, ds
you move forward, you'll se
& pair of red laser beams
and two Tripod-Maunied
Chaifigrs. Lob 8 Grenads
so it lands just behingd the
first tripod, and back up. Th
Granade should take oul

Y hoth Chaingens.

4. hpproach the top of the
giairs, with your Combat
Rifle equipped. From the o
of the stairs. kill the Grunis
downstairs,




bty

iErunis can flank you,
and sometimes they
throws Granades, Keap
yaur eyes peeled for
both tectics, Blast them
il you sea them lirsl, or
deck lor cover if they
start shooting you first.
Then pop in and out of
GOVET a5 you rotdrm Hre,
Bon't |at Grums lock
eiito you and fire
continuously,

amans g 1

% Pastthe Barnacls areais
A T-junetion. Ta the leit ans
Laser Mimes and Tripod-
Mounted Chainguns. To the
right is:an open cormidor,
Detonate the nearby Mines
with Pistal fire, and then
take a right.

T ¥ou'll come out in & room
with & First Aid Station, HEV
Siation, and boxes. Jump up
on the boxes (don 't destray
them, From the top, you can
*jump onto the new belt and
Tollowy it Tmio the weall

To the Surface

1
|

Hfinca you get through the fire door, you'll fimd yourself
L 8 corridor to & big storage reom wherne Grunts 518
LISy punning down: helpless Scientists,

| Station.

LAl R L A
2. When the Grunts arg 1, Climb the stairs to the 4. Fallows the plathorm to &
dead, destroy crates for metal platform. room with Bamacles over-

head, Kill the Barmacles
with Pistol fire and proceed,

gxtra sl:lpEIin_a. end use the
tation amd HEV

Firgt Aj

w1l

E. You'll enter & roam With
bexes on the Moo,
Bamnacles overhead, end &
conveyor beln Kill the
Bamacles and get on the
comyeyor hell, Follow it inio
the wall.

B, Follow the new beltto a
small room with 2 Grunt. Kill
the Grunt and use a nearby L i i s A R —— -
Eirst Ald Station. 3. From this little room, look dowmn on & cormidor [lled wiih
Leser Mines, Chainglins, and laser beams. Throw a
Grenmde to clear out the nearest Mines, and hopefully
gome Chainguns, Then juimp doven and go throwgh the fire

door that descends automatically.

1. Get sweay from the closing
fire doar and look dowen the
el vy, Groms appear o
long range, killing
Scientists, 3hoot the Grunis
witienever they appear and

"\ wabch out for Bamacles,




e TIP

Az alvweays, Iook for
hoxes of equipment as
you proceed,

2. When you see na miore
Grumtz, advance. Climb
stairs (o & platiorm, and then
climb & second flight of
stairs, Follow a catwalk (b
third flight, and climb that.

& Atthe 1op, you can go bwo
ways: to the right is a First
Aid Station, and to the leftis

- a ramp leading down. Use
'y itve Farst fad Stadion, if nec-
; exsany (watch the Bamacle
Don't 12l off the staits, above it), and then descend

ar you'll find yourself in the Famp.
an earlier part of the
Ievel, if this happens,
§OU Can make yolif Way

4 Tho ramp leads across a5 Break the boxes nearby to | back. It's a hassle,
bridae with dead Barnacles  collosta Battery, and then though, so vse the ranip.
ovarhead, and onto a cil- descend the s1pirs to the '
wialk overlooking a new main floor,
area. Look down and shaot &

feve Grunts balow you,

Wateh Tor Grenadss!

e TN

B. Dowitistairs, break more
boxis and callget another
Battery. Then locate the
Surface Aczess elevator and
take it up.

Helicopter Madness
. On the surface, a circling Dsprey halicopter drops govarnment troops. AOcket fire

M shakes the area from tme (o time.
r Your taskis to kill 2 few nearby Grunts and runto a fortified concrete bunken

_. @,ﬁﬂem the: heheoplar CANT QL 3L YL,
S



pow in & small concrete
sfructure thai’s missing
ome wall.

3, 'H-ha I.Im m:s m
dead, heal up at & nearhy
IFarst And Station:

& EFR vl

"

5. Locate & concrete bunker
#nd get inside it as quickly

- s possible. Climb down =
la el

i, Dowenstairs, the groond

- still shakes from rocket
Cittacks. Charge up your
- health and HEV Sein at near-
by stations.

1. Leave the nlaal. 'H'uu‘

Z Lookout through the open
wall and kill saveral Grunts
mnping tovward you, Strale
as you fire, kit don't loawi
the shelter

I'Ilp 57, A_ﬂr[ﬂ;! viow of oitdaor anea with halicoptar.

weTIP

An Dsprey transport heficopter circles overhead, and

toaehing it will Kill you instantly.

4 Titen on your Flashiight
{it's bright outside, bot do it

afyweay] and rin out inte
the opan.

eleetric fencing Blocks a couple of sress. Avoid the heli-
copler and the fence, Grunts await behind the fence, and

vo] 1P

The helicopter |ikes 1o fire rockets at the bunker entrance. it's best to approach the
bunkar just aftera rockot hits i

Tive Dsprey is most dangerous when its above the area behind the electrified
fance, and least dangerous when it's oot of sight.
Finally, nete that rocket anacks can damage you even while you're inside the

bunker. You must climb down the fadder guickly to escape the biast radius of the
rochels

7. Approsch a door labeled

sd 8. Go Ihr{iﬁglhhdm
“Vent Access,” Open it but

You're in & werioal vent

don't go through it immedi-  that's open at the top. [fyou
ately; instead, stand back as |ook up, you'll see

an explogion drops tons of  Oaprey dropping Grunis
debris down the vent. down the vent o atiack you.
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To descend tha vent safe-
Iy, move guickly {instead
of waiting for more pam-
; troopers ta kill you), and
= e : _ % | don't drop too far in a sin-
9. Look down, You'll see several ledges or platforms. Jump | gle jump. Avoid the big

to @ lower fedge, and then jump to a still-lower ladge. At : ; :
the bottam ledge, craw! into a wide ventilation disct. ot _fﬂ“ o tha midile
of the went—it's lethal.

10, Crawel into the widé V-
tilation dict and follow it
around 8 cornes

Backtracking
You've just crawled into & set of ducts that ultimately take you thro ugh places you've already been.
However, you're free to explore these ducts fully and, if yau do, yau'll find extra ammunition and a First
Aid Station.

Whan you're done exploring, follow this path 1o tha next level.

aiun |

1. Proceed down the ductto 2. Drop o the bottom of the 3. This duct opens inta _re'( A4 Climb the first laddar, bu
a smiall vertical shaft with s shaft without getting hacked anather vedical shaft This — natthe secand one. You're
lan near the middla. This 1o bits by the fan. Do this by shaft coniains @ pair of plat-  abaut halfway up the shait.

=halt has four exits, includ- erpuching, and then inching  forms you can reach by Emer the ventilation duct
ing the one you approached  forward and right until you  climbing ladders. wou find here.
through. Yau wantla reach  fall onto a namow ledge. -
thi battom exit. Then creep farther to the
right (still crowehing) until
you T8l to the botom. Crawl
into the duct

& The ductis shorl,and b In the same raam with the

opans into & room with Sgientist [ 4 consolz with a  opened door, down a short
Scientist. The Scienlist, hig red button labeled “Silo  corridor, and around
apparently willing to help  Aecess.” Press the bigred  a corner.

your endeavour, fells you button, and a huge doar will

‘ﬁ_uhnnl an old rail systeimn you  open nearby.
ight be able to use.



BLAST PIT

You're now in @ new area. Your uitimate goal is to destroy a huge Tentacle that's
taken over a nuclear silo. But getting Lo the silo is & test in itssli]

Approaching the Silo

The govarnment’s ¢lean-up squads kaven't locatad this area yet, 50 you won't
have any human enemies to fight for a while. You waill, however, find yoursalf
battling increasingly ferce aliens and some truly dangerous envirgnmeants,

4. Enter the raam the
Maveman cama from. This
roam is packed to bursting
with explosives, so dontfire ior and press a hutton o
yoilr weapens. Jost take the  descend inte darkness,
ammo and First Aid Kit, and

get out

3 Ta the right lies a ramp.
Gt gt Usd raisi 1 Fiked yodlir-
s2it at & contrel panal with a
[ewern Throwe the lever Lo
summzn & fresght ol evator.
Az you do, 3 MEawman

bursts from & door to your
right; kil it,

bottam of tha leading 4res.

5, Descend a laddar tathe
et on the big freight elava-

. Press the Use botton to
motivate the il car's con-
trol panal, and than press
forecanl Zeveral Gimes 16
make thia rail cart blast
ahead &t il speed. Press
the Use key one final time
when you're at foll spead,

!!!TIP

Don't move around mueh
wehile the cart iz in
metion, or you'll fall off,

1. As the level stans. you
face a harricaded pessage,
Use vour Crowbar to brazh
down the barricades and
boxos.

| S 10 T
2 Beyond the barmicades ane
o fow Headerabs, Kill them
and [nok out over the large
leading area, There's a
Bullsquid out here you can
ekl easily with vour Piztel,

E. Downstairs, you'|| find an
Blanganed rail tunnel,
Saveral Hounsdayes scamper
below you. Shoot any that
gettoo elose, and jump onto
the rail ean,

8. Stand still az the rail cart
huntles aslong the racks.
Don't bother shooting the
Hounde yes and Bullzquids
ol pass; they 1y 1o
:ﬂagfhﬂ ks F
o0 fast 1o hit one & nother
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9. Eventually 10. When you hitthe water, 11 To get up on the far 12.0n shore, climb a
" theough a wooden signpost  immediately run in the =ame  shore, you must juimip onta ladder to the top of a giant
and apptoaches a bumper.  direction you were flying.  fwo boxes bobbing inthe  pipe, Wallk onto a somewhat
When it hits the bumper, Az you rum, kill a nearby lake. Jump on the [awer box  smaller pipe with a hole
you'll burtle through the air,  Bullsguid with your amdl, fram there, to the high-  in the top. Fall info the
into o pile of erates ina Combat Rille. a1 one. fmportart To jemp  hole gnd crawl fonward
shallowe, green, radioactive from the water to the lower  inthe dark.
lake. box, you must use the jumps

and-erouch technigue,

13, When you reach anather 14, When the Bullsquids
hole in the pipe, jump up dead, jump aut of the pipe
and down in the hole fo spot  wsing the jump-and-crouch

a Bullsquid just outside. tachnique. This area fea-
Shoot the Bullsquid at the  tures several pipes and a
top of your | Youcan  poel of radioactive water.

wk & few rounds into the

ullsguid ewery second or
twa, while @wniding
netirm fire,

wl00L g 21 1l NAAs

15. Gat back atop the pipe 16, Walk alang the new 17. Beyond the balcony is a
yois ontered through (i you  pipe. Shoot a Bullsquid in s roam with Baneries and
fell offl, and jump from itto  toxic pool as you balance en First Aid Kits. Heal up, and
the topmast of the other two  the pipe, and then leap than continue.

pipes in this room, Line dowven to @ halcony.
!lqu;ﬂ;ell wp carelully for the

jump, or it's very difficult.

Entering the Silo

Youre on the threshold of & missile silo thet's baen
taken over by o giant Tentacle. Entering the silo is the
_._ easy part, defeating the Tentacle (s anethar metter

1. Go through & doarway to
| @ ledge overlooking a lake
I of toxic shime. A mssilo

| silo lies beyond the: late.
Kill & Ballsguid in the
water balaw




2. Hop on the pipe that leads ' 'r
toward the s'rE:. Eolore it 1_" } aY
rﬁlanhi“ the EilEu. however, (W9 2.
this pipe nearly Infersects
an ul:tr pipe that leads to a :'r':?:h n.‘:'ﬂ:.“ ki
life. Hop down onto this new A M
pipe and make your way corner of the texie lake,

ot thie 1.

Eefore you take the Nift, you might want o try this dangergus leat:
Run op to the edge of the missile silo itsell. Jump onto its slanlad surface. i you jump far enoagh, and
continue running at full speed towsrd the oilo, you won'e slip off inta the [ake.
Still running toward the silo, point yourself slightly fett and make your way around to a ledge on the far side
of the ke, There, vou'll find meore First Aid Kits and Batteries. Collect these items and return o the Iif via the
same method,

3 Pross the bufton on the lift & Usstairs, walk slowly . (5 Fallew acatmalk 1090 B.A single Hoodeys s’

and ride up. down & corridor. As it bridge; killing Houndeyes  trapped between barrels of
broadans, you'll find a along the way. Collect a pair  explosives on the bridge.
[ Bullsquid to your right, near  of First Aid Kits nearthe You can either shoot the
' some explesive barrels, Kill - bridge before crossing, Houndeye and blast & hole
the Bullsquid, but beware in the bridge, or simply run
the barre past it Blasting a hole kills

the Houndeye, but than you
must jump scross the hole,

7. Kill Headdcrebs on the £ Kill the Mawman on the
ciher side of the bridge. oiher side of the doar, then
Then enter a small room follow the hall, Lizten fo the
with a security door and dying Scienfist on the floor
throwy B will switch. A Kill g Barnacle on the

W EOF & E6As: ceiling and keep going.

| 9. Go through another
sacurity door to the missile

y siloseontrol room. After &
maoment, 8 massive

Tentacle buests heaugh the

4 nlass and grabsa En-i-au!ﬁﬁ
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10, After the Tentacle has 11. Entar a small room with 12 Colloet the Gronades and 13, Desiroy a ring of boxes
iragped off the Seisntist, explosive crates and erawl eut into the sila’s argund & ladder leading
cross the room, Go through  Grenades. Anothor Security  inmer chamber, where the down, and then deseend -

a dooreeay, kill a Barnacle  Guard stands in here; as Tantacle waits. Craw| down  quickly.
overhead. and climb a sgon &5 you enter, e runs  sladder (o a lower platform,

ladder. A Security Guard toward the Tentacle. [gnore

upstairs tells you to him; the Tentac!e will kill

be quiet. him eveninally,

1P

The Teatacle relies on sound to locate you, Crawling instead of running greatly
reduces your chances of geting smacked.

I you do accidentally make a noise, or if the Tentacle seems to he homing in on
you. thraw a Grenade into tha hola the Tentacle amerges from. That'll canfuse st for

o while,

14. At the bottom, [oolk for &
boarded-up door. Destroy
the bearde and ge threugh
the dooraay.

1% Walk down a corridor to
& SEcirity door Thiow the
wall switch, and a new door
DpEns.

Map 5-11. Central core of silo, directly above th

Activating the Air and Fuel

Your master plam to kill the Tentacle requires you to restore power, fuel
missile sile. You'll do the seeond twe first. ' i -
v
L &

i J Shooting the barrels
Lo i | i i
the bridge is trapped bridwge. If you do this,
f huﬁu taro e?c iosive bar- | cross the bridge by
rels. You cin either rin past | walking on a thick blye
i | Lﬁm:r‘&‘mﬂ or shoot the ﬂipﬂil!l tha laft.

ilation to




& 1P

1 you uze the ladder, the
Marrmen will tear you
1o shreds.

3, Down here, you'llfinda

cimeular grote in the {loor.
DRestroy it and climb down
an extramely long ladder.

: Mzp 5-‘I ! Shnh! I&adlmg dowen to pipes.

4, At the hottom, you'l] find
yoursell standing on a
ru ipe suspended above
hﬂnwwnmﬁ'ﬂﬂh along
the pipe, taking care not to
fall off. {There are
Bullsguids that can attack
yau dawi thers.)

E F-u1l-uw Ihn mpn In
Iadder leading up, Climb tha

ladder, shoot ouf the grafe ai
the top, and kill the
Mawman standing up there.

H.i'l..L F-ELIRF.

2 Reach an ares with a
loched door labeled “Fuel

Room™ and a [adder leading
dower. Don't use the ladder.

Instead, turm on your .
Flashlight, jump dowmn el i
ouf using the ladder, and

thien tirn afound quickly ta 2
destray two Mawmen ' 3

5 Take a left ata T-Iuttﬁlinn.

1. Upstairs, collect Grnna-dfen
from 2 =mall slocove, and
then follow the only avail-
able corridor to @ door,
Press a button mear the door
o ofen it, and shoal bivo
Mawmen on the other side.

B, Beyond iz a huge vertizal
shalt with 2 massive,
motionless fan in it Climb
dowen two rad ladders to
reach ithe fan’s level.
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= TIP

I you're slow fo get
aweay, the fan will gain
speed and rip you to
shreds as you try to
climb the first ladder.
Gt moving onca you
throw that swilch!

9, Walk ap 1o the base of the 10. Fram the top of the
¥ fan and press a swileh to
activate it Then tum and
wlimb back up both ledders
a8 guickly as you can.

the fan. The fan is blowing
g0 hard that you'll shoat

zame wooden planks,

Destray the planks with
our Crowhar to float ewen
igher.

j M &-14, Ventilation ducts leading away from the top of the:
giant fan.

14. Proceed 1o a room with
threa Mawmen in it. Kill the
Mawmen and approach &
console with buttons

| lebeled "Dxy 0a” dnd “Faal
il 00" Priess both buttons, and
red-and-bloe lights blaze

te liles:

15, Climb the ladder to the
right of the consele. Press
o wall butten upstairs o
trigger a doo,

Restoring Power

You've rastored fuel and alrflew 1o the missile silo, but
you still must turn on the power. Here's how,

1. nhvu the planks,
destroy 4 metal grate in
thie weralll,

secand ladier, jump toward

straight up and stop against

12. Go through the grate.

16, Beyond the door, you're

13, Kill a Headorab in the
ventilation ducl. Proceed
forward, knocking out
grates and killing
Hoadcrabs, to s ladder
leading dowen. Take it

back in familiar territory,
Make your way along the
corridar loweard the cenber
of the silo—the pait with
thié Tentasls.

1. Retum to the large room
with the Tentacle. Locate a
ladd ar InEding down
(remember (o crawil, and
lake it




e TIP

Getting @ good running
stari helps you jump
farther,
L a '] : ‘m FI' (LR r ML
2 There's & hoarded-up door 3. Walk dawn the corridor 1o 8. Keep rusning down the
down here, Smash the tim- & hole in the floor. Leap cneridos wntil you find &
bers and go through. acress the hole and keep Maveman feasting on bwo
rurning when you hit tha dead Sciontistz, As you do, ¢
gther side, section of corridor collapsess
behind you. lgnore it Just
kill the Mawman and o

thooug b the secority door,

E Cross a bridge with explo- 6. Proceed 1o & large, dark

sive borrele on it (g2 veual,  poom with Bamacles and 2

you can eross via a handy Hullsguid eating a dead
L'q il you blow up the Scientist in the corner. Kill

Endgull Kill a Bulleguid on-  the Bollsquid, and then the

ihe oiher side, and afric ol Bammacles.

Haundeyes in the corridor

beyond.

v P

Il you stay in the slevator,
it'll plummet info a pool ol
| toxic slodge,

, &
w e o

8. About helbway down, Ehe

3 .w;l.’q |:||J'i: |:| a |:||!|u 73 , Climh I-a: lll:fEI.

amil press & button to sum-  elevator stops abruptly. itz base iz & platform wiih a
mon &n elevator. Board the  Jump up to the rim of the Scientist. Listento him, and  f
elevaion, As the elevator elevator, and then leap over then follow the only corrider £
* gescends, B on yeLr to the |adder an the wall. H leading away.
" Hashiight and scan the you jump carrectly, you can
iwalls for a ladder, catch the ladder.

¥ 19, At the end of the comi-

Y dor kill a Mawman, and

| - then walk forward. You're

N in ihe silo’s power core,
The only alién in heraisa
Bollsquid at the boHom of

48 the tone Throiw a Grénade

! down to kil it o

10, Proceed along the corme
| dor, crouch-jumping up on a
large pips ba aveida spill of
toxic sludge about halheay
% along.




=

13 The haywire basket up
here 5 like the one you just
rode in, but it moves by itself

14 At the top. & beam I
fo the cemter of the power
core. Walk along the beanm

12 u'l'h pul opto 8 mesh
bashel m.‘rluu?n.frlg the core,
Pregs A hutton, and the bas-

ket will whisk you o the and will squash you if it and press a button on the
other side. Climb a ladderto  louches you Walk around  core itsell. A rad light
a catwalk, the catwalk to & ladder EOMES on,

g::aing wup, careful nat to lot
basket hit you, Climb the
laddar.

16 Male your way back to
the room's entrance by
descending .u ladder and
riding the basket (Waich
out for the haywire basket.|
From there, seturn to the
large shaft with the alevator
o | imgeed oul of.

15, Jump-croweh sntathe
care and walk across it
Press an identical button on
thw other gido, A second red
light comes on. Immediately
spin around and approach a
ladder.

o TIP

If you follow the ladder all the way up and leap aff,
vau'll take falling damage, because the top of the
fadder is much higher than the floor.

17. Climb up the sama
ladder you climbed down
originally.

You've restored gir, fuel,
and powear. Now you're
ready to fry th Tentacle
and qet out of this place.
Here's hiow.

The solution: get off the ladder before you reach
the top. An extremely narrow ledge lies to the right of
the ladder, near the top, Get off on this ledge, and then
jump from the ledge to safety. You'll take no

ilemage.

Killing the Tentacle and Escaping the Silo

1. Climb all the way hack (o
the fop of the Tentacle
rocm. Aemember to crawl
to cut down on noisa, or
youH get smacked)

18. Return to the roam with
the Tentacle. Along the wray,
you st Se criles o
bridge an elecinfied puddie,
and [Ump AEroSs Wo Sec-
tinns of missing corridor.

2 Returnfo the silo's control
roont. Mote that the con-
sole's Oxygen, Fual, and
Pawer lights all glow mow.



3 Press the red Test Fire
bition af the center of the
console, and stand soma-

- whal back lrom the swindasw,
. Walch as the Teatacle i3

* baried 1o & crisp.

w1k 2 o i) 1

N0 Proceed fo an even fang-

§ erpipe with awalvo wheel
on it Turn the valve wheel
hald it dewn fior & whils),
amil & section of pipe
prtends acrass a chasn.

- Walk through the newly

- mare pipe bridge to a mosh-
cavared tunnel, and through
g small hole in the mesh.

4. Enter the room where the
Tentacle used o be. Climb
down toihe bottom, and
descend a ladder linto the
hole the Tentacle

sprouted from.

T. Swiim straighl davii
toweard twi circular open-
ings one partially blocked.
Swim straight down
through the elear u-peni!:‘g.
Swim up on the other side
to-surface pear & platiorm
orerlooking a radioactive
lake:

11. Craw! through the tonnel
toward & risty section,
Whan you walk on this see-
tiom it gives way and dumps
vou off, huring you. iTryte
lame on the table below.)
Immediately kil any
Headerabs you find hare,

5. Proceed slong & series of 6. Swim fo the surdace and
nearly werthcal tunnels. imeestigate. A 357 Magnum
Eventually you'll fall inflo &~ lies mear a dead guard, ancd
paol of wiater: Make sune bullels are scattered on bathf™
you hit the water when sides of the reom. Take fhis
you land. stff, and then dive back

imen the watar
.
ve I [l

Mavigating wnderwater is tough at first, so turn on your
Flashlight and try to maintain a strang sense of whera
you'ne going. Don't worry though, 1his anea is small
enough that, even if yeo lose your way, youo'll find the
opening scon enough.

9. From the upper platiorm,

B Descand lh noarby la tl_—

der ta a lower piatform with  walk along a'llig&ipulhﬂ
First Aid and HEV stations.  [eads out across the

Refurn when yeu've radicaciive lake, Drop from
poveered up, this pige 1o a lewer one, and

follow it to & concrete wall.
Then urn rght and drop
onto & thind pipe,

R

13. Whan the roo rr: emply,
procoed thiough the only

availahle comidar tathe
ma level.

12. You'ra in a crate-fil led
o, Taloe the Figst Aid Kits
fram the floor and bre sk
EVEry Do, You'll enlles
mare First Aid Kits, and
some Bandy explosives,




- = 23 L] LN |
o i Y
¥ ’

LF-LIFE

*’Pmms OrriciaL Staatecy GUIDE

HALRTHROUGH PART3

THE NEXT FEW LEVEL S ARE ROUGH BECAUSE OF THEIR COMPLEX
ARCHITECTURE AND THE DEADLY FOES THEY CONTAIM, COMBAT INTEMNSITY
RISES TO A NEW HIGH AS YOL PROCEED THROUGH THESE AREAS,

POWER UP

This level features a giant atien, Gargantua, that you cant kill by co Ry mtional
means, You'll have to use a special trick to destooy it

Getting Started L I‘m |:|:| i|11 huge ro urr;

You'll mast Gargantua right at the outset, but you don'twant 1o gat roa acquainted. ﬂ&?g’;‘nﬁ:ﬂ'ﬂfﬁﬁgz

Justsneak past and [eave it alone for now, and kills sorme Grunls,
While Gargantua’s distract-
ed, mn into th e passage just
left of the one Gargantua
came through.

2 The corridor forks. Take a
righd. Hill ties Vartimaunts;
Ehen return ta the fo5k and
take thi: ather path,

3. Go past a braken pipe i, Amlkmrnmhea 5, Downstairs. destroy seme B. Beyond is a room with a

| stieking out of the {loor, but  leaving you with no cheice  crales for ammunition, pnd  dying Security Guard and a
. be careful, Kill two but to jump down. [Sheot the  then climb a ladder to a big switeh lever. Listen fo
. Vortigaunts beyond the pipe. Headcrabs on the lower boarded-up door labeled the dying Guard, but don't
lewel before jumping) ~  “Track Control.” Destroy the  throw the switch yetd. Just

boards with your Crowbar.  nole the room's location.



Starting the Engine

The dying Sacurity Guard makes it clear what you must do. Its time 1o restore pawer to the
raif system in this ares.

4 Climb 4 ladder to the

o 3 The comidar onds in 2

i"-u-'_ :rll ral

1. Return throwgh the door

where you entered, Descend  more Headerabs and door, Open it by twming a shafts second lavel,

the ladder to the lower ‘Fnﬂiiamtﬁ alang lh# way, valve wheel, and walk into  Immadiately turn around and

level, end take the eorridor,  and then a room with the new area—a vertical look up. Shoot & Grunt on & -
‘n'nmqnunts and explosive shali with foxic goo at the higher lovel, Then collect F i
basrels. Kill all enemies, and botiom. Equip your 357 some amme froma small %

avoid those barrels! Mageum. room nearby.

5, Climb a second ladderte |
the top of the shalt and
=lowly go throwgh & door-
way. You're now In a small
bunker. Kill the Tripad-
Mounted Chaingun and the
lono Grunt in here, and then
smash boxes to collect gear.

Sl

Mote the locafions of use-
ful items you can't Il.:IE up
isueh &8 Hist Add

You'll return here Iﬂ‘ter
and might need them.

B Fallow the corridar You'll 7. Kill any remaining Grunts, 8 Go up the nearby ramp to
find & large raom with twa  and then enter the large a T- junctian. Kill Grunts and
amall balconies and some mom. Mote the ramp leading  toke a right. This corridor
Gromts a1 the farend. Fire & down to Grenades and a dead-ends, but there's gear
“abl irteea pile of explosive  Fieet &id Station, Slowly i you hreak boxes alohg
crates tokill zoweral Grunts.  approach the other end thee vy,

of the room, killing new-
comers, [The 357 Magnum
is recommended.|
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T:f. Wiy

B

9. Retumn to the T-junciion
and teko the other path,
Break Boxes and look for

g hift

1. Summen the lifg and ride

davwin, Kill any Hound eyes
that bother you, and
advance along the corridor

12. Find a large gﬂtnr over-

laking an engine room. Kill

13. Equip your Crowbar and
wade through the water. Kill

Hoiindayes and take 8 lelt, A & Mawman and nmees us

staincase spirals down to
the engine room, Take it aff
the way down, not halfway.

Map 6-1. Lower levels connacted by spiral staircase

fat rightl.

16. Return to the spiral
staircase and olimb it to the
top. Backtrack ta the hig

lift. As you approach the bia |

lift, a pair of Grunts |

| descends init. Kill o,

Hagwarms in the waler as
vou procesd,

&an .6 B

T

15, Ga back up the spiral

simircase, but just hallway.
Fimd a consale labeled
“Poswer Generator. with
buttons on both sides. Press
the button on the left do
restore power fo the engine.
It hums to life, and a sign
ahove the console now
riands " On."

10, Activate the IHt. Don'tget
on; just watch it deog. Drop

a Grenade down atier it bits
the bottom, Thiz destoys
somi Laser Mings planted
downsta irs,

14, You'll find an enging
doswn hers. s stalled
because hoxas are jammed
in it Break the boxes; the
engine will start, and the
water will drain sl owly frem |
the romm. 1

o] 1P

MNow thai power is
resiored, e carsiul
exiting this area. Two
transformer boxes Spit
energy boams, Waick
for the heams, and tims
your exit 5o you don't
et fried.

17. Ride the lift up. Kill

'j_ @ Grant an the 1op, and
| another waiting nearhy.



18. Beehtrack all the way 1o
Wi b ronim with ‘Garga alida,
watching for a Vortigaunt—
but don't enter yol

P

Dot try tos gt
Gargantua, Just run as
{ast 85 you can, and avaid
getting blasted.

Gergantua will chase you,
but probably not to the
end of the cormdor.

Killing Gargantua
and Escaping

Mow thatvou've {umed
the engine back on, you

must deal with Gargantua.
Hera's how to kill itand

25Cape.

2. Run down the large eomidor, You'll nter & hig room. Run
to the end of this room, goup 2 ram

17N ]

throw a lever al

. and
the top. The lever activates 8 pair thug e Tesla coils inthe

midd e of the room.

d =
i | =ina|

f_!.li&lum 1o the g roam
Gargantua wsed i accopy.
[19:’1 fdon't ga berween thase
Tesla coils!)

o] [P

Don't step on the rails in
the bag room. Mowe that
the: power's baek on,
they're elecirified and
dangerous, Jump over if
you must cross them.

3. Den't appreach the active
Tesla coils. Instead, take &
small side door It |esds
back 1o the other side of
the coils,

B There's & rail cart ina
gommer of this big room. Get
o, activate its control
panel and drive fonyard
anto & circElar switeh plats
at the center of the ream,

T —

1. Save the gama and run
it the big reom with
Gargantua, Look for the two
largest exits—anly two are
lerge anough lor Garganiua
to get througls, Take the left-
mosi of these,

o [P

If Gargantua followed you
all the way in here, the
Tesla coils fry it instantly.

1. Go back to the Track

A, If Gargantua is dead, skip
e Step 5. Otherwise, run
back teward Gargantua. Fire
at it and retre at; it'll chase
you. Duek fnto the side door,
and follew the wnnel to the
ather zide of the Tesla colls,
The Tesla coils are now |
hetween you and Gargantua.
Garganiua approaches you,
tiut the Tesla coils kil i

Control room (the one whers &
you saw the dying Security
Guard and the big switch
Fewer), Thiow the lever: the L3
rail cart spins wntil it's lined .
Up with & néw set of trasks.



& R
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ON A RAIL

The naxt leval is extremely diffic ult Tha combatis tough, and the rail tunnels
are easy to get lostin. Follow the walkthrough carefully,

Early Exploration

The first part of this lavel is dangerous on faot, S6 remain onyour cart for any
travel that takes you along the rails.

8. Get back on the rail cant
and turn it on again. Crank it
up to maximum spesd. Hold

steady as it smashes If, for some reason, you must walk along the rails, always remember that the
through a barricade into middle is the slactrfied part. Walk alonqg the edges to avoid a shock.

new termiiory,

=P

Move the can slawly
during the early stages of
this lewel, Don't crank up
thie speed. ar you I miss

. - . crucial landmarks.

2. Thacartlowears o a Rew  —— ——r

TP

Watch oot for 2 Bamacle
dd i g

o

1. Yiode eoil oo hits & Barri-

: cade vihare o Security area. Start it up agpain and
: Guard stands, Get off and slowly ride it through a
H press a wall lever 1o raise wabery section of track.

the barricade. Get back on
the cartand send it forward,

'--;l;'l-"-F s R e L s 1 P = .
3. The cart passes r 4. At alork in |hu|+:h:s.-.-u=.| 5. Dodge or duck as the cart . An :-Een area to the left
some wooden planks. One  can sto the cart. go on foot Eaaﬂw a8 dengerous wine holds three Houndeyes and
has a Battary sitting an it down the left fork 1o collect  hanging everhead. a Bullsquid. Stop the can

You can stop and pick upthe amma, and then get back on. from time to time 1o gon
Battery. or just keep moving. them down. When ail the
i ; craaturas are dead, gat the

cart moving
again. (Dol
get oft the
it anel disi’l
shoot the
JinEtion
Swilch,)




Lnu apgroach & rail junction, you'll spat a Juncticn B. Start the :arl mum and 8. You pass an aroa with a
Switch on your right. Stop bafore the jumction and shoot patmoving. 1l go straight  Bullsquid on a platiorm to
ihe switeh opee, The arrow nulmmg right swings away, through the junction instead  your right. Kill the Bullsguid
roplaced by am arrow painting straight ahoad, of turming right, thanks to and coliect & First fid Kil
the switch you just shot. ne-:‘rlgryl. or drive right on

paest It

10, Jusi beyond the |I Nexl,‘puur tart 12, Upsiairs, break a box 13, Retum to your cart and
Bullsquid, shoot a Barmacle  approaches an openarea on  and destroy the Tripod- get moving again,
on the ceiling over the frack. the right. B lone Bullsquid ~ Mounted Ghaingun locate d
You alse can stop here and  slands over a dead Grunt, behind it. Then flip a red
destroy two crafes on your  near a shord staircase. Stop  lever, This moves o hanging
1okt for a Batary and the gart. Kill the Bullsquid ~ hook aut of the way of &
Grenades. and a Headecrab. (You'll find ~ section of track.
some Grenades hidden
undear the stairs.)

H_r-passing undera 15 Restar the cart andsfart 16, The :m‘! appmm:hgrs 8

damperons wire, you moving slowly. Equip your  lift. Several Grunis sttack as

ipproach another Junction 357 Magmnin, ot ride the cart up the lift

Switch. Shoot itfe point the Target them with your 357
arron et Magnuim &5 you aseend.

Upstairs

You've reached another
Uayel of tracks, You'll ditch
ihe ratl cart soon.

l

z Mﬂulhemnfnmm' 3 3. Past the junction, the

1. Gen llle arl ﬂd

descend the red ladder pear - slowly. You'll pass a wrack veers left. Stop the
the §ift. Use the First A5 Junction Swikch; you can carl until the sounds of bat-
Staticn. Then gal back on lear the sounds ol battla tle sibside; then creep for-
the cart. fram the left. Ignore the warnd on foot info a large
Junction Switch and kisp - arsa. Kill several Grunts

riding forward, Viith your 357 Magnum.
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4. Note the heavy Machine 5. Stairs lead up from both

Gun you can fire here, This ~ ends of this large area.

ansa 430 cantains boxes Opposite where yoii camea

with equipment. in, a staircase leads up to &0
HEY Siation. Take il kill
Vortigaunt upstairs, and
charge up your suit,

7. Upstairs is an alcove
with & Grunt. There's also a
small office with another
Grumt and o storage area
) with escks of supplies.

| Break boxes on the floor
Watch for Vortigaunis.

You might wanl e hrow a
Grenade wp the stairs
first. whora'a Grunt
Awails you

6. Nowe refurn to the large
area and elimb the staiss an
ihe other snd=—the and near
youf rail cart.

E..At 11_! othar snd nfthis 9. Downastairs, 'rul;i' an go
area,_ a staireay leads Iaft ar right. Take & right,

e down. Throw a Grenade and go slowly. Wait until the
down the stairs to kill a gunzhots stop beiore pro-
. | Grunt, and then descend.  ceeding, Kill three Grunts,
2. | Break o box beneaththe  and then jump across the
stairs for suppliss. rail to collect supplies
from boxes.

' 41

)

Map 5-8. Stairs lead down to more m:;Ea

10. Jump back across the
rail_take a left, and walk
along the rail. If you walk
in thie Wrong direction,
ou'll BrGou ler two Laser
ings, If this happens, m
arownd:

11. Eventually you'll see @
brick wall, Three Grinks
stand on & raised platform
left of the brick wall. Kill
them and eollect gear from
2 the platiorm.




Map E-3, '_lmi:l:ﬁ ﬂﬁdinu in I}:-mn’t am bush, and walkaround
1 Guan Emplac eme nt.

#o] [P

You could get the Security
Guard to follow you, bt
this level is =o vieiows,
he'd get killed in an
instani

14, Aeross from the small

office are soda mechines
and a First Aid Station. plus

-z erate. Use itto reachk a

Fie ceem [oft above, Kill the
Headerabs (and maybe a
Griunt) and take the oot

12. Take the exit across from
the raiged platform. Around
a comer several Grumts and
Vortigaunts are battling. Let
thern fight, and then kil the:

EUrWivors,

15. Round another cormer. A
fartified Gun Emplacement
lies across the rail from you.
Kill the Grunt manning e
empl acerment,

-5 Froceed through a pair of

Etig rad doors lahelad

“Caution: Blast Danger.”

- Bedora you do. note the

ledges on either side of this

dear I you jump and crawl

up them, you can collect a
ery.

More Rails

cart this time.

17. Dpnnlhe red h[ﬂ nnrs

and note the pair of Lazer
Mines. Back up and shooi
the mines. Then walk
through the doors. You'll

sea a rockak

Yoy just emerged on s new lewvel, and there's
gnother rail cart here, We recommend ignoring the

13!_ Tah a mliw&‘r -II'I;II,II“i
the rocket, Look down and
shoot a Grunt thraugh the
floor grate; then descend

a ladder and go through

a second set of red

bt doors.

. Inmd taka some gear

* of red Inzars.

K3 ”‘l\n'l

HALF“"L

13. Rolind the earner snd
opproach a boardad-up
deorway. Break the boards
io find & Secority Guard im |
an office, Take smmo from
the crates in hera,

v [P

There are two ways o kill
1hié Grint in @ Gun
Emplacement, First, firea |
Granada through the hola
wlera the gunm is—
lricky. becaisa the
opening i S0 Mamow,

A better way is to run
up to the side of the
emplacement, where you
cun't be shot. Then slide
toward the gun—net all
the way Fn front of i1, but
very elose. Now you can
sec inside and got a clear
shat at the Grunt,

1. Ignore the #ow rail car.

from the office nearby and
follow the rail under a |.'IIIII'
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2. ¥ou approach a spotwish 3. Fr-m::nﬂd h!-nhnih.ﬂn open
Bullzquids and Tripad- mrea to the |elt cantains
Mounted Chainguns. - anether Tripod-Mounted
Aprmanll slowy, Killing the Chaingun and & doar,
Bullsguids first. Destroy the Chaingun and go
throu ?h tha door, You'll find
a Bul :Lruirl, a Meaderah, a
Bamacle, and soma
ammunition,

] [P

Stay mear the rail while
the Recket GCannon is
oparational. If you get too
close to the wall, you'll
be hit by splash damage.

B0 &

i, Fletums luha rI n|1 I{p 5. Crawl toward the Rocket . Dastroy a. Liser Mina juat

going. Round a corner. Open  Cannon, Whan you're close, : ;
a.rlat:e liez tooyour left. Up aim for the Grunts lags. ﬁ?"&:ﬁ:&:fgﬂ E_EH'H“M
ahead, o Grunt manning a  Shoot until he's dead—or i e

tracks. Destroy a second

huge Roclket Cannon fires at  lob a Grenade. Uit MinE s raand & hand

yviu. Crosei, The Hackel
Gannon cant aim down.

B. Alsi i Whis frén i5a stair
case blocked by boxes.
Shoot & pair of Laser Mines |
on the staircase: then jump |
over the baxeas and walk |
upstairs, E
I

T FnIJxrw ll'm llm;lul -snll far—
ther. Up ahead on the right s
an area packed with
Wortigaunts, Kill them all,
then heal yoursell at a nsar-
by First Aid Station.

Map E-11. Arza leading 1o new tracks (slarting point at
levrer right).

| 10, Dowmstairs, explore the
| mew prea. bt berminatesina
dooble rail frack. Onthe . ©
track farthest fromyou,
anather bramd-new rail ca
AW

9, You'll come 1o a control
room with & pair of Grunts
and & swilch lever. Throw
the switch; a barricads
rigag from the Mloor below.
3o back downstairs:




12. The cart appronches
another berncade, Near the
b e fcel &, &0 o pening leads
to the right. Stop the cant
wiell beters the barricade.

11. domp across the rail and
getom the new cart Start i
iip aid §of Moviag.

16, Flmma nte Hma im

the elevator and press the
button fo send it ppstairs. Do

marf o up weith the elewator

14, Eventually the tracks and
in & big Kift, To the right is an
alevator, Break some nearby
crates fo reveal Remote

Mines. Wheon you hear the elevator
car stop, detonate the
Remotie Ming.

Rocket Launch

s time 1o launch the rocket and finish this level.
Frepare for more intense combat, and some extremaly
delicaie acrobatics!

3, You'll reach a spot where
crafes move back and forth
on mechanical rails. Take
cane: The crates can smash
you inta the wall, aad'a pair
af Grunts bursts from boxes
ad Ui right a3 ol go by,

2 Upstairs, break more
ergtes for gear, Then wall
~ along the new railway you
fined 'uil here, Detenate 8

ir of Laser Mines and

BEp goIng-

E. Walk along the railz until
ih ey end ina lift. Near the
lift 15 an slcove with &
Indder. Stan descending
the ladder. sfowly,

the rail and run along the
tracks past the baricade.
oJust keep runming.

lgnoca the epen area lo

the right, There's nothing
iroid Wwant in thera.

13, Get off on IIquH T

SAN

You just ook out soveral
Laser Mines that block ed
the elevator axil

-ﬂ-.l’mr.:and laiﬂihr.lrﬂu 3

ol lewiimg the rail. The
ground

B Tight.

} crates for gear. Then climb

P ES L AS Yo go.
At the top, you find yourself
it il antsrsection. Taks

! alsa Laser Mings nearby, The

\ beriom, avoiding the red laser
.

16. Prass the batton 1o
simmon the efayator o yoor
lewel. Gat In and fAda dp

1. Upstairs, got off the
elevater Shoot o lome Gt
o yaur right and Break

@ ladder

3. Almost immediately you
fimd 8 second interseciion.
Take a lafi

1. Betore you reach the
bottom, you notice o red laser §
beam downstairs. The beam
can set ofl several Tripod-
Maodented Ghainguns. Thore aré

key here is 1o jump off the
ledder defore you reach the:
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8. Walk inls a dark alcove,
il twrn Mawemen in there,
and sollect some Grenades,
Then break the windows

end destroy all four Tripad-

Mounted Chainguns in the
room bheyond the windows,

Map 6-12. Tracks end, and lead to ouidoor area,

9, When the Chaingunz are
all gone, throw a Grenade
intg the Laser Mines and
stand as far back as you
ean. When the Lusl.ui inas
ArE gone, fimally can
move fma.r':].u

1. You emerge in an out-
dioor area. Kill e G rents

11, The tracks end at the
Gun Emplacement, sa fallow

10. Follow the tracks to o
straight section with tall

*IP

You'll find & First Aid Kit
on @ crafe oul here, but
this putz you in range of a
hand-fo-see sniper up on
the rocks. You can kil

him if you're a good shoi

crafes & Gl and & G
Emplacement are somewhat
farther alang the trachs, Run
wward the Gun
Emplacement, killing the
lone Grunt as you run, Get
up close to the Gun
Emplacemant and kill the
Grunt mapning it

& zarridor te the right,

AN e =
18 Three red laser beams
crisscross e stainvay
beyond the blast door, and
dynamite Hnes the walls.

nd a tall metal crate to the
fight af the stairease, Pushit
between the two farthost
Iazer Beams.

13, Pass through a second
set of blazt doors info &
laanch arca Kill three
00 Grupts in haere, and go

© hrough & neser setof
- hlast doors:

15. Mows erouch and cravel
up the stairs. Crawl under
the first teea lasar lie ams
and sto
Stand. Jump onts the tall
migtal crata, which shauld
e very close.

out here, and then run up to
the red blast doors. Open
tham with a wall-mounted
consale, and go through.

16 ddum p from the metal
crafe tothe top of the stairs
cloaring tha third beam in
the process.

before the thind,



vl |P

Getting post those throe

heams is tricky! You may
hawve to try sovoral times.

Take it slawly.

1. Go through the newly
spened door fo a small ragm
witha ladder. Teke the lad-
gt downslains,

20. When the rockers gone, the blast shields netracl
Backtrack through two sets of blast doors tothe big
pitfpor area. A large dosrway ias opened dul ers.

AR, S |

7. Ga through the door atep 18, Twa doorways lead from 19, Go through the secand
the stairs and kill twa this haliway. Enter the clos-  deorway into & launch
Grumts in tha hallway. astone. Heal at a First Aid  chamber. Press the red bul-
Station, then go back. ton labeled “Lownch.” Blast
shields drop, and the ros kel
lawnches,

TP 2

When you have fo cross
those three |laser beams
again, drop off the lefi of
the stairs and crouch to
crawl n der them.

iy

22, Downstairs, break mone
crafes for supplies. The il
cart down here differs from
e othérs. 1S rad and looks
almast like a fire engine.

Gl om and stan itap to
bitast inta-tha next level.
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A WALKTNROUGN, PART &

THESE NEXT FEW LEVELS ARE TOUGH, YOU'LL NEED ALL THE SKRILLS
LEARNED IN EARLIER LEVELS TO MARE 1T THROUGH ALTWE.

" APPREHENSION

This lavel featuras lots of water. Keep track of the easiest path to an air saurce, and you'll have fewer warries.
Also, remember that even if your health starts to drop because you've been underwater, you'll regain i all
it you reach the surface and breathe for a faw seconds.

,
'
Famwiir e e ———

L

i
s 13

e — T

Into the Drink
As this [evel starts, your red rail cart suddenly accelarates ta hig hspeed and you gan't slow it down,
Don't worey: just sit back and enjoy the ridel

an open area to the right.
Crouch dewn in the cart to
avoid weapon fire from
Girumnts.

72 8

1. Your rail cart appioacheas

Bier Il and the stairs to the side.

2 The cart goes off the

tracks and craghes into &
gl of water. You'll be sale

if you crouch as it falls, and

they stay inside unfil it

comes fo & full stop

un derwatir

I R T

3. Swim out of ‘l'El Gt fndd

et some air. Then swim

ack down and fimd a bunch
of barrels ﬁagpa:l inacage
underveetern Eroalk the lock
pf this cage and the barrels
bok to the surface,

q_ﬂ:;l_ ] [ | E3%
& When the fine of bariels
bobs fo the sidace, jump on -
them aad stand. Bun an

jump from the barrels
twiard & red daorway.

T B, T e | T B, 1 T 1

. Beyond the red doorway, =
approach & stairwell Kill 5
some Mawmen here, collect
nearhy ammo, and walk

[

upstairs, Break a crme fora

Battery, and then walk out

onio 2 ledge.




B Break @ crate for ammo.
Then look down from the
ledge; a wall divides the
oo/ below. ¥ou just cifmo
Earn the left hall, The right
half is new territory. Jump
it tha right half of
the poal,

8. Sweim defd ar-the heams.
Soon you'll reach a small
comridar With grates onthe
wiall and floor, a blocked
metal daar, and two sorri-
tors Ieading away. Get
SOmME air

Dangerous Waters

The next phasa of your journey starts with a dangerous encounter with an Ichthyosaur, and it
dosgn't get any gasier!

1, The hallway endsata
- rom with a pool in the ¢&n-
or o catw alk. and
Bomacles. You enlar b o0
i ehvihyosaur Killing &
Seipntist, Pumg 2 few
- Gombat Rifle rounds into the
[ghthyesaur, if you can, but
o't expect fo kil it

T llmdanuatu [acale & pas-:

sage. Follow it through a

‘small roam, ahd then

through a winding under-
witler earridor YWateh for a
metal door en the right; it
iﬁﬂﬂ# 10 & small room where
wi-can take another
reath of sir.

10 Braak the grate an the
flaos {erauch) and svim
through it. Downstairs is 8
tunnel. Follow it, taking a
right when it [orks, and
swimup into a vertical
shalt Break znother grate to
reach the suface,

o] [P

Hagwonms are scatterad
throughodt the walsr in
this level, Keep your
Crowhar out the enlife
time and smash any
Hagworins that get in

§ o A,

11. You're in a Eaﬂrulnr
ficaded room, Collect ammo
irom the fioer, then swim to
the computer bank blocking
the metal door. Push it over,
The door swings open.

Map 7-2. Barnacle-lilled room.

. 12, Swim threugh the door

& toraladder.

g. Take a breather in the
small regm, returm 1o ithe
um:lnrwalnr corrdor, and
keep qoing. You'll find 2
pile o |1r|:| an beams and
debris you must crouch io
swim under.

giaui g n

and continue down the new
corridor beyond, It feads to ;
hallway that rizes from the
water=and now you'ne
back on land,

2 Follow the catwalk
around the room. oo fiake
tihee first exit on the [eft

[nstesd, follow the catwalk
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3. Climb the fadder to & 4. Walk onlo a cross-shaped 5 The diving cage lowers. 6 Dive back down and
small room with @ Seientist.  ledge overlooking the water. Kill the |chthyosaur with the  loeate a large metal grate
He tells you there are a Stowlywalk off the end of  Crossbow. When it's dead,  witha valve wheel nearty.
shark cage and & Crosshow  Ihe cross to fall onto a div-  swim wp and out of the cage. Turn the valve wheel to
niarhy. ing zane. Drop dowvwn into Gt 2ome air raize the grate.

the cage, where you'll

eoliact the Crossbow.

g

1. Swiim wnder the grade and 8. Beyond the door lies g 9. Take the corridor out 1o
up te the surface. You're in g room filled with crates and  emerge in 2 large reom
hallway leading to some Barmacles. Go downsteirs  filled with wates. Narrow,
slairs. Climil the stairs, past  and start hreaking crales, weet catwalles ring the walls,
a metal doar and op more ready fora pair o and lchifyosaurs swim in
stairs. Tako the metal door  Vortigaunts that may the centar.

at the tap. telepart in. Kill both.

ol 1P

It you fall in the water,
leok for o red ladder and

climb ost, The
i - T lehihyosaurs are nasty,
e e it L | | 50 it's best noi (o fall in
10, First yow must jump at all,
acrass a gap in the catwalic
Carefully come to a Jead

ciop atter this leap; the wet
fioor underfool makes: this
iricky.

11, Followe the catwalk
ground a corner, =ticking ko
the vary cemter. A section of
catwalk breaks apar under
" || your feat, but a besm inthe
| cenier remains=—keop fo
| the center and you won't
tallin. s the catwalk
! breaks, a Vortigaont
telegiorts in just ahead.
Shaat it dead and sontinue,

12 You'll come o anothar
hig gap you must jump over,
Leap and, whes you reach
the ather side. do your best
to stop despile the water
infid arlaal.




13, To the left is a doeorway,
bui & Wanging elactncal
witre g a1y bl oeks it. To
the right is a matal wall
with & ga ping Bele in L
Teke & running leap into
the hile at the right.

15. Kill twwo Bullsquids in
this room; then fake a hall-
way to the right. The hall-
wiy leads to @ ladder,
wilbich T Wirm leads to o hal-
pomy ovarlooking the pener-
TIST FOEE,

E 17. Piesh the metal boxes to

the ather side of the room,
E neaf a Indder. Arrange the
Flma!a to {orm a crude stair-
| 'ih'ug 1a the hard-1o-reach

14 You'll land in werater on
thé athee i bt e
fchthyosaurs cant get you
here. Swim threugh an
undarwater hal ey and
iclimb a ladder to & big gen-
erator moom.

Map 7-4. Pisten rogm.

EAN(

You can turn on the gen-
erator by pressing a but-
tom labaled "G anerator
Contral.” Thiz causes the
giant pistens to start
maving up and down.
Mow you can leap off
the balcony onto a pisten,
Irom there o a second
pistom, and from there to
the “mini-balcony” with
twa Ramote Mines. The
generator isn'l ne cessany

for any ather reasan.

vol P

A hallvway leads aviay
from the baleony. You
can (ollow it toa small
storage area with some
AT,

[wonh gy 18

18 Jump up on the metal
boxes and break 2 wooden
crate bloeking the ladder
Then climb the ladder toa
catwalk and follow it

Z Kili Wortigaunts and

I Headerabs in this runm.nnﬂ

then charge up your H
S-uip writh IIIE EW Sialmn
on the wall.

Frigid Welcome

¥ You'ro Bevond the

dangerous waters, hut

| nowyou mist make a
| fast trip through a eold
% storage area.

o then press a button on a

| doortoa cold storage unit

16, You'll lind two metal
boxes on the baleony. Puzh
them off the E!i%ﬂ. throwgh a
break-in the railing. Thea

drop dowen fo the main floos

1. Fallow the eatwalk into 8
hallway, where a Bullsquid
suddenly appears, Kill it and
continue to 8 compuiers
Filled room.

3. The room nearby has a
Scientist, Listen to kim, and

contral panal to open the
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“erea. Hun theough it as

9,18 all thres Assassins don't

il .j\.!'F T L ek

4. Enter the cold st-u-g 5, When you find a hole in

pirckly as you can, bsing &

omhbat Rifle 1o mo down
Viertigaunts dnd Haaderahs
that appear in front of yail.

groend level,

tht lloor, drop down into it
Descend & ladder to & plat-
form, and another ladder to

vel P

Laser Mimes also work
wall against Azsaszing,

B. Arm yoursel with a patent
wnaﬁm {Combat Rifle or
.357 Magnum| and walk
dowm ihe hall fo a big, open
area, Then backirack snd
walch the cormer There ara
three Assassins in this area:
the easiest way to Kill them
i& 16 wait in a safe area
(whare they can't sneak up
behind youl and shaot tham

a5 they appesr

e g = i

10. Collact amma and gear
fram this area by breaking
crates and investigati u? 8

emall room off 1o one side.
Then go up the ramp at the
center,

AppEar, camieusy walk
areund until you find tham.
Then retreat and fight them
frem a sufe position,

Escape

Okay, 50 2 bunch of Grunts knocked you out cold,
dragged you awsay, and threw you inlo a trash
compactor. Butyou're & taugh guy. and you'll get

. out of this jam.

-

B Found = comer to A lorlg.. 1 t IE! lop, a E:urir!.r

crate-filled hallway. Guard tries 1o give you a
Vorigaunts materialize message, but unseen forces
ahead snd behind you Kill  kill kim before he ean finish.

them, and break crates for
goar, Take the |ift af the end
ol the hal ey,

11, At tha top, throw a lever

12. Two large doors labeled
“Surface Access" have
opened. Take either. they
bath lead 1o the' zame
place—a small room. When
you enter the small room,
the lights g0 oUt You'vi
reen captured.

labeled “Surface Aocess.”
Gao Back down the ramp.

1. You wake wp in a trash

| compactor. The walls start
cle H“f in. Immediataly
start climbing the mountain
Il of boxes, jumping from

¢ lowest to highest.
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WaLKTHROUGH, PART 48

You've got tiree to oo this,
0 don't panic. Just con-

sEntralo on jumping rem
hox o box. Dion't forget io

crouch as you jump for

axtra lift. 2. From the top bk, leapto 3. Walk scroas the metal &; Pick up & Crowhar on
Ehe trash compactor's edge.  Crushing anms of the cofm- e ledpe you just wilked
Stand up and watch the pactor itself, all the wayto  to; then descend a nearby
compactor slowly creshall - the other side of the room. laderte the floor of tha
the Boxes. compacior

& Breaka floor grate and
{ drop into a tunnel. Walk
meee Loward the light atthe end.

RESIDUE PROCESSING

tou've escaped from the Grupts” clutches—but you're practically weapanless, and it'll take awhile to
replenish your arsenal.

Into the Fire

-,

1. Your first step is (o
infilirate an in:ruslrial
complex. The tunnel
carries you out into & rocky
valley. Proceed through the
valley, killing or avoiding
Headerabs as yiu go.

2. Locate the valve whael 3 Ai the !mltmn leap into & ;
tabeled “Flow Control.” it's  dark tunnel and follow it to
~stock fo the side of @ sila, the end. Break a graie to
Tomm it fully. and them climb  enter a big room with a vat = -
il Néa il r &5 guick| off toxiis waste, You'll see 5 S :
B lﬂlmiglﬂl'l Lea -III:I?HI':'I. nn!::n Security Guard shoat some  Map 7-7. Large room with vat, plus the corrider the
‘& descanding platform. Headcrabs and then flae,  Security Guard mn into.
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P

IT the Barmacle catches
you, you can kill it with
your new Pistol belore

auataining serious ham,

i ¥
A 4, Follaw the Security Guard 5 Collec! the Pistol from the
through the deonway, pick-  floor, being sareful to avaid
ing up & Pigtal Clip from the:  the Bamacle,

ground. Round acorer A

Barnacle snatches the

Guord. Walt as the Barnacle

digests him, axd then =pils

ok his Pistol.

T. You emerge atop a val in 3
raom full of vats. Hydraolic
grﬂtmlmw: up and down,

o miwst jump fnam vat to
vaf, straight acioss the
room, inte & red tunmel

Mip 7-B. Vats that you sl jump across, plis red |I]I'I-I;I. -

6. Retufn 1o e oo with
the vat of toxic waste, and

i limb a ladder to the tap.
Jump acress tha floating !
chunks of who-knawes-what,
and erawl through the pipe

on the other 2jde.

J!TIP

o the first vat.

shout where these tunnels lead: there's no rea=on to take them

The vat edges are slippery, so jumping on them is a bad idea. Instead, jump on the presses moving up and down
abave the vats, Jump on them as they're maving up, not dawn, 5o you dant get dunked. If you fall off, elinh & ladder

The rest of the level contains maintenance tunnels that lead to pravious parts of the level, Don't bie cirious

mEd & U L Ar, e

0. You're in 8 room with
fwo vats, Jump acroszthem
by lmeping onto the micers
stirrifg them. Then crawl
into & pipe atthe other end.

§. Climb & ladder and Tollow
the left pipe. Laap from the
laft pipe fo the far edge of
the right pipe [beyond the
broken pari). and follow it
arniiid @ camern

8. Through the red tormel is
a room where bwo pipes
lead down & long coridor.
Wall along the right-hand

i pipa and il collapse.

I. Fulw ﬂm pipe to.a room

filled with crates and con-
veyor belis. Jump down and
braak cribes to collact
amma; than jump back up to
the cdnvilfor balts and lat
them carry you through a
hole near the cailing.




12, The é.-nwlr'nr dumps you

inta & pool. Go down an
imcling into another peal.
Got out of the water befare
you get sucked in and
ceushed by o rotor,

-Ii Fallow tha undanaatar
tunn ef as far 85 i1 gees,

2. Walk fo the right. Find

threa lavers lebeled
“Lenveyar Cantral.” FH

middle laver, =0 that al

the |

13 You'le now on ont of twe
short walkways that fiank
the rotor, Walk to the other
side of the rotor, and then
meenter the ywater, Swim
under a low wall, and then
hack Hp. Quiface on the
other side.

| Machine Madness

The next few areas are
glmost cartoon-like: You'll
travel on convisyar balts,
avoiding giant steam
hammears that threaten to
smash you flat

1'1. You're I:l o area with a
spinning rotor to the left and
an open watenvay on the
right. Follow the apen water,
ducking under flame jets.

P

Az you go through the
wiater, you can cnesk into |
an alcove on the right

wiith a Firsl Aid Station,

3. Raturs to the guardroom
| where pou found the 357 ,
‘B Magnum, Locate o wall but-

Bahind you is a small
mEardrmom with &
Bullsguid. Kill the
Bullzquid with the 357
Msgnum you find on the
{lmar, and pick up the
Batteries, E-M:het Charges,
and other psaful items

in here,

1. Get out of the water [ :

ton that faces three convey-
or belis. Press it 1o lem-
pmmri_r' halt the steam ham-

three are in the up position,

“Alsa, shool 3 Bullsquid in

' the water. mers, Try to press il when

o the h‘amar: abowe one

% conveyor belt are al their
highest paial

Map 7-9. Conveyor helts with steam hammers and the
adjaining area.

pl
pr
g

| 5 Tho conveyor belt takes
you ine an ares where

&, Duickly jump onie the
convepor belt. Grouch as
you ride onderthe hammers
anid into & navw area.

- dowrn the halt,

massive metal pistons slide
in and out af the walls,
Avoid them as you move
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| A good strategy is to ran up to a piston and push
[ 1 against it wiile it blocks your path. Than, as it slides
 =| back, you'll burst forward and past it astomatically.
This techrigie &lso works for the steam
hammers abhzad.

fason & 1o " e

1. The belf carries you into a

B, Past the pistons is & row

of steam hammers, Awoid large room and approaches
themand continie dowen the & vat of towic wiaste. Balow
conveyor beli. is another conviyor belt |

Drop onto it.

P

Things get tricky as you
drop from one conveyar
belt 1o the mext IFyeu fall,
you can locate a flight of
stairs that leads bask up B Bw “ y
AR belt camy you through a red
fummel. Past the funnel,
you'll approach another
conveyar belt. Drap onto it

, ,Mm ing_lhmn a 10. This I:It.kas '|'n . 12, Yau'll approach & spot

11. Drap from this belt 16
short funnel (you must throogh @ red-lot tiisel, another helt baneath yoo, wehars therg are wacon-
crouch te get through), where you'll take fire dam- weyor belts beneath you, and
drop to yet another age. Rk slon g the belt 1o your must decide which to
conveyor balt ﬁ“ £t the flames guickly. drop onta. Dirop to the first
uﬁm]munid io belt you pass over.
anather conveyer balt

14, Now go around the
corner amil shoot the Mine
while crouching as far
away from it as possible.
Youi will take some damage.

13, This belt tries to drag
you into atunnel with a
{ Lazer Mine in it Slowily
walk backwnrd as you face:
| the Lazer Mine, and shieot it
O from & salfe distance. This is
easier il you tm on your
Flasklight and if wour
Crozshairis enablad.
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15. Now let the convepor 16. The belt ends abowe 17. You'll fall onto anothaer 1B. Clmb the ladder inta a
belt take you inlo the tunnel.  MASSiVE cutting device. helt that |=ads to a pit of red hallway. Follow the hall-
frapnd the bend are mas- Drap down basids the cutter, wWasts with Barnaclos ower-  way Lo the noxt level.
sive rollers, Jump back and  and then jump through the  head. Leap from the end of
farth betwean two convegor  cutter itself (Time yoor fall  this beltto 5 ledder.
Belts to get past them, ?EI ﬁﬂllllf :fl;m'l get sliced

Ry

QUESTIONABLE ETHICS

This leval takes you through & resaarch facility that
studies afiens. It's not impossible if you take it sfowely.

Early Findings

Yo enter this level through e cage full of Houndeyes., Ao ssmesseesssssmre T
Prepare to slag it out! 1. Follow the red hallwayto 2. Upstairs, kill the
a |ladder. Climb it and smash Houndeyes. Run around to
the grate al the bop, minimize damage.

L When all the Hnunm‘:ay-as
are dead, Iook al the elagtri-
fiad metal fonce. At the top-
genter of the fepce 2. knob
with an electricsl wire
attached 10 it, Shoot tha
kmob wnti] the electricity no
fong er Hlows 1o it

| 5 Follow a corridorto a

rogm with gn Alpen Gromnt

=¥ trapped in a containment

tohe_ Braalk the gless pro-

tecting a ned button on the

| wall; the Aliem Gruni

escu s, Kl i swilily with
aprum shots. -

e

il & Abdier chooting the knob

4 zeveral times, a door in the

* lence slides open. Walk

I through it and regain health |
= from & First Ajd Station.
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Ligaiin

B. When the Headcrabs are E [:ulluz:l the Grunt's {!umlml

ﬁ_"l.l'.man the Grunt is dead, . Enterihe booth and press

geo: through the newly the button. Watch as the doad, approach the exit A  Rille and proceed down fhe
opened jmr into & naw door to the booth seals shut, Grunt stands in the doorway. new hallway.

hai!m;r You'll arriveina  &nd an energy pulse kills I daate 1y tinrn &nd Fun

room with a pen of ‘the Headerabs, back into the hoath and

Headecrabs and a hooth in press the butlon again, The

the cornon gnergy pulse kills the Grunt.

To the Entry Hall
You'll make yourway to the 3
| main eatry hall of the alien
research facility.

1. Follok the corriddar inta

a large entry hall. Kill a
pair of Grants in the layer,
and than kili a third Grumt
Ut rans into the sres, Get
thair weapons, including a
Shotgun,

IIL Amumi i {:nmn. Hﬂ'l
find a Secunty Guard, Listen
ta him, and then have him ‘?'TIP

follow you.
The eniry hall contasins &
Fetinal Scanner and a
door leading out. This is
where vou'll exit the feve]
later. Aemember this
place,

2. Charge up at an HEV
Station, and then proceed
acrass the ity kall. Taks
a short {light of stairs o

a balcany.

3, Upstairs, walk intoa
rocm—Dbut make sure you
Feawe the Security Guard

A} behind. Prass a wall buffon

'} to relesse Headcrabz, and

| then enter & booth in the
corner and press a button to
firy most of withan
| Eenerngy pulse.

4. Kill any remaining

Headerabs, and then enter

thae twa chambers they

| occupied. You'll find &

Crosshow in one, and

8 some En’rﬂm hlﬂw other
" Takeboth,
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Copserve your Crogshow
bolts from this point en.

Don't let your amme ge
below 10

The reasen for this is
| simple: In the next level

you misst Kill a tough
Ichthyosaur, and the

Crogshew is the only
effective wespon you can
fite underarater.

| i A

5. Follow a new corridos
{take along the Security
Guard if youo left him behind
earlier) snd descend soma
staps toa T-junction. Take &
g he, and kil a pair of
Grumts.

4 Wated For o Grum thae

fries Lo ambosh you,

Eremtually you'll come t0 2
junction with a noom full of
- crates shead, and a hallweay

fo the right. I you enter the
 crate room, hreak the crates
sowly and carelully—a
La=ar Mine will defonate f
Yol destroy the crale it's
mimed ot

i

10, Mew talee the hallway to
the right. Beware the four
lass-walled alcoves.
gaderabs burst from
behind the glass fo atfack as
you cross. Kill them all,

wo] [P

if you take a left a1 the
T-junstion. you' |l just end
up back at the eniry hall.

7. When you're on the hal-
oy, shool oae of the Laser
Mines on the other side of
theé reor. Slide back as they
explode. Twa Alien Grunts
aunved sewve ral himan Grunts
now enter the room sepa-
rately, and they'|| sheg

it cut. Hide

ome, ake the haliway that
nitersects with this one
{between the alcoves),

12. As you climb the stairs,
pu 'l hear the soiands ol
ighting. Peek inta the long

i hilbevay avep the stairs and

then duck back into the

L sigiewell, Gronts and

Bullsyuids are fighting.
Stay back until the fighting
dies down,

E. Proceed fo s large room
writh computer banks and
Laser Mines. Take a pair of
Batterias from one wall, and
then follow a small saridar
1o & halcony overlooking the
room, Jon @ disturh the Laser
Mines in the corner.

B Kill any survivors that try
te climb the ramp; then
descend the romp Walk
thraugh the doorway the
Lasar Mines guarded.

11. . a:ll:ra'am

o] [P

You could alsoe continue
to follow this hallway
around a corner and
throogh a door. This
retums you ta the entry
hall. You'll take this
path later, but ignore it
lor nowe.
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S Powering up the
Laser

- gy The next staga of this
& lavel reguires you to turn
on four power sources for
| a powerful red lazar, and
use the lasar to carve

thraugh & wabl.

ml a1 1 R
1. Enter the hallway and
take the first right. inlo a
small fab. Kill any enemies,
taka two BaHerios from a
ledge, and press a8 ned bat-
ton to sand a white energy
bieam into the ceiling.

~TP

Your've just activaied one
energy beam, You most
activate threa moms just
like it before you can
oporate the experimental
laser,

4. Re entar the |ong hallway.
lgmore the next right, and
talce the noxt loft into anoth-
er lab, Kill Hnumla-;es and

- activae a third white
enermy beam,

2, Return to the long hallway
and take the next left.
Explozive craies |ie ahead.
You'll hear a conversation,
Stand well back from the
explosive crates. After a
mament, the crates explode.
anid & setond sXplos o
takas place ahead.

5. Return to the lang hallway
and enter the final lab.
Colleet some Tau Cannon
ammo from a wall, use a
First Aid Station, and wrnon
the fourth and final white
‘energy heam. x

3, Walk forward, into
anothar lab. Collect a Taw

Cannon from the floor, and
press a console bution to
activate the second white
efiergy beam.

6. Investigate the crates at

the end of the long hallway.
There are usually a few
Grunts back there, hut you'll
find yaluable Combat Kille
Grenades inthe crates.

Map 7-14. Piece of the big hallway and the room with the experimenial lases,

o] IP

Porthe Tau Cannon away
for now, despite your
gesire 1 play with it
You'll need it iater on.

|+ TIP

Comzerve Combat Rifle
Grenades and
Fragmentation Grenades
from this point onward,
As you proceed through
the: next fovw levels, yau'll
need them.




T Ilielljml o the lab yoo
skipped in Step 4 and enter,
Stide the metal crate fush
with the wall, under a sign
that saps "Do Mot Obstruct
Lazer Shigld "

L[ NEE

B Press a rod buttonen &

| console. A laser shield tries
1o descend from the ceiling,

but if you positioned the

crate cortectly, the shield is

i blacked. The red laser
beam shoots the wall
instead of the shisld,

| biasting a hole,
Escape
Mow vou can find & Scientistand get out
of here.

£ fpp all;un adjoining

1. Walk into & small room
with three Scientists. Listen  room with spinning metal
(3 them, but don't have any # .
of them faliow yel et

biades mounted on swing-
airms. Crogs throwgh the
blades to the other side o
th ragim,

5. i.'.lp the dunrhv prassing
a nearby contrel panel. Go:
through.

& Retrieve & Scientist and
have him follow you ccross
Sne room, through the
mothonless blades.

vo TIP

The laserwon't work if
you failed to activate &l

i the pearky labs. Also, if
you didn’t push tha metal
crate into the right posi-
non, the lazer shisld will
descend fully, and the
lazer wont destroy the
wall. Move the crate and
try again.

wo] [P

Crossing this room is easy
il you're patient, Waich
for an opening in the

Blad es, then siide for-
ward, then pause a
mement, and mun ihe rest
of the way when thene's
anoiiver opening.

four white power beams | |,

& Activate a consofe to stop
the blades, $top them ina
pozition where the walloway
wcross the room is clear. If

6. In the corridor, take a left
and then a right. You'll run
through the sorridar where
Headcrabs anacked you

end of this comridor, areund
8 bend, and through a door,

the blades biock the path,
Start tham and fry sgain.

1. You're back in the entry
hall. Run to the Refinal
Seanner abd lat tha

_ Scientist open it for you.
egelier. Go ol the way tothe  Listen ta film, and then exit.

TR L

WaLkrirouGH, Parr

& Jump dowin through the
hiole in the wall, snto a pipe
located aboiut a third of the
way down, From there, drop
onte & lower section of the
came ipe, and then to

the fHpor.




8. Pass through a revolving 9. Shoot a pile of explosive
door 1o an outside area. Kill  crates from a safe distanc .
-anearhy Grunt and two G through tha tunnel.
Tripod-Mounted Chainguns

10. Break crates in ln
tunnel for gear. Appioach a
large door ta end the lavel




WALRTRROUGN, FART 5

THIS MASSIVE LEVEL CONTAINS A SLEW OF DEADLY OUTDOOR ENVIROMN-
MENTSE GOVERNMENT TROOPS AND Al TEMNS ARE DOTNG BATTLE OUT HERE.
AMD YOL NEED A LOT OF SKILL TO AvOID GETTING CALIGHT TN THE MIDDLE.

SURFACE TENSION A

Save a fow Fragmentation
Grenades and Combat

: Rille Grenades to combat
naving trouble. snipers and to reveal land

Trouble at the Dam oo { p

Your first big fight is at a dam, Hera you'll find an Ichthyoesaur, an Apache Helicapter; and an Artillery Gun,
among other things. Don't destroy the Helicopter or the Artillary Gun; you naed 1o consemnve ammo.

This leval damands goad eambat skills, Reread the first three chapters f you're

one Ett:‘? throwgh the sliding  a good weapon). Then look down the canyon, Instead of
doors. You're [ooking at a shooting Grunts, shoot the fuel barrels theyre standing
Ednyan with fuel barreds. next to.
Gronts hida to thi leh

andl right.

1. Press the betton and take 2. Kill the Grunts to your right and left {the 357 Magnum is ‘

3. Pick up ammo and First

Al Kits, and advance dowm
the canyon. Walk beneath a
rock nrch to whera you can
see o dam ahead, Stop.

:HIF g-1. Canyon with Fuel Barrels
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i, Remain in this protecied
Fock aleave whils an
Apacha Helicopter flies
backand ferth averhsad.

Map 82 The dam,

o] 1P

You're sofe from the Helicopter a= long as you crouch
againgt the ciiff wall, out of its sight.

There's an Artillery Gun at the other end of the
dam. The artiflery will kill you il you iry to run across

El.l' iy .,

the bridge. E —_ S S0 AL ‘H
There are wo more picees 0 this puzzle—a Gront 5. Aftar hiding for a couple 6. Underwater, swim down

and an Ichthyosaur. The Grunt might run acress the dam 'II-fI'I'!I'-I'III‘IEBiHHI'i'l Fislil, several lagl, ait af sight of

aiid shout &t you, but you can kil him easily. +quip the Crosshow and the Apache. Loak for the

daim, and the Apache shoots at it aecasionally. I you from you, Jump into the bolts to kill it. i you aflowed
see the Helicopter firing a1 semething that isn't you, it's | water, The Helicopter and the Apache 1o soften it up
not attacking the dam: It's attacking the |chthyosaur, Artillery Gun will fire, but earlier, it shouldn't take

Hiding here gives the Apache time to shoot at the m@&gti:i":i:u”“ getima;  much.
Ichihyosaur and damage & so you can kill it later with 1 X
only a couple of Crozshow holis,

v I
L & _
" If you followed our advice in “Walkthrough, Part £ and saved Crosshow ammoa, killing the Ichthyosaur shouldn't be
too fowgh.

E - If you have no Crosshow bolts, then wail even longer in Step 4, so the Apache can further weaken the Ichthyosaur.
' Then jump in the waker and try one of thesa;

v« Kill the Ichihyosaur with the Crowhbar [extremely difficult),

& Swim to the ladder mentioned in Stap 7, climb up just far enough te keep your.guns out of the water, and
shoot the Ichthyoseur ltricky because of the Apachal,
& Ty 1o avoid the [chthyosaur completaly (also vary tricky).
Al of these optivns are tough. and that's why you were encouraged to save Crosshow ammo in Parn § of the
o | wealkihre ugh.
1.
"-ii'l:- . 1 {




1. Loak for an underwater
ladder. I's attached to a
tower. Glimb the ladder
when the Helicopter isn't
ia close. Hurmy—you're
exposed when you're
odtEide.

11. The river terminstes at a
ledge, Climb a ladder 1o the
ledne, and ernter either of
two pipes there. (Both lead
tothe same place.}

B. From the top of the ladder,
ru dnto & smwall room cans
tmiming a First Aid Kit and &

wall button labeled "Turkine

Comtrol.” Press the button.
Then, whon the Apache is
fiar aweay, |aap from this
roamm back intethe water

Fortifications in
the Sand

It's time to explore

savaral sandy guiches.
The first step to making
yourjob easiaris to
destroy the Apache ower:
head: after thet's ac oom-
phished, the rast should be
manageahle.

Bp8-3. Dutdoar area with ledges.

8. Underwater, locete a
walve wheel. Turn it 1o open

a pair of uniferwater orates.

Yo u most teen the wheel for

sevoral secands 1o open the

grates wite enough.

1. Fallow the pipe until

ends in a steep, artificial

canyon. You can either take

& lefoar go sralght ahea;

;n Jépa::he still buzzes over-
ead,

._ 'l"u!.l‘ h'd a i :nd

10, Swimn through either
grate and duck past the
stalled turbing rotor. Yau'll
B swept into a rivier, Collect
a Battery from a nearby
rock. and then proceail
downstream, ducking onder-
water when the Apache

gete close,

2. Take a Inf, kill thres
Headerahs, and collect &
First Aid Kit near a doad
Grunt in & dark cave, Thep
backirack 10 the pipe and go
in the othar direction.

severnl crates, Break the
crates for ammo, 2od then
climb the ladder to a ledge.
Leap across the ledgefoa
breader, sand-covered

l&d ge that holds a dead
Grunt, & cactus, and
mpﬁlils. This is where
w11 make your stand,
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Start cherging the Teo
Cannon's secondary fire
made a few moments

before the Apache

appears, shoot it ag eoom : - : .
4. Get out the Tan Cannon gg it comes into view, and | 5 After downing the E Twa Ealhs lead through
and charge up ifs secondary | then run for eover. Apache, jump back to the ihe rocks. Boih are on your
ﬁ'ﬂ mode W}lﬂﬂ ’n. hear the Ini case 'DUPIH W= REFTO Iﬂdgﬂ and followe i lefi Flmﬂl:h the mnkﬁ o
Apache coming. Give the dari " didne around a corner. You'll come.  take the closest path o find
Apache & highly charged aring Wiy yot E1En LAUR | 5 5 ladder. Climb it and yourself in a santy guich
Tau Gannon blast. If this down the Apache when | yaiy Slightly forward. containing a Tentacle.
doasn’t bring it down, you were a1 the dam—

-ty again. that was & different

Apache. Destroying hwe
Helicopters would have
heEen & serious wasie

=TI

Headcrabs have bur-
rowed info the sand.
Watch the sand for a
slighn shifting, accompa.
nied by a ristling noise,
Your bullets go throogh
sand, 50 you can kill
thesa Headerihs by
shooting the sand. ,

7. Deaw your Pistol and fira
several rounds into the '
Tentacle, iUl rise straight
up, thump the sand once,
then hide for a few seconds.
Hun cloge 1o it as it hides,
and you can collect some
gear. Duickly get awey
before it reemarges.

9, Backtrack and take tha
other path through thi roch
This path leads to anather
fuleh—but Jllqlm:l ol anolhs
er Tentacle, this gulch con-|

tains three Grunte,. ,

B. Shool it again. and make
another mad dash {if you"
missed anything good).




11, Investigate the gulch.
The nacks hawe several
CrEVIGES you can crawl
theaugh 1o get supplies.

~ Beware of the Grunts' hide-
sl however—theres a
Laser Mine inside,

:'jtg. One of the &revices lesds
10 A new area—fillad with
HANEE,

10, Aftor killing the Grunts,

enter & small tower with 8
?ﬂl‘l!"e wileel fabeled ~Stonm
Drain Hatch.”™ Turn the
wheel

WaLKTHROUGH PART 58

et
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14. To get past the barbed wire, move right, hugging the
wall. When you can see the barbed wire on your right, fire
# Grenade.down omto the flat grovnd mext fo it, detonating
mines. Then gat on & litle hill 1o jump over the wire. Climb
# ladder davwn the drain, smash a grate at the bottom, and
erawl through & tun el

13, Your na is turall T
stopm drain surrounded by
barbed wire. Land Minss

make this tough.

~ Vertigo

ifyou're afraid of heiglns,
wol won't like this stage. It
takes place on the face of
a8 sheer cliff, and you must
EXETCISE pXtreme caution
to keep from falling.

2 Don't Ifﬂl!} out the end of
the tunnel, Instead, peek out
aiidl to the right. Shool a
Tripoad-Maiinted Ghai fgiun
on & distant ledge. Alse. kill
a Grunt to the right.

of the tunnel, & jet flies past
Halt wed wateh it go by Its
only scenery, It cam’t

la i ol

3 Now drop out of the
tunmnel to & small ledge,
You're standing on nsheer
cllitf wall.

4., Look over the left side of
the ledpe. Below you lies a
narrow ladge, and balow
that a broader ledge with a
barely vigible Grunt on iL
a5 Shoothim, Then drop down
.= 1o the narrow ledge, and
fram theve drop to the big
ledge with the dead Gruni.




7. Gothack ot on the lédso.
Look down fram the extreme
lett-hand side of this ledge,
where it %n-ts'mfl,' nareow,
and you'lh see & seres of
Imi'gu:. leading down—Ilike
glaire, Leap dewn tweo of
these steps, and then jurmp
to the broad ledge below
them. Make thai last jump a
long one.

5 Look down from this
ledge. Below, you'll see two
more ledges—a long. nar-
rowr |edge, and @ widar
ledge Tarther down. Drop to
the narrow ledge.

5-?-TIP

You'll probably need to steer yourself in midair o reach
the narrow ledge,

6. & crevice in the cliff wall
neat the narrow ledge con-
tring 8 dead Grunt and some
First Aid Kits. Jump over
some recky debris to claim
the First Aid Kits.

& Approach a rickety
hridge. The wonden planks
1end to fall apart, so it's ¢as-
iest if you line yourself up
on one of the metal cables
supporting the planks, and
erogs on that—nat on the
middle.

12. When the Apache’s gone,
maki e siire you have every-
thing from the cave, and
then continue along the
ledne, You find a ladder.
Climb to & higher edga.

11. Wait in the cave
gntrance fof thie Apachs,
then shoot it with the RPG: I
this daesn't desiroy it, hide

& Round @ bend o see abhig 10, Yoo rownd another band
metal platherm. lgpare it and find a care with @ Grual
Heep following e ledge, Kill the Grunt and enter the
killing & Grunt as you go. cave, guickly, Smash crates
and eollect gear, including a
Rocket Propelled Grenade
| Launcher (RPG) and saveral
' rockets, You'll hear an
Apache hovering ootside,

in tha cave umtil the Apache
makes another pass, hen
shoot it again,

Combat

| you've been dying for
more combat with teams
of Grunts, we've got good
news for you: You gaf'llnur .,
CRANCE movw,

14, Clieeb this Iadder o

13 Follows the higher
ledge to & ramp, This, in
lurm, loads 10 & shart series

anothar ledge and onfo &
pipe sticking out of the cliff

'I The 'turlnﬂl ar&nlmlly
reachas a Tjunction. From
there, if branches inte a

of ledmes, like stairs. Jump  wall. Approach the pipe, kill complex netwark of lox-

i 1hies e 2185 1o another a Headerab, and follow the holes. You can take any

[adder. pipe into the cfiff. path; it Stei 2 providas the
. reommended ong,

2. From that first T{unction, take a right. Follow the tunmel

oz it curves lefl and drops you into & trench with =hallow

" waler, Wade lorward, ignoring a path that leads to the

ﬂﬂ!ﬁ. Jump into another tunnel a1 the end of the trench,

: thiz tunmel reaches a T-junciion, take a right. Fnllmn- —
4 the tunmel to the and, and climb 8 ladder,




3. Now you're in o fortifisd
sampaund, behind a Tank.

Don't wonry about the Tank
as long a3 you're behind i.
Just cone entrate on killing
Girunts.

The wo garages noarby |
provide great cover, as
does the Tank Just
beware of Grenades, The
Grunts will certainly loh

a few Grenades over

the Tank to try to Hush

you @,

&lan

8. When all the Grunts are
fead, bradk the cratas
behind the Tank and heal
yoursell at a First Aid
Elation in & garaga, You can
collect a lot of explosives
frem the erates

5. Destroy the Tank with =
- Satchel Charge placed right
. i next ok apd scour the
\ﬁfum fied compound o

=

) e, Map 8-9. Street with Tank, and Grunt dunes fo the right.




. b Locate & small shed with

g wall Butten in it Press the
Eution to open 8 big door

~ lgading out of the com-

- pound.

%, Leap through a hole in the
wall beside the dead Tank.

1. You're now in an enclo-
- sure around an Ordnance
Slorege Facility, An alien
craft lies overhead and
an Alien Grumt anda

'.Hn:]i; G

2 Kill both aliens and take a

| right (Going left is point-
less; it |pads to a minafiald
il an impassable chain-
linkdznce.)

7. Exit throagh the doar, inte

a long street with crades on
hath sides, and a Tank Il]-.clt
shoots rockets. Destroy th
Tank and then break =il th
non=e xplosive crates almg
the streat for supplies,

5 HFH a FI!II of Grumis at the
bottom of & ravine. When
bath &ne dead, break baxes
at the bottom of the ravine.
There's lots of useful gear
dowen thare.

wo [P

The easlest way to kill the rocket-shooting Tank iz fo
run hehind it. Here's how.

Fun toward the Tank, strafing quickly ta the right or
left whenewer it fires. Soon you'll be right next to fhe
Tank. Squoezs past it and fire BPG rochets into the twr-
ret. Then, when the turrel is almost simed al you again,
run to the ather side and shoot it sema more, Just keep
murning back and forth so it can’t aim at you.

Ordnance Storage
Facility, Exterior

Your next task is 1o sneak
into an Drdnance Storage
d Facility. Beware of

snipers, Land Mines, and

10, Retum 1o the street with  Gthar smeaky traps!
the buming Tank. Walk fo
the end and go through a
gn e-type doorway into

ovie, and than through

n m:uml garage-type
e rway.

[iap &-10. Ordnance Storage Facility, exterior




21 Roond a corper and i Tha': a sar Er!a a: | Paslie inn I £. Apnr: am: ui .
- Velesiroy a Laser Mine stuck  the foot of the stairs, and on dying Security Guard whe thist warns of a minefield.

to the wall, Then find a another small staircazse cries for help, Don't Throw @ Grenade into the
emall stzinaay down. Siand  leading up. Jump over both. approach him, Instead, wm  mirefield 1o detonate mines,
back as some rubble falls around. Look up to see a then advance to a carner,
from above, and then take camoullaged hole in the
the stiirs. wall—with a gun sticking
. oil. Thravw a Grenade up

- thare to kil the sniper

- before proceeding.
vy

You can also fire the Pisiol or Combat Rifle at the

graungd to detonate mines, but yeu're moere ffkely to miss
ong that way.

| el T L LY

. Throw another Grenade B. Throw one mora Brenade 9. Two metal towers stand 0. Jump up on the leaning
around the comer 1o deto- 10 ensufe hene ard fo mings  on Lhe ather side of the wire. tower and walk to the ol
nate more mings. Move for-  ahead. Then walk to the Shoot explosive barrels Locaie a gaping hola in the
wiard. There's another sniper  seclion of barbed wire that ~ baside a pair of power con-  roof. {You must jump over 8
in a haole in the wail; take is 50 low you must crawl verters, destroying the can-  rooftop fan to reach it)
himm ot with a under it (There e io mings verlers asd “de-alectifying”

Fragmentation Granade or here.) the towers.

Combat Rifle Grenade.

Ordnance Storage Facility,
Interior

You're insids the facility now, butits filled
with Laser Mines and giant rockets; It's a
bomb waiting to explode. If you trigger
any Laser Mines {or allow any Headerabs
to trigger. Lassr Mines), tha whole place

Bl B £ T

—




1. Fall info a room 2. Dutzide, you see a hallveay

containing a Sciantist. filled with Laser Mines. Jump  the foot of a short staircass.

Listen 1o him. then break over the first Laser Min e, Jump onts the crate, snd

all the erates and walk Mo tlmrllﬁnu walk intathe  jump from thers to the top of

st the daor. oo appesile the foom you  the stairtase, awoiding a
entzred, you can get 2 Lagser  second Laser Mine.

Mine in one of i crates,

B, Approach the nnﬁns 7. Walk around the laser,
Destroy the leftmost box, but  throogh the area you just

stay well away from the box  opened. Approach another
with the laser chooting at it.  box, destroy if, and jump
Destroying the lefi-most box  over the Laser Mine that
QpENS i NOW e, wirs: hohind it

5, Crawl under & Lazser Mina
inta the open area, Look for
& pair of Headcrabs and
shoat hoth with your Pistol
bofore they trigger any Laser
Mines, Take a left

11. Mow tum back ll:l the
Bution nnd,ﬁhn,.il, LA
moning & lift to yout lefl.

10. Tum left from the button
1o see the top of & crate.
Shoot the crate, and if
cruim e

8, Upstairs s a small control
oom. Kill a Headerab in
Bore with pour Pisiod, and
then jump over a Laser Mine
io reach a wall bution, Don't
press it yal.

8. Jumip acioss & thind Laser
Miné and procead, igneriag
a metel door ta the laft You
approach a big, open area.

3. Push a woaden I: i §

|ust befors the stairs.]

Downstairs

You made it out of the

b highly explosive area, but

BF nowyou face soma tough
¥ combat

1. You descend into a roam
filled with crates: Callect a
Hivehand on the flear and
goodies from the crates;
then get moving down

2 tnnel

j ik Press a IJu'I!-t'l
deszend,

E, Froceed to the concrete
weall, take a left, and climb
i shorl, red staircase,
{Duck under & Lazer Mine

12. Board the lift Then jump
down anio ancther liff sur-
rounded by metal bars and
La=ar Mines. H's & tough
i, bt you Gan make it.

2. Az vou walk through the:
larnel, @ Secury Guanl
rums past, pursued b
Grumiz, !:l|Tlf-W- Gy nls
prelerably by shooting

explozive barrels na#rﬂm
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3, Proceed along the unnel,
leaving the Security Gueard
behind. You'll encounter

& fruch.

4 Da:ﬂ‘u‘r & "Frf i l-Mauned
Chaingun in L‘h!{..’ll!l'l of the
truck. Then fump inside,
collect some ammo from a
ceate and gel moving again,

5. You'll enter a basemen!
area. An explosion rocks the
place, Run up a remp, out of
the hosement, and into an
ourtdo or streel Eres,
Immadiately run—either
back into the basemeni srep
or ap the rmamp to the righic

Map 8-12. Street with Tank and air-dropped Alien Grunts.

“ing as all this hppuhi,
or you'll get fried.

6. Atwsrths Sombsdrop:

peek argund the comer (o
see a pair of Grunts and an
grtillery-firing Tank. Hide
and lei the Grunis come o
you: then destroy tha Tank
we il your Tau Cannon’s
sacondary fire mode,

ol IP

Charge up i o

| Cannon's secondary
| mode from eodar

o then pop out |
& moment ta shoo
Tank. Othenwise,
yoil §o piecas. Rim
Tank's turret,

PO

1. Aller destroying the Tank,
bnaak Boxes for supplies
and then walk up to it Then

" foliow the street o the right.

You'll enter mn alley. Az you
do, turm arcund and throw &
o Grenade up into a hole in

. "Iﬁn'.'ypall to kill a sniper,

B. Wadk dowen this ablizy amd

take & door to the right.
You'll enter & small room
with fwo Grunts. Kill the
Gruntz and climb 5 shon
flight of stairs.

B, Wpstabrs, walk up 1o a
Security Guard and have
him follow you fo @ locked
door [abeled “Storage.”
He'll open the door.

of ammunition. Cel I
amemo from rachs a




1. Exit the storage room

12 Take a right on the 13, Jump from the converier 14 Climb a secand lsdder 1o
znd walk back to the window ladge and follow it boxes emto s second pairel  the top of the wall.
siairs. Boo’t go down, hows  back into the alley, Drop convarter boxes across the '
ever, Inztead, approach & onto a pair of electrical alley. Jump from them onlg
window and walk outon the comerier boxes justbelowe  the picce of rod fadder
window |edge, the ladge. rearby, and climb i
ihe ladder,

Bigger Guns

if you're itehing to get your hands on some heavy artillery, you' [l be pleased with the next few
stages; Where you get to opefate savaral emplaced guns.

1, You stand on a platform
shove 4 meze of broken
walls, Go o the rght side of
the plathorm, near & beam
fhat decoends to ground
favel. Equip your Crossbow
and ook over the edge. Kill
& Grunt dowen there,

2 Sfide down the beam to
reund level, Kill twe more _
Erunts, cellect some First : .
- Wid itz from a dark alcove, 3. Cross the maze 1o & doomvway. First walk out 1o the long piece of ceilin
- and wealk back up the beam.  there onfo some broken walls, and from there 1o the doorway.

g then Euap lmm
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aryh oo a5 Kill the survivors, take down the Helicopter with Taa 6 Upstairs is an Artillesy Gun.
: zg‘;uﬁgﬁmﬂ_?;ﬂﬂﬁ an  Cannon blasts, and crass the courtyard. Go through o 7 L RUR A ol e
" Grunts materialize asyou  1Wnnel, then leap up a series of nearby crates. €0 ""F;"““ mg'mtlhimd 8
stert (o cross; backtrack to :?r:;:?;u kill m.:::.simm
the doorway and let & pair of Grunts behind the door. Get a
Girumts dropped from o b
~ Heficopter fight them [y Su to e vou
, pLer i : 1o the locked door under the
: : ; Artillery Gum and open it. Get

ﬂ're-_l.fmmlml Rille Grenades.

1. Run l:!t the door ]IIJ B. Several Vortigaumts now 9. When all the Vortigaunts

just blasted open, and down  t8lzport into existance down  are gone, progeed 1o he and

a corridor beyond, You come  the kallway. Use the of the hallway.  There voir :
lma ha!lwn:ll with several Maching Gun to mow them “i]g, :.h H;;u?;‘;r Ig::;:ﬂif on the
Vortigaunts and @ Haavy all dowen, Be paiient, as ?h:nr. Step onto it s son
Maching Bun Shoot the thers's a =light delay of an alien trampofine. Use
nearest Vortigaunts with  between Vortigaunt il @ jump up 10 @
your Gombat Rifle, then slide  apprarances. crumbling coiling,
tu'p m{ the Machine Gun and

e it

aiam] § iz o M ek |

1. Approach the edge of 12, Drop ta whers the Grunts 13, Shoot 8 cracked wallin  14. Go to the end of the
the ceiling; several Grunts  and aliens were, and collect  the tunnel, and throw o ventilatian tunnel and
shoot ot you. Back off angd  First Aid Kits from a stack of - Grenade to kill & pack of smash a grate.

take shelter The Grunts will  crates. Shoot out a small Smarks behind it Watch out

battle an Alien Gruntand @ grate near the floor and for a second pack near the
Vortigaunt, Approach the eraw| through. Snark nests.

edge again and kill the

stragabers.

On the Run

1. Atver smashing the grate,
back up immediately. A pair
of Grunts below shoots out

Mare Grunts, mara

crumbling structeras, S Rachin oF vebnlsian esadr T N Fechd”
and more firefights awail -jflllml. which lfﬂl-'i iill !lgt‘ Z. You're in a small garage.

1 . ' . floor; you won't fall if yoil Thera'z g metal deor on one
you, Den't worry, you're backed up far enough. wall. Open it then back up
nearing the end of PR Shoot the Grunts from up wickly. An explosion blocks

. thig area. o Mese, and Bhen diop o the doorway and rips a hole

T tha flaor in the will.



3. There are two lifls in lis

garage, bud only one has a
wehicle on it. Press & button
figar th IR withiodsr & v eki-
gle, Thiat [ift descends.

i
i

1. Kill 2ny survivors, then
doscend a ladder to the
floor. Collect gear from a
small room off to one sida,
~ and smmo from ihe dead
Grits Glimb back ap the
ladd der.

‘Map 8-14. Exterior area with checkpoint (enter from loweer right).

4. Press the button & second

lim e and Burry anto the 1t
thet rises. Now you can ses
thraiigh & big hole neat the
top of tha wall. Shoot two
Grunts threugh this hele,
and then jump through it

B. Leap across a gap in the

balcomy and go through a
daor on the other side.

5. Dutside, Iera's an

ik
‘6. When all the Alien Gronis
ant dead, go through the
danmway yau just blasted
apen. The hall bayond leads
to & balcony above & hoge
warehouse. A big fight is
gEing an tewn on the main
floor Stay back ag the fght
rages, allowing both sides
to weaken,

artillery cannom, Wae the
cannon and blast & hole in
thi highdnnr. Keep =haoting
through the ruined doorway:
saveral Alien Gmnis try 1o
Emarge.

- E - |
8 Take the hallway, pastan
Mlien Groni that h:ut!.'!l?:xn_
hole in the wall to get s
oo, K, then look out
ower an outdoor ares. Kill
any Enenes Yo Can 40
from wp here, then drop onto
a pile of crales.

10 Dewnstalrs, scour tha
outdoar area for more eng-
mies: hen jimp ante 8
rooftop, wsing a giant alien
“irampaling,”

| 11, On the roof, you'll find &
. & grate. Smash it and drop
T — through the floor,
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Inside

You muost get through a
i[:hm: kpoint in the outdoar
L area, but you need a
. Security Guard to open it
9 You'll find one in here.

1. Drop throogh the grate 2. Apmin, enter the tunnal. 3. Find & balcany over-
into a shallow paol. Follow  This time, go to te end and  looking a roam where

a unngl away from the pool. kil the Grunt. Grunts battle Headcrabs.
When a Grunt at the far end Let both sides siug it out,
ppens a hatch and drops in and then advance along
some explosives, bock up tha baleeny.

all the way to the pool and
submerge during the
oxplosion.

& Go d-uwns:tui. Hall unn- 1, Pass through the doorway

ihmpmtnﬂmp?a witha 5. Follow the ilpa heyond

valve wheel onit Turnthe  the hatch antil it ends atsa  er Gruel, and have ihe and walk dovn a hall. You
vitlve wheel and them back  staircase_Kill a Grunt, then  Secority Goard open a door.  find yourself back in the out-
up a5 a hatch opens. Go gﬁ pstaies. Yau find a door area. Kill & pair of
through the newly opened ecarity Guard op hare. Vorti gaunts.

hatch. Have Rim (o1l ow youl.

incoming!

You've operated a lot of
heavy weapans. After you
¢ finish this section, you can
add air strikes to the list

LS T ! : g . -'EF
T T P T - L w! 2] o s A s g

8. Approach the checkpoint B.Gnltrunml doar 1 he parki
and run inside the small and imio a parking garage. ,ﬁgﬂ E’:Ff;:ﬂ?uﬂﬂ;n I;.Eur
guardhouse, keeging the N ?of't smashes a pair of
Security Guard with you. He Grunts. Flee to the right.
presses a button in there to Dont wait for the Gargantua
open & metal door, tor attack: Just gol
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¢ 2 Eventually the parking
garage gives way 1o an out-
daar area. There's a big wall
bere, and an glien trampoe-
fine. Use the trampoline o
jump pcrossthe wall, and
stoor yoursell inioa conven-
ientvrater storage ares on
fhe other side.

Map B-15. Parking gara g wWith Garganioa.

4, Climb omtoe the rim of the

— waler storege area and
M walk along & narrow pi

. thie top of & high tower. {You

also can use another trem-

\ poline to reach the top of

this towaer,

B A Atop the tower ore a redic
Y and amap ol this area. Play

wiih the map's controls {o

" see how they move the

fargeting crosshair

Map 8-16. Exterior srea,
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Il Gargantua didn't follow

you out here, you don't

have to worry about it. Go

to Step ¥,

Afr strikes aren’t an

exact science. If your first
sfiiko iiissas, adjusrife
contrele slightly and try
again. Always walch 1o
=ee whene the strike
|ands!

= =g 5. H the Garganiua followed
A L ) b
the wall and stand there for
A awhile before {rying to
-

smash through, Wsing the
- conirols to either side of the
8 map, move the crosshair
inta the position shown in
the seiegnshol—mares of
leas where the Garpantua is
sianding.

ke 5

3. When the walls demal-
ished, place the erosshair in
the position shown in the
gereenzhol Launch an air
sirike. It shoold hr-uaﬂk!np;n
@ large door md the bro-
ket ueit ﬁ;ﬁf , adjust
the crosshairs and try again
il the first strike misses.

9, Drop to & ledge near your
tower, Leap from there
through the wall you just
took out with an air strile
(s @ long jumpl; go IhrmuT
the door you just dextroye

. Presstha central buotton
T AT L S AT R L T
strikes on the targeted posi-
tian. Wateh wihere they fall.
If thiey dom’t hit Gargantoa,
rivave the erosshair and

try again.

10, Follow the corridor
beyond 1o a short

stainway, taking it lowly
gnd wratching for falling
dehrnis. Go LIFHI! stairs ia
another corridor, and the
next level will foad;

1. Mow mowe the crosshnie
SR EBOLA ORI IR
serecnshot, Launch an air
strike. It should break o wall
protecting a cornes of this
area. If it misses, tweak the
crozshair and (ry again,
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WALRTHROUGH, PART 6

THE FOLLOWIMNG THREE LEYELS ARE DIFFICULT AND UNIQUE. FREFARE
YOURSELF FOR INTENSE COMEAT,

FORGET ABOUT FREEMAN!

This level continues sewveral themes from eaclier levels. Grunts batthe aliens, emplaced guns letvou infhct
massive damage, and dificult envieconments challenge you.

Turret Troubles

The first order of business (s to avaid being erushed by falling carling blocks. After that, things get anly
marginally aasier.

1. Walk forward into a
garage. A door clozes
behind you automatically,
and chunks of the ceiling
stard ta fall. Slide baclk and
press enainst the daoor that
just closed behind you, mak-
img sure o stand neer dead
center of the: doar

v
ve] P
If you get squashed, iry
again. This time, look up
g2 you sitand near the
i aor. Yoii cam s&6 e
shape of the ceiling block

thiat's § oandg 1o Tall GE .

Uze that to grege where
to stand,
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3, Yois wrrive gardru. 4. Jump down 1o the main 5, Locate a Security Guard

2, Jump over the debris and

b Soa owt through the room's A radio spouis messages, flaar. Note that you can get  and have pim follow you out
1 0 Enﬁg BxiL ! and you'll find a wall- back inta the guardreom by ento the main floor. You find
L - mounted lever and & com-  leaping on a broken piece of  some Alien Grunts_ Instead
" - piter hére concrete. of fighting, run back to the
uardroom, Throw - the wall
ﬁ]'ﬂll‘ fo aciivate & Turret.

Then stay by the laver,
crowching o awoud enamy i
firg, The Turret will destoy |
some of the Vortigaonts and |
Alliem Grianis.

& When ne more enames : T. Dovwrn om the main leor B. Followr the main ‘flﬂﬂi‘_lu & .

are visible, rp off the jump on & pile of cratesto  T-junction with a stop sign.

Turret gnd return tothe main  get over a railing to a First  To the left iz an alien sphore i
floor. Kill any remaining Aid Station, Jump hack filled with Snarks. and a i
aliens down hero, down whei you'ré through,  wall of alien gunk. [f you ..

and walk into mew tarritory.  want te kill the Snarks and
ga through the gunk, you'll
find suppliss—hbut it's prob-
ahly not weorih it Take a
right instead.

8 9. After taking & right, you'll ¥
find & hall with somée -
| Vortigawnts. Kill them, and  §
S then walk out onte & bridge.
. Kill the Smarks in tha spham
| om the bridge. '

& hatch opens. Descend the
* ladder heneath the hateh.




Underwater

This area mixes damaging environments with dang enous foes. Follow thesa
instructions to stay alivel

d an
‘gl & 0 =4, orasieg

ded

A= ;H-TI.'I'I'I.'L'I'L"'"."‘.’: - =~
1. Downstoirs is a small 2. You find & reom with fwo

A. Swerm doven the canal and

room with a Headerak. shallow canals. Break a titke & left ofle & small
Shiat it Before it trigoers s crate for a First Aid Kie and  wealioway. Follow the short
laser beam, and then then jump-crauch over a wallway 1o another watery
destray a Tripod-Mounted  low grate guarding one o area

Chaingon. Ga through a thie cansls, You fand ip the

shom tunnel, veater on the other side,

[ o A r =

’? Map 83 Watery ares: enier from upper right and preceed along horseshoe-shaped
walerw ay.

6. You come to another
gear. Swim wnder it to
appronch a small area with
a Tripod-Mounted Bhaingun
gnd @ Grunt. Destroy both
i get bivck on fand. ln &
small alcove. youlind RPGs
and & ladder leading up.

P ;
4 Now you can jump inta
the water again and go
pither left o right. To the
Fighl 18 deeg water with an
Ichthyesaur avold it Go
left inztead, into & shallow
section,

5. The shal Iurwmctbﬂn leads |
te 8 massive gear Swim
pnder and through the gear,

and then through several
undenaater pipes.

ol 1P

Uee o Crowbar to smack
Hagworms out of your
weay. You might want to
stay underwater after
elearing the goar. Thera's
damaging steam at the
surface.

On the ather hand, il
vour HEV Suit enasrgy iz
low, you can surface and
Iook for a place to climb
out on your right. This
taken you to an HEV
Staiion.
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T. Climb the ledder o an
outdsar ared with two
Grunts gnd & Tank. Kill the
Grunts first, while hiding
{rom the Tank and dodging
Grenades. Then take out the
Tank with several RPGE
ghots,

Tank Commander

8 - gunnary.

Allow the Grunts to come to you, and wateh out far
those Grenades.

The Tank can fire gither 2 Maching Gun oF i3 siwn
misin gun, but it fires only one weapon at a time,

Aiter destroping the Tank, go back down the laddear
6 restock on BPG ammo.

Getting pastthe naxt area requires heavy use of a
X 1 stationary Tank's Weapans, so prepare for some

B. Walk pastthe ruined
Tank inio an alcove with an
elevator and a Tripod-
Mounted Chaingun. Destroy
the Chaingun and fake tho
elevatar,

1. The elevator takes you
dawwn to a commidor covered
weith radinactive waste. [
eénds in & T-junction. Teke a
left, hopping over wasts, to
colléct & Battery, Then
retermn and take s othor
et



RN e

WALKTHROUGH PART 618

| 2. You approach a platiorm
with bevo Grunts on i Kill
both and collect a First Aid
Kit from @ nearby alcove,

I - i [
e o 3. Get on the platiorm and go
down a short hallway to s
warghouse. An immobilez
Tank and scveral Grunts are
fighting Alien Grents in
here. Hide, then kil the sor-
vivors and jump down fo the
meain Moo l3|u1!-lec‘s il i
Trom criles.

vl P

Use the RPG, Tau Cannon,

iR g Fod g e T 5 == = 3 i

Map 3-5. Elevator and toxic spills, left—warehouse with Tank, right.

8 Climb & shor ladder onte
the Tank. Use themain Tank
Gun prce o blast away &
goor. Then Uize the Tank's
Machine Gun to gun down a
ho=i of Vordigaun = and
Alien Grunts thal appear
neir the ruined door.

. I':an !1 wth m ugh .

the door you destroyed, and
then rn backwand when

Alien Grums stant shooting
at you. il the Alien Grunts
as they come to you

Gunts to the right and left of
the hallway beyond ihe door.
Return 1o tha ha llway and
Wil @ lone Grupd to the right;
then focds o both an Alién

Grume and Engrgy Cannom o

the loft.

or other tough wespon (o
fimish off the Grunts and

the Energy Cannon.

1% |
1. Walk pasi the desiroyed
Energy Cannon and operaie
¢ wall panel to open a mas-
sive sliding door,

ond press a button on the
other side o open a second

door. Walk through in




= ape Ty

L F-L | FE
Priva's OFFICIAL STRATEGY GUIDE
s :

. & LAMBDA CORE

_ &;, 1 You're getting close to a nuclear reactor. Keep moving!

1 1. You appear in a room with

{ atruek on a lif, and 2 con-

. trol booth o the night. Enter

i th‘dh"é“'h.immh'i. hlﬁun.

= = - and ride down on the fi
> Entering the Core f i the ik

Here's how to reach the nuclear reactor.

7. Downstales, kil e ral
Headorabs and a Bullsgoid
Brenk crate s or amig and
| climb a ladder to & rmised
platiorm, Go throwgh small &
metal door labeled
“Hazardous Materigl
Handling Bays.”

ettt - ks Cwpyds b

3. Beyond the door is & mas-
Mfap 9-6. Lift down—warehouse with Asspssing, Ieft sive raom filled with explo-
give barrels and crates, A
big catwalk looms ovar-
head, Four Assassing inhahit
this room. Move cautiously
and kill them all.

SN[

Laok up, because two of
the Assassins tend o =tay

o 1 up on the catwalk.

¥, W
Al | g . " i T

4. On the right side of the 5, From the eatwalk, locata 6. Follow the catwalk inte a

room, several breakable a staioway leading dowmn, dark erea with an elevator
erates black @ corridor, Take itfo gain eccess to Take the elewator dowm.
Break the crates, go First Ajd and HEV staiions.
upstairs 1o the catwalk, and Go back upstairs when
\1‘ kilf any Assassins you lind  wou're through,
; up there. '




! Downstairs 15 a mazsive
tunnel, Open the big doors &t
gne end. An Alien Grunt
#ppears behind you as you
open these doors; another
appears in front of you. Kill
the Alien Grunt hehind you
by shooling explosive bar-
refis, and then take on the
aive i Troak T morg Al g6
Grunts appear after you kill
this one.

- 2 'When the Grunts are all
di-pll, e il & |sddes an the
pthar side of the room. This
leads to & small roeom with &
Ecienti=t. Listen te him. and
walch a< he nses a Ratinal
Scanner to open a door,

8. G throb gh the door. Uss
the First Ard and HEV =t=-
lions beyend, and then go up
a shont it

The Core

lambda Core contains pumerous aliens that teleport in
unexpectediy. Wateh for these enemies as you follow
Ine et P st ps.

== o

Map 9-7. Entar from right, me et Scienbist near middle, Gluon Gum and shooting
T Mg e midar L.

= u il
H A 'LTF =E 1R

e

= S L B Sy

11, Risturi ba the T-juaction,
gnd this time take the othar |
path, 1o an elevatorn Take the
elewaior upstairs.

10 Upstatrs, Gike & right at &
T-iunctiom, Enter a |ab with
# Gluon Gun and 8 Scientist
You can press buttons fo
release monsiers and pest
the Gluon Gun om them—ar
simply take the Gluon Gun
and xmmo, and leave.

1. The elevator takes you to
the core of the Lambeda reas-
\ar. You appear on a balcony
overlooking pools of
coofant. Follow the cormidar
with & blue sign that says
*Coolant Station 01"
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| 3. The corridor leads to a big

e s 4 BR[O

& In the Pump Station, kill

2. Follow the corridoer down
a ramp and around & bend,
Taka & right and oross &
kridge anothor Blue sign
that reads "Conlamt Station
017 tells you you're hoad ad
i the right direction.

coolant chamber with three
Alien Grants. Kill all three,
and then climb a ladder:
Follow the catwalk &0 &
room labeled “Pump
Station 01.°

Headerabs apd Wormigaumnts,
and then activate a lever
labeled “Pump 01.° A lamge
reservoir below fills with
e

T T T e LY o Sai il
mp Station 01, left

g@ﬁf Map 58-89, Coolant Station 01, right—Pu

5. Returm to the main bal-
cany: Follow the yall ow
signs leading to Coolant
Station 02,



hallway 1o Coolant Station
i p large room that looks
mach fike Coolant Siation

i1, excapt lor the Barnacles

on the ceiling and a crane
hoisting a heavy pipe. Kill
the Alien Gronts and

Barnacles, and then slimb a

laddear.

1?1'TIP

An Alien Grunt matenal-
imes on the catwallk and
broaks it as you try to

| eross After killing @, you
must climb back up and
jump across the gap.

! Flooding the Reactor
The next stage of your journey involves flooding the reactor cote with coalant.

LI
7. Follow the catwalk to a
hallway to Pump Station 02
There's a dangerous steam
leak in thiz hallway: turn a

valve wheel 1o stop the
steam.

8 Kill the Bamacles and 9. Again, return to the main
assoried afiena in Pifmp balcony. A sign on the wall
Station 02, and press & lever now shows, with lights, that
o fill a ressvair holow you  Pump Statiens 1and 2 are
with waler, operational,

1. Logate a hallway leading
io @ T-junction whera signs
read “Maintenance Area™
and "B, Tank Reactor
Access,” Take & rght., inta
e Maintenance Ama.
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&, Halfway throdgh the
tunnel, you come to o small
ehamber where you can
stap for air. Surlace, and
then proceed throug h this
chamber (o the main
reacior cCore.

¢ 2 Descend a Night of stairs
B o6& smeall ronm with lats of

iap 9:12 Main reactor,

ammunition and 2 Scientist.
Gollet aniemd:, Fenern o the
T-jen ction, and this time
take: the hall labgled “Aux,

| Tank Aeactor Access™

3 This hall leads 1o 8 room

| with Alien Grunts and a

deep pool parially fillad
witl‘llrl?mnlall:?_ N th A ligm
Grumts, snd then descend &
laddser iila the wates Swim
thraEgh & tonnel labelod
“Mainlcnance Ao ess o

i gin Reactor”
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Electrieity shooting from the reactor makes it diffieult Wi
to reach the top. Inztead of mshing. halt halbway up &.

each ladder and waich the electricity move around,

Climb the rest of the way up the ladder when the coast
' : 0| isclear

E There are fwo valuo B. Turn tlla s&c«und walne Atter sscending a ladder, shosyps tale a night. This

wheels underwater near the  wheel. This sends the water | |eads you around the platform to the next ladder,

main reactor core. Turn ope,  high encogh that you can There's a particularly nasty bolt of electricity naar the

éﬂir': ?Dﬁ;fﬁ::__ﬂﬁ" e ?r;..lzr!p:::ll:ﬁﬁ:: e :dﬂi door at the top. Wait for it to subside before running
shoot a Worligaunt prowling  ed by ladders. Your goal is through.
tha upper levels of the 1o reach the door at the top

T 1T, inf the reaclon

Teleportation

Yau're about to stumble
Bl into a |ab filled with tele-
§ porfers, You must f2am to
use tham if you want to
make it to the next evel

7 Fulluwlt comidor to & 1. 'Upstalru take a right at £ Wbk pﬁs‘! a poam with & g

doar bl @d * Sa pplg 0= the sign that says " Lambda  Security Guard. (Yoo cam use
301.” Get supplies from this Reactor Care Level B.” Get . a First Aid Station in there.)
roa, aud then alimb a Lad- siipplies from another sup-  Take a left at a T-junction to
gerin a nearby elavatar ply room, and then retum to  cateh apother brief glimpse

shaft. the: sign and take & lefi. of the dark-suited man,

3. Refurn fo the T-junction
and take a right. Ali

Brunis teleport in ahead,
and a Vorligaunt appears
behind you. Retreat to famil-
iar larritory and kill them all
&3 they give chasa.

4. A walve wheel in this hall-
waay controls a steam leak
fnrther down the kall. Tum - .
e vk, The: sbea i il s — B
demage amy Alien Grunes T L T e T - -

that try 1o get thraagh it Mag 3-13. Hallway W experimantal teleporters,
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5. Betore you reach the
steam leak, there's a roem
on the laft with two tele-
porters in il Walk into the
yallow teleporter sphere
and you' |l reappesrin the
resn oae.

B. Whén yau're done sxperi-
menting, oo past the steam
|eak (v it aff firsty, almast
1o the end of the carridor. 1
you'see Alien Grunis, back-
track and turm the stesm
back om to kill them.
Froceed whan the coast is

T. Dowen the carridor and Inm

the right iz a door that lepds
toa teleporter room. Read
the follmeing tips to undar-
stand wihat you must do.

Map 5-18. Halharay and telepartation eolumn, lef,

vl [P

Behind the fence i 8 colomn with nine nomhered doorways (ealled “Porte™) in it
Each Port telopois you 1o a different location. Ports 1 through 3 are on the bottom of
the colump, 4 through & are in the middle, and porte 7 throngh 8 are st the top,

Hoating platforms circle the column. You stand on them to
jump inta (he Fors,

Here's how to start: Walk onfo the yellow teleporiar i
sphere, and you'll regppear near the green sphere. Time b -
it 20 that one of the floating platforms is under yoor : . - o

(.

feel when you grrive, or you'll fall and have to start -
aver, i feg
Onee you've teleported onto the .
moving platferm, ride it around and s Y
enter the column through Ports 1,
2 or 3. Esch |eads to 3 different
foecation
To reach the pext level up (and gain
scoess to Ports 4, 5 and &), entar Part 2,
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Here's a lizt of the Parts on the telepomer column, and
where they take you. Note that all these destinations
copiin 2 vellow teleporier, =0 you cap always get
beck to the teleporiation col amn,

Save often,

& Port 1 leads to a small
area with Headerabs
and radioactive
waste. You ean ¢ol-
lect Grenades here,
et unless you're
especially keen on
Grenades, avod it

% Part 2 1eleports
vou up the next set of
meving platforms, so
vou cananter Ports
4 through B

& Port 3 leads to a
small room stocked
with Batteres,
Satchel Charges, and
other great stulf,
Highty
rocommeanded!

# Port 4 teleports you
to the top set of
moving platforms, so
YOU CEN aCCEss
Forts 7 through 3.

& Port 5 sends you to
a room with thrae
Scientists. You can
collect lots of gear if
you do a litle explo
ratiom; this is
recommended.

& Port B leadsto s
damaging fall.
Avoid it

& Port 7 sends you to
the next phasa of this
level, so take this Port
only Wwhen you're
ready to move along,

Port 8 takes you to
a-small room over
looking the reactor
you recently flooded,
It contains
Vartipaunts, but an
HEWY Staton and soima
ammo might make
this worth the trip.

& Port 9 kills vou! Aveid
it like the plague.
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Beyond!

After unfocking the
1eleporiation core and
maoving ta the final part of
this [evel, you'll find a
giant teleporter that sends
you o the alien home-
world, Xen,

8. VisiLany of the nins
Poris: Nole that whenever
you use Part 2 or 4 (which
send you up Lo ihe next
level), you should leap in

' from near the fort of your

§ moving platiorm. if you
jumge from near the hack,

11’1l miss the higher plat
orm whien pou teleport,
snd teke & nasiy fall.

Mopan, v n -":"' i
1, Thie telepontation core

consists ol 8 central cone;
two sets of small, fast-mov-

ing platforms; and a ring-
shaped plattorm that con-

stamtly moves up and down.

E

g, When you're through 10, You'll zee a bizarre
experimenting and collect-  geleportation core.

ing gear, go through Port 7.

(Do this by 1aking Port 2 fo

the middle level, faking Port

4 i the highasl lewal, and

then antering Port 7.}

e T Ty
S - R

2. Get anto the ring-shaped platform, using the outer set of
alatlorms o get there. Walk along the ring until you see an
alcave with a button |abeled “1." When the platiorm is high
enough, jump there, using the small outer platiorms to

a5 5 st poi.
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s tricky to navigate in
this room. Be patient, and
weeil for the ring=shaped
plathorm fo descend to'a
fevel where its zasy to
puip b,

E. Enter a garritdor blocked

op both sides by rebble.
Climb the laddes in an
aleove,

e T

Mag 8-16. Teleponation chamber {gateway to Xen). Gluon Gun, - ‘

3. Rewn to the ring-shaped 4 The blast shields guarding 5. You materialize in a snial
platferm and walk until you  the central core have =lid room. Go oot throwoh & door-
gop another alcove, with 8 back for enough ihat yoo way. llgnore the yellow
button labeled "2.° Cross can crouch-jump inside. sphera.)

info the slcove and press Juimij ovisr 1o the caniral
the button, Returm uﬁ:in to.  coreand hop insida.

the ring-shaped platarm.

7. Upstairs. you find a setol 8 Collect lots of gear 5. When you'vs got all the

glass doors. A Scieatist from these roomis. Be stite g:ﬂl' you cain GAITY. 40
admite you. Lizten to the to collect the Long Jump rough the deor into the
Scientist and Secarily Module, amphitheatar-like main
Buard on the other side of teleportation chamber,
the daots.

with a guardrail thai
extends almost to the
micldle of the: teleportation
davice. You noed to take
it later

| 11. The Scientist explains
that he mustn’t be distract-
L &, or the lelepartation will
! fzil. As he speaks, look for
a ladder 1o & 1all ledge,

i
L Climb it and get out your




- L TRET) R T SRR P g L T

ol B ¥ o =
3

AL F-L | FE
“PrimA’s OFFIcIAL STRATEGY GUIDE

L]

.

12 As the Scientist starts fo 13,1 you aren’t fast enough, 14 Leap inlo the yellow
work, several Xen Masters  the Xen Masters will kill sphete i the ceénter of 1he
teleport in. Methadically kil either you or the Scientist. I room, and telaport to Xen,

them weith the Gluow Gun, ou'ne ast, eventually the

ﬂa;[ng up on the platiarm ciantist tells you it's tima

and dodgieg slightly te fiar you 1o go. Wiken he does,

avoid Xen Master shots, quickly descend the ladder
and rum 1o the ledge with the
guardrail.

XEN

Xenis a strange, disorienting werld. 1t has less gravity than Earth, and its flora and
fauna can be ntimidating. Take things siowly, and be sure o explore.

Culture Shock

Your first task on Xen is to get off the tiny chunk of rock you appeared an. At
first, this may seem impossible, but it's nok: You have the Long Jump Module.

i

I] H'-..:_l-_ - 1wl
1. You appoar on a small
chunk of reck floating in the
shy. Far bolowr is a huge
floating rock vou'll want 1o
vizit eventualiy.

 El = P

o ‘*"'"""""!"r-:"."i'?sq CTRa TR

Z There are two other |
chunls of stationary rock
| floatimg nearby, Use your
Long Jump te l=ap to the
first rock: then shoot &
Vartigagnt on the second
rock and jump there.



et Morkigaunt and a

d. lu third rn '1'!! I

materialize on the 1o the closest moving plat-

s, ¥k hoth, and
pes
h.

e

5. When you reach the top ol 6. From the platfarm you just

the giant rack, you notice
tharn fsn't much to do there,

form, and then from platdorm
to Fhriinrm until ypou zam
salely land on the gisnt rock
befow. Remember, you can
jump extraardinary dis-
tances with your Long Jump
Module.

jumped 1o, you can sea the
infarior of the rock, Jump to

- That's becaase all the action ¥t and stan exploring.

is inside the rock! Look for =
maying platiorm hovering
slightly beloi the op of the
giant rock, and jump down
it il

- 1. Eventually you come to a

 healing ﬁuul-ﬂwrlw i5 8

~ hote in the wall. Gravel in,
stand wp, and hreak & wall
ol moss over a larger hole.

 Jdurmp ile a0 inner chamber

8. Inside, three small
columns or pedestals stick
out of the ground, Approach
egach and Use if. & diamomnd-
shaped object atop each
pedestal opens.

ool [P

It's ternpting ta jump right for your target, but just
becauze this ie an alion world doesn’t mean gravity
doesn't apply! Never jump too far below your current
poasttion,

Because the platfarms sometimes orbit at almost
the same speed, occasionally you must wait until the
platform you want gets close. Be patient!

Fimally, be awars that moving baskwards during &
long jump immediately stalls your forward progress.
Therefore, you can long jump Loward semathing that's
actually quite elose, and back up when you're over
your target to halt in midair and drop davwn to it

)

In addition te the Houndeyes roving the outer ring of the
fioating rock. you'll find seme new, unigue things:

=1 % Small plants on the

' ground generate
light. WWhen yvou
approach them, they
retract and the light
goes out. They pose
no threat

Vialet crystals
hanging from tha
ceiling. If you stand
too close to them
they act lke a gun
turret, and start 2ap
ping you, You can
destray hem, or
simply avoid tham.

A shallow, lighted
pool restores your
health when you
stand init. Look for
ather such pools as
vou travel

threugh Xem.
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Map 8-18. Interior of huge rock.

GONARCH'S LAIR

That first level wasn't 50 bad, but if yau think Xen is hospitabla, think again. The
next areafeatires an apic barle with a horrific. alien—the Gonarch.

Early Fight

Soon after you teleport in, the Genarch attacks. You must find cover quickly.

| 3 Loak lor somathing resems-
| bling & cage of moss. with

b 10, The three specks setile
| eventually on the thrae pil-

- lars. A fourth pillarin the
cintar of the room aher-
gizes, becoming A teleportar,
Wallk into the newly created
teleporter.

o] P

Hurry; the Gonareh is in this area too, and iUl eharge soon.

Refer ta Chapter 2 for information op the Gonerch, To summarize, it's a four-
i legged benst with & huge shq sac. 1 spits asid projectiles that burst en impact and
1 spray you. It can give you a swikt kick with its legs, and occasionally it spews little
: creatines, fike miniatire Headerabs.

When atiacking, aim for the Gonarch's eqq sac. lis legs are armored, so your
shals just bounee off,

thres Mickedng sparks fly-

| img araund init. Smash the

mass cage with & Growbar
to release the sparks.

1. You appear ina large, |
open area. Nearby is a dead
man in an MEY Swit.

Batteries and & case of
aminunition lie beside him.
Take the Bateries. but not

the smmnition: immeodiate-

ly lmok for a tall rock near

thie “edge af the world.”
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2 When you find the tall
| rock;, youw'll see A narrow

i space between it and the

= edge of the world, Walk

. hohind the reck, so that

| you're pratectad from the
Ganarch, Yoi shauld he alle
| to see a healing pool; long- t
| jump to it whengver you're
imjured.

7 EITE T

Map 2-19. Gonarch's lair first par,

o] [P

if the Gonarch doesn’t
stand im the right place,
strale in and out of cover.
Antack frst from ane side
of the rochk, and then the
other

Amaek the Ganarch
wrifh a {ew shois of each
weapon (ene RPG, several
Crossbow bolis, aclip of
Combat Rifle amme, and
&0 onj, resening some ol
your best weapons for
later,

#1z g s

3 Start shooting the
Ganarch from bahind the
rock. If you're lucky, and the
Gonareh stands in the right
£pot. you cam shoot it
through o erack in the moch

e il B e

Map 5-20. Gosrarch’s lair, second part.
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Oon‘t worry too mych
about the mimatone
Headcrabs the Gonaech
produces The Gonarch's
e mene | - Spit and ite deadly kick
b. Girclg-sttale arotnd the e e atfacks you mist

F - e e b

4. Eventually the Gonarch : 5_|:_I||E[|'|I'i|1ufllnm:r| ends

Mlees, hfﬂil{mi thirpugh & i another open area. Stay open area, firing Combat really sugid,
wall and running down a bagk in the tunnel, avoiding  Rifle Grenades and other

tnnel. Collect the amma the small, whipping high-powered ordnance at

from dead man in the HEV. ~ Tentacies, and shoota few  the Gonarch. Note the hole

$uit, heal yourseli in the APGS inte the Gonarch, 1t in the middle of this area,

healing pool, and follow the  charges down the tunnel aritially ohecured by vines,

Gonarch, Collect o Battery  toward you. Leap aside, and atch out or wou'll fall

and some ammo along run ot into the open area.  through!

Tt waray.

si00y g 30 b N

7. Evemtually, yau'll deal - .Jum to the left ledge and 9, Approach the nF e . II. Drop nwrr in!nlha

enough damage to the beal yourself in @ healing ~ Gonarch ran through, pil. The Gonarch sits
Bonarch that it breaks ol in & chamber beyond it. Leap io & ledge on the other  above, like a spider on &
doven amother wall and r'ht':l'atr:h out {or the side of the hole, instead of  web, Gircle-strate around
floes. Don't follow it yel Headcrabs that show dropping all the way down  the pif. firing BPGs and
Instead, look for a small down here) Retum to the i @ single fall. Combat Rifle Grenades &t
hale in the grodnd-—nol the  central ares and jump to the tha Ganarch, and aveiding
larger, vine-covered hole other ledge, wherne you'll inimiature Headcralss.

ini the: senter. Drop davin collect same amme and find

the small hole and walk 4 trampoling that takes yau

into a central area with a back to the main [avel. e .
hale in the middle and two <3 .
other ledges, i

11. When you've shot tha 12, fis the dead Gonarch

Ganarch ¢noiagh; it diops crumples, a hale opens in :

from its web. Blast it with the floer You can leagp right -.\

maore heavy-duty weapans; il down into it and Telepart e " EI ] 'i\, y
- t

you have any amma forthe  the next level, or look into it
Gluen Gun, that's ideal. 4 first and gea a ledge above

" y

few seconds of Gluen Gun the teleporter. 1 you leap to K- = ﬁ'\-;;a

fire should do the wrick. the ledge, you can uie a . > P
healing pool. Jump into the h. 0000 T -l
teleporter when you're gﬂn; e . T T At
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WALKRTNROUGN, PART 7 X4

YOUNYE COME TO THE CAME S FIMNAL STAGES, THESE LEVEL S REQUIRE D
EXCELLENT COMBAT SKILLS AND GREAT COORDINATION,. EWEMN WITH X
THILS CHAFTER'S HELEPYOLU MAY HAYE TO TRY SOME FARTS OF THESE
LEWELS SEVERAL TLMES,

BE FREPARED TO TRY ANY PART OF A LEVEL OVER 1IF YOU TAKE TOO
MUCH DAMAGE. IF YOL PROCEED DESPLITE EATREMELY LOW HEALTH, ITLL
OMNLY MAKE THE NEXT STAGE THAT MULICH HARDER.

INTERLOPER

Interlaper ¢ ontains several dishnclenvironments connacted by taleportars.

Early Troubles
fou appear on a ledge above a big rock. The skies above are filled with Xen Masters and kite-shaped

aliens; the ground is [ittered with Vortigaunts, Your first priorty is to get nside, where these aliens can't
Aurt you,

1. The ledge on which yoi
apgeuled SRS to crumble:
Before it does, quickly ook
around. MNaote tha {loating
latfarm with the 1eleporter
oa it. That's your eventual
festination,

L Now murn im the sther
direction. Natice the big

' rifige in the distance. Run

fowward that ridge.

Map.10-1, First stage of Interloper,
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- 3. A5 youl miin toveard the
+ Nridge, duck in and out of tha
icover of giant columes.
Vortigaunts pose your great-
et threat Kill amy
Vartigaunts that get tog
close, but don't try to kill
ithem all; just use the
columns for protection, and
man &5 Tast as you can when
you aren't bekind cover.

SO0 4T gn Lol

5. Beaak some vines cover-
ing & nearby hole, and than
fall devwen the hole inlo &
tunnel. Take this tunnel (o a
roam where massive spilies
glowly rige and fall from the
ceiling and floor, Kill & pair
of Headerabs and cross this
room guickly, or the spikes
il frap yo and dq_midqlng
green gas clouds will dis-
charge from the ceiling.

9. Shont any nearay Xen
Masters on your way up.

At the top, look for the
neanest moving pladorm snd
= drop down onta it. Be sure
F it's the highest platform
available, or you'll take

falling damage.

1P

Beware of crevasses that
lead to deadly falls, amd
ilowholes that open and
close underiool. I you fall
into a biowhola, you'll be
blasted up into the air and
die from the fali.

B Ly gD e
6. Proceed to & large cavern
gomtaining Barsacles ower-
head and a Bullsguid in a
corper, Kill the Barpacles
and tha Bullsquid, then
examine the npom. You'll
fimd First fid Kits, & dead
man with some ammo near-
by, and a swalloway it
another chamber (destroy
Wiines 16 § el there),

“]IP

You're exposed to
weapons fire from all
angles as you stand atop
the: column. You'll be con-
siderabily safar when
you're on the moving plat=
forms. Theyre wids
gnough o protect youw
from the shots below.

Az you move from
platiorm ta platform,
you're always bottor ol
drapping down than jump-
ing. Jumping gives you
it et 1ift, nnd imereases
your chance of injury
we hiedt youl Land.

*TP

In this stage of Interloper,
the autdear enemies
reappear contingally.

Even if you shoot svery
Vorigaunt and Xen

Master, more will pop
up later.

In ather words, rying
to kill every last alien is
ustless, Just get ind oars
quickly,

4. A cove enfrance lieson
one site of the ridge. Riin
inside and kill 8 Vortigaont.
Theres a healing poal inside
en drop

tha cave. Uze it
imta @ funnel,

LR ST

7. The new ¢hamber con- g, When the celumn reaches

tains @ strange colomn that's  the bottem, get onto it and
artinlly obzcored by vines, ride i back up,

Shoot away the vines and

the calumn starfs (o

dezcend,

10 Continwe dropping from
platform to platiorm, Alter
dropiping 1o the fifth plat-
Torm, pay close atentfion to
the kite-shaped alicns tial
glide aceoss the sky.

11. dump onio o kitesshaped
alien's back. Pasition your-
self squarely in the middle
amd crouch, making it diffi-
£-lt lar the Vot ga unts on
the ground to hit you,



Caverns

This naxt area is tricky,
but there's abundant

§ ammo and ao infinte sups
ply of healing, so if you're
¥ careful you'll do fina.

12. The alien glides slowly 13, Eventually you'ra close
anough 1o the floating rock

toward @ teleporier, Shoot

any Xen Mastars that appear  with the teleperter that you
averhead, and any can mep on, 0o sa, and enter
Vortigaunts that kave a the teleportes

clear ling of sight at you.

b the pit with the Tentacle, but
" dan't go so close that it can

L The wnnel leads o a newr
cawern wir' |l call fhe middia
cavarn, Look caretilly ai the
screenshot, On the extreme
leit is a narrow ledgs you
can jump to and climb up.
Do =0, and yau'll eollect
SOENE AMIMLAIL o,

3. Turm around and sheot the - 4. A wonel leads 1o a small
Tentacle a second time 1o cavern with a waterfall, &
keep it down., Then jump healing pool, and twe
into the hole in the elilf Bamacles. Heal yoursell in
wiall. Crouch st the top of the pool. Then jump up onte
the jump-for extra height. a ledge opposite-where

you emered. Follow a

shorf hinmal,

1 make it doop. While it's
| down, long-jump across the

ol iff abeve you.

1. You appear in a cave,
Walk o its exil. To the leftis
8 wide-open ama whene
two Allen Grunts stand on & |
pair of hills; and a few
kiR {H artigaants mill
around benaath them. Te tha
right is  Tentacle in a pit

2. Take & right and approach
slap you. Shoot the Tentacle
gnce with the Crosshow to

it it's rooted in. Yoo land op
a small ledge bensath a cliff
wall. Thetes a hale in the

5. Go back down the ledge.
Aaoain; refer to the sGréén-
shot. Approach the exit on
the right side of the pictane,
bt don't oo thenegh . 1t
loads back outside.
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8, An alien craft iz likelyto 9. You'll nofice a cave in ong 10, After collzcting all the
drop two more Alien Grunts — of the hills the Alien Grunts  amma, 9o back outside and

T, From this exil, you can
zea Vortigaunts on the

ground and two Alien Grunts  outside at this point. Kill wers standing on. Equip return 1o the middle cavem
standing on low hills, like  both and proceed outside.  your Shotgun and go inside. shown, From there, either
overseers. Lise ihe Kill zeveral Vortigaunts in return (o the healing waters
Crosshow's zoom feature to hare, and collect ammo. of lh_m waterfall room {if
snipe tha Alien Grunts, you're |n|*urer,i]. or procead
through the cracked. narow

entrepce shown near the
middiz of the scresnshat,

12. Laok out from rnr hiding 13. Jump up on the 0w
lace. You sea the Eam‘nu racks in front of the hole.

. argantua—and a hale Then long-jump from here .
11. This entrance leads 10 8 jaading outside. Wait for the - across a chasm. This s a ;:hﬁg;‘;[m c“‘d'“';”;‘:_”
tunne] blocked with boul- — poeqnnis to ran to the lak,  tricky jump if you rush, so i o et
ders. Jump up on the bhoul- gwvay from the hole; then try 1o keep your mavements T;-Mlhd.ﬁtgth l?.;hﬂn‘l e
ders @ Gargantua charges  agep gut and approach calm and smooth. You have E‘. e .""FI e
toward you. Instead of the hole. more than enough fime fo AN AL GYmIAR BEL,
retreating, run past its legs make the leap.

and take a fight, Dartinto a
hole in the wall, where
you'll be safe. A Batery
and some First Aid Kifs are
in here.

15, Drop & Satchel Chatge in

the wicinity af the Tentaclas

and detonate 1t So ey both
retract, Then follow the
ledpe. using a long-fump to
&T03s A baken park

- Continue pasta third
Tentacle {which you should

e l avoid rather than shoot).
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The Mines

Yol transport o a mime
BE arca, where worker

! Vortigaunts labor. The
| Vortigaunts aren’t hostile
_ i BRRRLL § ot first, 50 you can gel
17, Callect Satchel Charges  past this area without
and Laser Mines from the .~ firing a single shot,

floor of this cavem, then
enter the ieleporer.

1. You appear ina
small ragm with braken
maehinery, Take the only
tinnel ot

16, The ledge leads to &
amiall cavern with & tele-
porter and twe Alien Grunts.
pe of them is hidden
behind a rock, Kill both,

2 The tunnel leads to a
massive mine chamb Ef,
where Vortigaunis move
huge barrels arotind,

':!TIP

These Voartipaunts are
workers, and they won't
anack you—at least, not
at first. Igeore them, and
you win't have to fight
Ehem.

I you stick around
fong enough, a Xen
Master mighkt appear and
fire a1 you. This rouses
the Wo rtigau nls, 50
you'll have to kill nearby
Vortigaunts i this
happens,

|-1

— Se 6, Ride this ring all the way

Mckiunddl-.|

3, Explore the lowes level of
the mine, collecting a stray

Pistol Clip and First Aid ¥it.  booth-like structire in it dom’t et om the actual 1ii grrels on them. Jump o the
Then board & massie lifl Get inside to heal yoorsall.  part. Insiead, jump onig the nmearest conveyor bell it
near the cenier of this rpom. top of tha ring that seppors  carries you taward a central
Ride np 1o 1is hirst stop and the Tiit, span that conneets the

getl otk

alcowe with a bioe, phong-

& Din this level, you find an

5. Roturn 1o the piait It You

Wil 1o ascend fasther, but

tor the fop, where you see a
aiv of conveyor belts with

twe beits,
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There are no mora docile
worker Vortigaunts from
| this point an: They're all

| looking to kil vou.

The Vertigaunts and
won WMasters in the nexl
few areas are tough, Entar
new arpas gradually and
slowly, and don't hesitate
Lo retreat to familiar
groumnd.

H You f=11 inte & =hallow
pool of water, Immedi stely
scramble oot of the pool
and drop to ihe floor, or ihe
I rrall b hind you wall fall
and crush you.

7. Cross tlln zpon to the
other conveyor belt and let
it carry you info @ hole in
the wall, Stend cloze to
thé meanest birrel i frant
of you.

1. Kill 8 Vortigaunt and a
Xen Master hovaring naarhy,
and then investigate the
Tloar You find an alcove that
leads to a |edge overlooking
] lli# ehase, with @ blus
healing cubicle nearby.

v P

You'll aleo find an aleove
wiih fwe Batteries, il you
look diligently,

5. I.Ips

.1“_1_"‘.1' L LB '."""l'l‘"?' Ry v S
£ Near the spot where you
lell into the water, you fimd
& soma il that Wakes you
ip & Hloor

4 Fnllw:' n balcony te a spat
where a huge, piston-|ike
column rises and falls from
a hole in the floor, Ride up
on this column.

3 Wilk alnng tha [:mnrsyn-r
belt into & new ares.
aesernl Xen Masters and
Vorligaunts attack from he
new aren; stay back and
oiily procead when the
const is¢learn

LTI T
tairs is a balcony.
Botl e ndls lermmrmale ina
|ong halleeay filled with
barrels, hut pme znd is
blocked. Take the unbiochked
E‘ml' and kill saveral
‘ortigaunts and aXen
Master in & hallway,

Map 10-5. J.'InHl Ithllwayx thi room with the healing chamber lies in the upper lefi.
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U'se exireme caution
oot tn hreak any barrels
in here, These barrels
contain Alizn Grunts!
Ercaking them just S

£XpOSES yOUu 10 6, Walk down the haliway.

VR T

7. Atter turning a comer, you 8. 18 centains several Xen

T i [} <, LEER [} Ao b

unmecessary combat. | Several Vomigaunts hide in  reach a spol whar Yol can Masters and Vortigaunts.
From hiare on out, be | N9oks and crannies, and crouch-jump over & barrel to Kill them, and heal yourself
s ¥ Xen Masters fly overhead.  proceed. Do so, guickly kil at the blue healing station,
NEry cargiu ground thesa Hi“ them as you go. The Alian Gnﬂ“ ||'|.=iil. Hﬁd
large-barrels. Try not la ERIET @ NEW reon.

fire wrapons at them, and
try not 1o let your enemies
hreak them, either,

f Ascent

You're almost through
with Interiaper. Continug
1o be patient and look for
enemias bafare enterng
sl e territony, and you
have a good chance of

wioud b o AT

9. Locate threa reddish 10, Tha tunnel ends in & 28 4 1, Eventually you find two
ducts mear floor level. Enter  shafl with horizontal bars  making it holes inthe flaor. Equip a
one and follow the tunnel.  shot through it. Drop down E‘IM weapan (like the 357

thiis shaft from bar to bar, fag rium |, and drop through
Follow the tunne! at aither hale. You drop to a
the baotom. ledge averlooking a huge

abyss, Xen Masters float
overhead, and Vortigaunts
wallk on ledges above,

il 2. Do your best to aveid fire p

o5 podi fight, You can move
to tha right and hide in a
\b cormer il you'd like: this

cuts down on the number of |

| enginies that can soe you.

P T T T prer=—r
¥ = g

Map 10-6 Dverhead view of the massive cavem.
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I# you go thraugh either hole __:,-"'
in the wall, you enter @ tall J=8
chambear with spiraling
ledges. You can follow
these ladges up or down to

3, When all visible enemies 4. Upstairs, got off the lift platfams that contain amme, First Aid Kits, and o

: [ i is : :
':J:hi;“féin;lﬁ:}ﬁﬁﬁgn ™ ::ﬂ ;g:"ﬁ;flznmfﬁ:m" couple of Batleries, You face Verigaunis. and a Xen

ramp and kill more ioak for 2 spet where two Master if you go all the way to the top.

Vortigaunts. You find a blus  sections of balcony enter The gear in this area is useful but not necessary;
healing chamher on thi?j 0 the wall. it's up 1o you whether to enter, Return to the main
E:ﬂ:&:ﬂ,ﬁ g'i‘;ﬁh?ﬂ: m: ' area described in steps 1 through 4 when you're done
the dise and sscend. in here.

5, Toke another pole-mount- 6. When you're fully healed, 7. The teleporier deposils 8. Jump fram floating rock to
ed lilt up o snother s&t ol take a final pole -mounted you in a Bizarte landscape floating rock to the avil-
ledges. Kill mare Xen fift to the top of this massive  of fleating rochs, wilh @ lonking red structure. Jump
Masters and Vortigaunts. cavem. Jump off into the gnatled, evil-looking struc-  to the rock supporting it
Follow the ledge to a reom glowing green telepartar ture in the distance,

andenter a blus healing

chamber

RN R TET_ITTIN
5. Jump into the glowing red
teleportar at the center of
the structore, Yoo re
whizked away for a final
showdown with the
Nihilaath.

Map 10-7. The strange place you teleport to.
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Nihilanth
This entire level is one big fight with tha Nihilanth, sa numbered steps won'thelp much, It's hard to follow steps
whan you're under fira,

Most of this level’s walkthraugh simply explains what you'|l face and how to stay:alive. Read it all before
mowving on to the numbered steps that end the chapter,

Ahout the Nihilanth

The Nihilanth isa giant, The Nihilanth has twe The Nihilanth's second Like the damaging glebes,
floating being. You can’t attmeks. The fiest is 2 ceries  attack is a huge. glowing tho ieleporialion sphera iz«

il it i al of plowing spheres ithorls  green sphere that homes in - mewtralized if it hits & spike,
ﬂﬂa[:l::llsm—-l;?!'::ailp nat il ?Fﬂru Thggg globes deal on lpuu.ﬂis sphere lolé- Unlike the gicbas, the tels-
right away. Instead, seripns damage, You can ports you inta one of three  portation sphere (racks you
killing the Nihilanth is ayoid them by strafing special areas, which arg 50 well that strafing won't
A multi-step process, quickly. You can also avoid  covbibd latesn help you escape il. I you
covered later. them if you hide bohind one don't want (o lelegor, hide

of the big spikes rising up behind spikes,
at the edges.
About the Arena

The arenas is cewerad in
ankle-deep water. You

can't take fafling damege
by lending in it, no matier
fvow for you fall.

Twoerows of spikes rize
fram the water, The ouler
row {closest fo the arena
wialls] is the mast useful,
Hide behind them to avoid
all the Niliilanths attacks.
{(You'll spend & fot of tima
daing this]
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There are two ledges high

op on the walls of the arena,

Each holds 2 bit of amme, a
healing poal, and & trampo-
line, The only way o reach
the ledges is to jump on one
of three trampolines dotting
the arena floor Each fram-
peling throves you to o dil-
ferent height. Two of these
tramipolines |16 mors of |&55
beneath the twia ledges.

Sy

The most poweriul tram-
paling is the ane benadth
the higher of the two
ledges.

Three brightly lit yelow

spikes stick oot of the walls
high above. These are
impartant to the Nililanth
{detaila fallow ).

Finally, Vartigaints and Xéa
Masters appear in the arena
and harass you. They ané
teleported there when tha
greeq ba|l doesn'f hit yau o
tolepont you out of there.
They will continue teleport-
ing in these wniil pou have
the Nihilanth weakened
doven to the point that he no
lomger throws tha green
telepart spheres &1 yoiL

The Special Areas

The Nikilanth's teleporiation artack sends you to one of throe spacial areas. The first time, you teleportto Area
1, the second, to Area 2, and the third time, to Area 3. Every time after that you go to Area 3 again, but a
Gargantua will be [umbering around in there, [ust 1o maka things mare difficolt

Teleporting to these special areas isn't necessanly a bad thing. It can be apnoying if you don't want to go,
but it gives you the opportunity to heal yourself and get more ammo, Here's & look at all three,

Special Area 1

The first El]llﬂi!ﬂl arod s i
tallrertical sheft with 8
hizarre: color schemi. Yau
drop to the bettom and mest
Ilﬂ'ﬂﬂ and elimb all the way
back to the fop fo retern (o
the Combat Arena,

Several Xen Mastars haiass
: Iun as you climb, but if you
- il tham quickly, they pase
) 'llfa]ur difficuities,

| 1



Yoois Fimel

| ammn,
i Bameries

and First Aid
| Witz sEat-

From the top
of the shafti,
jump into 8
flouing
green tele-

tored on the | IEEESEREE. R | norted 1o
| ledges, BT S | 1t to fhe
Collect them R ress e, e | Combat

— R UL e L €L
siniirs The second special arca is

s aven simpler than the first.

@ I, too, isa tall vertical shaf

e

[ with a teleporter at the fop. :
. i .

| ~ = N -
Whn you first dropin, kil
tha Xen Masters flying
around your head: then col-
lect gear and amma from &
fedge. When you've got it
all, potice the =mall rocks
meeuing up and down
through the shaft. Jump onto
one of ihese and ride to ihe
top. where you can jump
inin the teleporier and

— F o= o - return to the GCombal Arena.
Map 10-10. Special Area 2 Doesn't look like much from owerhead

Special Area 3

-‘-W e
Tha thir
| areais higger than the oth-
ars, [0 a roughly circular
cavem, and the teleporter
bk to the G'!H'I'Ihiﬂt frena iz
‘B near the eeijling,

- =
T T

1

Map 10-11, Special Area 3. Note the healing pool ai the lower right.
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H you try to leap into the

teleporder but miss, steer

yourseli toward & ponl.

| You waon't get hurt if you

| fall in a poal, but hirdng

the ground from such a
great height iz deadly.

v : ‘ : S o| woaci e

. H Bre o m-plinus
fin here. One launches you

high enough to fly into the

The floor of this arca _
solid, bt 115 doted with
water holes. All these

tefeporter; the other lers holes lead 1o an under-
fou lump 1o & ledge with a ground fake spanning the
ealing pool and some

lengik of ihe floor,
Multiple ammao canisters
lie unde rerate r=—as wisll
o5 an lehthyosaur Kill the
Ichthyosaur and you can
eolles! ammo withaul
WITIES.

useful items.,

When you lirst enter this
area, kil a few Vortigauns.
Rlzo, vou should kill the
fchthyosaur, These aliens
wan frepppear fater, but the
second time youtelepon in
{and every time therealier)
there'll be o Gargantua in
hare.

This spocisl area is very
4| useful. The hesling pool is
2PN easy o access. I you find
! 'ﬁuuiﬂll batiered by the
| Mihitanth, be glad of the
opportunity to teleport here
and heal up.

8 The: Gargamioa can'l ron
thraugh water hales, so just
| keep @ hole between it and
| yoo. A great trick is fo dive
Lk inta @ water hole, swim
4 under the floor o another
= water hole, and resurface,

4} The Garganfua won't realize

e where you weni, and will
continue staring at the hole
you dove into.

Killing the Nihilanth

Killing the Nihilanth probably will take vou awhile. Here's the basic procedure. {The
walkthrough section leborates.)

First, dastray the thrae yellow, glowing spikes sticking out of the walls of the
combat arena. Any weapon will do for this: the Crossbow is recommended.

These glowing spikes energize the Mihilanth, It uses this enargy both to protect
itself from harm and to attack you, After the yellow spikes are gone, however, it
can't centinue drawing on that saurce, When the spikes are gone, the Mihilanth is
vulmarabla,

Sacond, attack the Nihifanth, KPG rockets and Crossbow bolts ara good. As
you atack, the number of glowing spharas areund its head decreases. This tells
YOU yau're making progress. )

After you deel & severa amount of damage to the Nihilanth, two things happen,
First, no-more glowing spheres will be circling its head. [t still ¢an attack you, but
now 1t can shoot only one pitrful energy sphere that dossn't do much damage,

1 1 When its attack becomes this feeble, you needn’t worry as much about dodging it
e, ¥ Sacond, and more importantly, the Mihilanth’s head will open up, revealing a

" glowing sphere—sortofa brain. You must damage this sphere o kill the Nikilanth;
but you don't have a very good apgle of attack from the ground.

To damage the brain, walk onto the trampoling that launches you highest in the

= h__-ﬁidaal], and fire cantinuously on the brain from above the Ninilanth.

=TPP

Amacking the Nihilanth
before you've destroyed
all three yellow spikes is
pointless. H you da man-
age 10 wear down its
onergy supply, it simply
linatz 1o a higher lovel to
absorh frezh energy from
the spikes, You can
ob=arve the whole
PrOGEsS &5 snergy heams
traval from the yellow
spikas to the Mihilanth,
replenishing the ring of
alowing spheras encir-
cling its head,

The bottam lime:
Destroy the spikes before
rou attack the Nihilanth.

air {the one nearest the higher ladge). Launch yourself skyward, équip a potent weapon [the Glion Gun s




vol 1P

Only one trampoling
sends you kigh enough 1o
get a great shot at the
brain. If youw can’t get Righ
enough for & clear shat,
yau're using the wreng
frampoline,

L L] i
1. You appear in the arena,
Drop 1o fgor level and hide
bohimd a giant (loor spike—
one close to the wall, not
the center of the arena.

_1!ITIP

Your Crosshow is a good
choice for destroying
yellow spikes: use its
zoom feature for the
greatest aceuracy.

If this doesn’t kill the Nihilanth, continue launching yourself from the
trampoline and shoating the brain whan youw have s clear shot, When you've
dealt & good deal of damage, the Nihilanth dies and the game almast ends
[s2& "The End” for details),

Walking through [t

Here's the step-by-step farmula for kilimg the Mikilanth, Be sure w read all the

preceding text before referring to this,

z Euhim the :p[l:lu you can

wivoid Nihilanth projectiles
Occasjomal Yortuga ints aF
Ken Masters might show wp
to attack, bist you eam kill
these easily from back hera.

v

v P
H you ever get serioisly
hun, alfow yourseif ue be
teleported by the
Nihilanth's glowing green
sphena. The special aneas
te which he teleports you
contain enemies, but not

many—and all three areas
contain healing items.

PR
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3, Shoot the three glowing
yellow spikes sticking out
{rom the walle above. If
you can't get a good shad
at all three spikes, quickly

4, Hamm er the NiRilanth
with concentrated weapon
fire, ducking in &nd out of
the cquer of o biy spike,
Gonserve your Gluon Gun
amme, but fire |l other
weapons, The RPIE and the -
Crosshow, bath of which
deal great damage, are
recommended,

o] [P

If yau run low on amma,
aliow poursali to be
tale ported. All threes
gpecial areas contain
amimo. If you get tag
lgwr on ammo, you camn
e tha Hivehand an the
Nihilgnth, but that's
slow, Gogel some real
ammo, instead! Again,
conserie Gliuon Gin
amrng.

rum fo @ new rns[ﬂnu, right
siter the Mihilanth attacks.
Eventually, you'll reach a
ﬂﬁrﬂf whera you can seé
thie thind yellow spike—
destroy it

5. After you've damaged
the Mihilanth guite & lot,
no more glowing spheres
will be revalvieg around
its hend. Goniinue shoot-
img the Nihilanth with the
Grosshows or oller, 18 55er

weapons. Eventually the
flosh of its skull will pasl
heack like the skinof a
Immnaga, nevealing &
glowing sphera that is

its braim,
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Airound this time, the _
Mihilanth's attacks |
bacome feehle. Instead of
shooting multiple energy
sphEeres at you, it Can

muster only one, and it | & Run to the trampofine 7. I this doesn’t kill tha

isn’t all that damaging. At | keneath the higher of the Nihifanth, use the trampoe-

this point, you don't have ::?H ;ﬁu[:?r?: ;]: ;d;uf:::lllli'nmu Ilim:_ again and Ehﬁ“ the :

to Wiy 85 mach abait ; o ; TaiN same more. hepeal,

nrni:li:l s stacka maost lift. Use it ta jomp high  mecessary. Eventually, you'll
L - in the air. The Nihilanth deal lethal damage.

Arstinetiwely will try 1o risa

and match your height, but

for a few moments you

chovld be highar thon him,

with & wireet view dowen

tnto his brain, Hose down

the brain with continuous

Gluwan Gin fire.

THE END

Wa won't ruin the ending for you they, you've
notto play to find out), but we will offer a bit
of advice. f
Ouring most of the andgame, you can
just sit back and watch, But at the very
end you hava a choica: Either jump out
inta thie darknese or stay in the vehig e,
You'll probably want (o see what happens
as & resultof both choices. Butthe
“correct” thing to do i ta jump,
Congratulations! Hail-Lifs is
a hard game, and it takes skill 10
cormplete it. even using this book.
Mow o farth and play the Blue
Shift mission.

&
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BLUE SNIFT

BLUE SHIFT 1S AN EXTRA MISSION THAT TAKRES PLACE AT BLACK MESA AT
THE SAME TIMME AS THE MALIM CAME, INSTEAD OF FPL AYING GORDOM

FREEMAN, HOWEVER. YOU PLAY A SECURLTY GUARD. THIS CHAFTER WALKS
YO THROLGH BLUE SHIFT.

LIVING QUARTERS OUTBOUND AND INSECURITY
Starting Out

Like the main game, Blue Shift starts out with a beief tram ride. Things go downhill from there ...

37 Follow ths Corfidlor 10 &

1,Ride the ram to work. 2. Exit the tram here and try 4 You come to a big desk.

Just sit back and enjoy. toopen the daor. Thi T-junction. Foflow the green  Take a left. into an area
Security Guard on the other  strijie labeled "Aroa 3 labieled “Personnel
side will take a few moments  Security,” Taka a flight of Facilities,” Grah your
o get it open for you. stairs down and go through  uniferscand helmet from

a daor. a locker,

; !c?.‘nlum Iu tha hl |] ﬂ’ﬁk.. B. Upstairs, take a loft and "." 'Whnn *,rnu re ﬂmmgh wrt!l g. Collect Pistol Clips from

| sepping to listan to the enter the door 1o the Video  the screens, go down the ihe nearby shooting range.
* Security Guard, then take the Surveillance room, Usethe  other corridor ta the Armory,

hallway labeled “Armory” big screens on the wallto Collect your Pistol from &

- wndl "Video Surveillance” sep what's going on else- guard behind & desk

Take the elevaior up. wwhere in Black Mesa,

10. Mear where you exited
| the tram, find a door leading
8. Return to the slevator and ; to the H-E Particle Labs. _
ride it back down to the LU0 Approach the daos and thi :
* guard lets you through. “_@ ._

! Jawer lavel.
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?ﬁ _Danger Approaching

M Leau g AL

L Eu-lhrha.ﬂnr, down 2 Tha man with a pewspa- 3 Walk out to the !rﬂm 4. You ses ﬂpul’]fm‘lﬁm—
a corridor, and up a few per sitting on a bench pro-  station and find a ladder 1ot oA e ght, Behind a

stairs, i you like, stop and  vides uselul information leading down. Take it fenca. Open a door in the
vwateh the seene pictured about the path to the Sector  Downstairs, go threugh a fence and throw a lever to
here wrhere three men G Main Access LifL donr and ke some stains turn on the generator,
Ritempl to repair a cemputer. farthar down,

LT 1] & R

a1 ME = : wraa | LD 1) !
5 Go through ametal dear 6 Follow the hallway and go 7. Go across the hridga. 8. Approach the elevator
nearhy. Behind the doar, up a ladder, Past 8 doorisa  through a door, up some weith the bwie SGisnISts in it
throw a switch to light the  bridge. Wait for a tram con-  stairs, and through another  Listen to them, then press
hallway. taining the dark-zuited man  door. Yol find yourself attha  the slevator butien 1o

10 pass, Then press a bution  Sector G Main Access Lift.  descend
to lower the hridge.

10, The elevator stops, and
all hell breaks loose out-
| side. Waich the carnage.

9. The alovator has some Evantually the elevator
trouble on the way down, cable snaps, sending you
1 The Scientists get mervons, | plunging inla dark ness:

DUTY CALLS

This is where the game reslly starts. Prefare
fior combat!

whdar T d

. Whan ool m:-n 1a, exit 2. Atter you've smashed all

the elevator. Kill two the boxes, locate a fuse box
Houndeyes and collect a on the wall nearby, Smash
Crowehar from the floor. it, then go down a short
- y Walk around breaking {light of stairs as the lights
© hexes, A couple of them goout.

hold Fistal ammo,




3. At the eind of thia hall fs o
dipor, Go throwghit

1. Ll;lnu-'ltduum Imrm hew B, Erul

you can see over a fance
with explosive bamrels
behind it. Shoot the axjila-
sive barrals to blow a hola
in the fence-

11, Behind the door is @
‘ponsole with Bwo buttons.
Fress the botion laticléd
*South Tunnel Access.”

E. In a small sioreroom, B You're nowe in the ceiling

4. Beyond the door is a lab.
Toxie slime covers the Tloor
Kill the two Headerabs and
jump onto the tables to
cross the rom without
touching the: water. Go
through the solid metal door.

watch for another Headcrab. ducts. Locate a hiding
Gather the amrma oo the
shell before climbing the
Izdder.

Seiznlis! and lizten ta him

0. Kill = pair of Houndeyes
amd & paEiE of Vortigaunts
that telepart intos the area.
Locate & small matal door
and go thraugh i

8, You find an open area
with & hanging cage. Press
o buiton, get inthe cage
and ride it o the offier side.

B. Climib back down the
ladder and go thrgugh the
hole in the fence. Take the
carridar beyond.

| P8 E:liuhmugh lhl :lm:-r.
Diitside, you'll see that one
of thie twa, large bay doors
has partiafly opened. Go
through it

2. Enfer a hig room with hanging
cages and defeat the Hnnn&ﬂlﬂ.
thaf= snacking ad Lhe desd

Secrity Guard hara. Once w:-u

a safe, collact the amme the #a‘_:._ iy,
Seatrity Guard has left huh| @

1. Fallow a erate-filled
tunnel, and kiil @ pair of
Houndeyes along the way.
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3. Get ha iho mn:ml i

and use the levers to lower
the cages into position. The
lefi cage should stop at
ahout 23 the IhaiFhr ol the
large crates while the right
cage shaeild stop even with
the top of the |arge crates,

7. When the Vortigaunts
ara all dnnq. ne dawn a
[#rdder in this area.
Downstairs you'll find a
|edge that erosses
between two huge gears,

¢ . Té]_q a rglll l nsthn

5. From the highest cage, |
jump wp onte the ladder and
climb to the tep.

8. Lksa the small posh
grate and barrel to crate
stabrs o raeh the ewest
gage. Jump onto the push
crate, then anto the barral
then up to the top of the
latge erates. From there
you can jump to the high-
&5l cage,

ledge ends. Go through a
door and down a corridor
walil you find yourseli on
# |edge overlooking a

biig rowm.

up. Jump o the fadder,
climb it and i a valv
wheel on the catwalk
upstairs. Motice that a
steaming pipe down below
stops stoaming.

8. Notics a ladder laading

E. Upztairs, move into a
large area. Vortigaunis start
teleporing in. Beireat and
slowly fight your way back
inte this area, killing all the
Vortigaunts.

10. Leap into the water.
Glimb up & ladder o the
spat where you originaily
enterad this room. Jump
fram there to a fower walk-
way, Turn @ valve wheel an
this walkway,

ol 1P

11 wou follow the walkway
all the way to the end,
wo' | find 3 Shotgun lying
nexd 1o & desd Sciantist.

e Tl ;
11. Take a ladder leading up
Fram this walloway. You find
@ balcony overlooking &
canal. Press & button on this
balcomy, and a lift descends
in the distance. Shoot a pair
of Vortigaunts thal eome
tower o the Hifl.

12 Heal yourselt ot a nearby First Aid Station, then back-
irack all the way to the spot where you can ses the big
goars. Just a little farther, where the walkway ends, you

find a ladder beading up Take it




Canals and Ladders

1, Upstairs, leap over & gap and onto a rusty matal b
Follow the beam to aspot overlooking a flooded room.
Avoid or destroy the Barmacles that hang from the eeiling.

4. Collect 2 Shotgun from the 1
floar. Enter a tunnel and kill  broken section of bridge,
rwa Vortigaunts, Walk onto a  Notice a large pipe. Jump

bridge. A Vortigaunt appears  down fo (he pipe and
fol low it.

i front of you and break
ihe bridge; =pin arsund and
kill anather Yortigaumnt
behind you.

L

and kagp meving.

E. Locate & fuse box lebeled
“Generster Control.” Kill the
Bullsguid guarding i, and
thiowy the faver,

cratas for ammo, then
ascend on the i

2, Jump into the water.
Swim threugh 2 broken
grate and turn & valve wheel
|abeled "Fow Control.”

Y I:tﬁ'nmL

ol LAY
7. Go down @ [sdderintea
watery, green arca flled
with Ve rtigaxnis and
Bullsquids. Methodically
eliminate your snamies.

B. T 0 3E|iem- ol bridges
with Mawsnien on them. Kill
the= Mawmen, break baxes,

8. Find 3 nearby lift. Brsak

S e m D beL g

| mki] & dij

10, Upstairs, break mare
crates, then follow a wialk-
way. You find the big Tift you
dropped earier. It has o
crate of explosivessithng
on il Kill 2oy remaining
Vortigaunts ke,

wing 5z i
3- Swim back into the
flpod éd roam. The water
level rises. Jump onba the

floating wooden haxes. and
from thers oild dey land,

; 1-?!'TIP

" close to an unreschable

= sell to be grabbed by the
| Bamacls and déstroy it at §

This
Bamaele hangs very

section of a broken cal-
vl BE pou all ok -

Wi |58 s2cond, you can
land on the edege of the
atwalk and collect the
twwo health kits laying
there,

11. Alter you've brokem all

boxes for amme, push the il
explosive crate off the ledae. = —
and info the watar. [t gets ;‘:

caught in a pair of gears and
explodes, breaking 2 gear

T
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SR "33 Drop inta the watar, and

A& Upsstairs, look wip o
A swimthrough the broken sae Grunts throvweing
4 ~ gearn Climb a ledder onthe  dead Security Guards
i L % otherside, thraugh a hole, Afer thay
. e leave, follow the path e
e, ¥ the next lovel.
i'q' = ?

CAPTIVE FREIGHT .

Your task in this leval (s to locate and free a certain Dr. Resenberg. [
He holdsthe key to escape from Black Mesa, Ty

1, /
kP
v’y
||"||ﬂl-l Can mManmge 1o
RN destroy the Sentry Guns,
g 4 the truck behind them
& ] i 0] contains lats of useful . i} $i T3 #i T
: el | EHIpMENt = including = ; : A AT
T o 1. Goup a ladder. You explosives, 2. Follow a corridor until you 3. Break the lock on a chain-
R emerge guiside. Fun toward reach & wrecked truck. link dogr and go through jit,
- the nearby door—tho one Colfect Apmor and a 357 Turm a valve wheel o open o
" withowi Machine Guas i Magaum brom the dead hatch. Gio dowm the ladder,
A front of if. Press a button to Security Guard. Use the rear  Halfway down, the ladder
ppen il hatch of tha vehicle o tind  breaks and you fall

bonas Bealth and amms.

o bl | i

& Downstairs, kil a pairef 5. Go theough the hatch, 6. Proceed. The tunnel . Whea you naah a0

Headcrabs snd lollow the When you soe steam dips undenwater. Turn &n elevator, Bake il up.
steam wanel. Avoid the hat — pouring from @ broken underwater valve wheel
pipes lining the walls. When  luinsl, step. Mave slowly ta apen another hatch,
yau reach a valve wheel, around the nearestgowt of  and go farther
 lurn it8o open o hateh. steam until you see a valve
; wheal. Turn the wheal to°

make the steam disappear.



10, Return 1o the janction

B l"mnd st a fadder, 5. When you reach a spot

kifling Vortigaunts and where you can take a right.  and take thatright (now & |5 a debris pile. Destroy
Headcrabs along the way. g stralght instead. Kill Iefe.) Kill Headerabs and EIEIEIEIW barrels near the
more Headcrahs. At the &id - Vortigaums as you go, and  debris, break seme wooden

of the hallway, braak boxes  do your best to dodge elec-  boxes, and use fwo inde-

to reveal a First Afd Station.  tricity bolts from the walls,  structible boxes to build a

Heal ap. ladder to & ventilation duct.
' Jump into the duet.

Grunts Ahoy!

- PR T Y

1. I]lu_xia_. ll: & la Fiﬂ i 2 Youszestwo Euhlg lnnm
dead Security Guard. Take to shoot through 8 window,
the armor and ammo AEAT Kill bath, then ontor the

i, then retum: and Bke room they were attacking.
the ather path.

12. Follow the duct,
wiatching for Headerabs,
Break a grate lo drop inla
o small starage Fecm,
Mave aside a barre|
thats blocking the daar

ot

4, Go thiough the door B, Follow the Storage

3. Listen ta the Scientist 5. Clear aut Grunts from the the
inside the room, and col- where the Grunt entered, enting stairwe!l. When Roam until you reach a
lect 357 amma fram the Proceed all the way 104 you're through, go downte  door leading outside_ Fight
locker to the right, Then stairwell. $tart making your the firgt floor and go through  the Grunts oul here,

¢xit and greet the Grunt way up, the Storage Koom deor. preferably by retréating
that bursts throwgh the intg the Storege Room and

nearby door. latiing thiim Some 1o Yo
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7. When the Grom= are
pane, collect amme and
[ook for @ secand-flaor
window. A Grunt attacks
~ through he window, Kill
him, then jump onto a dump-
ster and climb up soma tireg
to the weimd ow,

11. Go through a deor
fabeled "Parcel Receivipg.”
Broak crates for First

Aid Rits,

Dr. Rosenhberg

9 :
= !"‘.‘ 1 1. Enter the big, open-air
% ¥ Freight Yard. Kill several
. Grunis ovi here. Then break
bowes for lofs of gear, A
gréen box contains a Heawy
Machine Gun. Note s loca-
tian 16T Raw.

12. Return to the warehouse. 13, Break boxas for
Release 3 poir of Scientists  Grenades and Satchel
from a red boxcar. {ignore
the blue one; it's full of
Vartigaunts. )

B. Ingide, explore and losate 9. Break a lock on a chain-
link door, and collect lots of

a doaor labaled “Warehousa
Security.” Go throwgh it ear hehind the fence.
an the whole aréa is

clean. move an.

Charges, then approach a
doer labeled “Storage
Room.” Kill Grupts and go
through a door labelod
"Freight Yard.” Follow the
ormd or.

10 Through & door is a buge
wiarehouse. Hill several
Grunts in here.

] IP

Stand back and shool
the wedges rather than
using the Crowher on
thoerm, IF you're in the

= mene | path of the cabile spools
2_Notice a red boxear. Twe when they start rolling,
large cable spools block the | ghey|| squash you.

enfranceio the boxcar, Each

sponl iz held in place by two
small wooden wedges.
Broak both wedges for both
spools and | rall away.

g

3. Enter the boxcer, Listen to
the Scientist inside.

s



5. Go thiough the corridor
the Grunts came from. As
yuu appheaeh Bnother open
area, stop and gun dewn
mare Grapis,

4, Exit the boxear. Several
Grunts break down adoor

nearby, Run o the Hesvy

Mazching Gun you revealed
earlier, and use itto gon
down the Grunts.

8, Break the small end cap
on cach of the gas canisiers
to propel them into steel
door in front af you. Each
gpas canisber will dant the
door and the fourih ong will
blast & hole: Go through the
hala.

8. Followr a naw path: When
vl reqe s flathed truck
loaded with gear, shoot the:
explosive bamels, Then
brogk bowes uniil you find &
rack of high-pressure gas
Canishers.

12, Gota the newly revesled
train ewr Jump inte the
trafn’s engine and activaie
it It sfowly backs out into
the open area.

b. Jump into the back of &

13, After the train comes to 3 stop under a eanopy, open the
boxear door and get inside. Listen to Dr. Rosenberg.

1. Use your newly acquired
RAPE wid atiack the tank in

parked truck and collest ai
the large coartyand. It takes

RPG inside. A tank will

dastroy most of the truck, S0 aboul three or feur direct

quickly retreat to the safety  hits 1o destroy the tank. Iif n i
ol the comrldar you came yow run out of RPG rownds, 9
fron, switch tothe Combat Rifie

and launch grenades. Keep

moving and waich where
the turret is aiming fo avoid __ H
taking damage while light- ;
img the tank. -

|:.'l:|=l:':|-JII : Tiwan .t B

11. In a guardhovze, you'll :
fimd mrmor and & consola.
Pressthe "Bay 5 Door”

10, You emter a big covrd-
yard. Hang back and pick
olf Grunts wiih your 357

Magnum, When all the button on the console. Turn
Grunts ar doad, explore. & lever [abeled “Turmtable
Break boxes for First Gontrals.”

Al kil
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1. Grumi= seal you into the
g i boxcar while you talk with

Rosenberyg. Eventually, e
£ ps his hands 50 you can
step up and through &
eeiling hateh,

Z Uxing Rosenbeng’s lift, go

o ]P

There's a First Aid Kit in a
box in an offize, and &
Helmet at the end of the
hallway.

Further Adventures with Dr. Rosenberg

o] IP

If Dr. Rosanberg is having
trouble keeping up with
you, proceed more slowly
than uzual and make sure
ta keep him ¢lose and in
wiew at all times,

wly T e :.‘:“ 1

3. Go through a corridar, At
the staircase, Koseaberg
Al elimb of his own fres
(will. Follow him all the way
.gg.ﬁ-mrl: ta & deor fabeled

hippingReceiving.” He
waite here,

throuwgh the ceifing hatch
and kil all the Gronts out-
side. Then jump down and
opedn the baxcar Iroim the
outside. Have Rosenberg fol-
fow you theaugh a door
labedod “Freight
Warehiouss,”

4. Open the door. Shoeot &
Grint behind & window an
the riiht. thizn another at the:
end of the hal . Bifter the
coast is clear, collest
Rocenberg and po down

the hall,

E

iy

143 )

5. Proceed through a door

: 7. When the elavator stops,
collect Rosenberg and lead
~ him 1o & pali-activated

& . door. He opens it. Follow

o - DM insiide.

Ba L PRI T

ed th S | Fotlaw Rosenbery throu h & r.nn'idr {0 & walled-u
labeled “Freight Records, elevator. Shaot out the wall to reveal the elevator. l;-a!cJ
through another door, and inside and take the elevator,

into & stairwell. Follow
Rosenberg &s he rons all the
way dawn tha stairs to the
Basement.

B Follow Rosenberg as he
ielks io another Scientisi
about a fuel cell, then follow
him inside & larger room,
Yaou'll have to walk around
anif listen for & while

8, Ater a lotof comversation

and tinkering, Resenbeorg

opens & gate o tha alien

- world, Xen. Walk into the
yellow sphere to teleport
there.




FOCAL POINT

This part of your mission involves a trek through Xem,
the alien world. Prepare yourself for teugh cambat end

Lnesea | enyirgn ments,

Orientation

1. You op
Teww ne Houndeyes and
jump up & nearhy set of
stair-like rocks

Fon Xan. Kitl-a

vollP

You're entening a mazo.
Fal leewe our directions and
you'll get where you naeil
o be. if you mess up,
don't worry; it’s & small
miaze, Just keep explering
wntl you find a water-
filled crvern, and pick up
the walkthrough from
thire.

8, Surface in a waterfilled
cawern, Locate a spof io
jumg out of the water. Heal
yourself in a healing pool
antd shoot Headcrabs.

i L

2. Leap from the rocks onto a
stone bridge, Follow the
bridgo inie @ cave:

5. Folfow the tunnel, killing
& Headcrab along the way.
When you reach a T juac-
Eion, take a right. Follow the
tuinniel around & big rock for-
mation; and Kill ansthar
Headerab, When you reach
same vines, break them.

9. On the opposite side of
the cavern from the healing
paol is a tunnel withoit Ay
wings covering it, Follaw
this funmel, break & few
vingas on the other end, and
drop out into & ruch larger
tunmel.

3 In ihe cove, shook oot
some vines and crawl into
@ tinael. Follow the tunnel.

E. You're mow. it @ higyer
caver, Watch ot {or
Headcrahs and & Bullsquid,
As you exit the tnnel, turm
right and follow the cavern's
right-hand wall. Taka the
very nexttunnel on the right.
(s at ground [avel,

10 You'll reach & ledge
overloaking an abyss filled
with rizing and l';&HilEl
rogks, Jump scross the
rochks to reach snother cave
epiEance,

T, Break the vines and

4. The wunnel leads to a
amall, it chamber. There
are two more ving-covered
tunnels leading avway from
this chamber, one 1o the
right and one to the left,
Take the right ona.

el B

follow the tunnel. Eventually
the tunnel descends info

water, Go undersatar

!?fTIF'

Youmust jump inan *5"
pattem across the rocks,
Tryingy (o go straight
toweard the other e
prirsnce depsn't work.
The rocks mave
slovely up and doven, Wait
until they're favorably
aligned before jumping.
At some point,
several Vortigaunts
appear. Shool them all
bafore resuming your
| jumps.

= > R
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11. Tha new cave 12 Jump 1o the eentral 13. Don't try to jump to the 14, Downstairs, swim
enirance leads o & ¢pol ring with the bealing pool.  easily visible cowe entrance,  threogh & watee-filled

with several Houndeyes. Sitin the healing pecl and  Insiead, jump ioa spot tunnel. When the twanel
Kill them all, then pro- shoot the Yortigaunts as where a broken pole leads  ends, get out

coed fo another ledge lhq; appear. Remain in the  across the abyss. Walk

overlooking another pool while a kite-shaped across the pole. On the ether

abyss with rocks alien bombs the racks side, break some vinas and

floating in it around yoir. drop into & hole.

¢ 15, Proceed 1o the edge of &
watarfall and look down.
Ml You see another waterfall

© directly opposite you.

More Alien Vistas

1. Drop off the watarfall 2 Avoid Barnacles mnd 3. Drop off & very ahort A, Kesp moving upstream,
into the water. Quickly get  emter the tonnel Followe it waterfall. Kill a Bullsquid jumping onto piles of rocks
on the island in the middie % a healing poal a&rd heal and Houndey es, and stam whenaver necessary.

of the pool and uze the up. Keep going. walking upsiream (nof When yvou reach another
trampoline 1o blast up o downstream). Kill more trampoline, vse it to jump
e nther wateriall, {The Bullsguids and Houndeyes,  ona ledge,

one directly opposite

whare yoo entared )

5. Follow the tupnel beyond
the ledge. You reach an open
| area filled with equipment
@il dead researchers in HEV
Suits. Scout the area for |
| ammo canisters. (One is
hiddan bahind a pillac]

| 6 Goto a box labelod
BRt “Power” and press the
i button to activate it



7. Find & nearby conzole
with fwo dials on it Turm the
dials until the red triangles
on both sides makch iip.
You'll know you've aligned
the dials when you hear a
beep and the green light
imdizator illuminates.

11. Use a trampoling to leap
to a nearly flaating roch, Ba
sure 1o land in the healing
ool to break your fall,
hen you'ra fully healed,
lonp back and follow the
bridge,

8. Vortigaunts and other
alians start to appear. Dash
to a nearby tunnel entrance
and gat inside, & cave-in
grushes a Vortigaunt, Kill
any Vartigaunts pursaing
you, then jump up the rocks
of the cawe-in and go

thraugh a hole in the ceiling.

12, Go through a Headcrab-
filled tunnel. At the end,
break vines and drop down
to @ bigger tunnal Kill the
Vortigaunts inside,
Bpproach the end, whire
you soa daylight.

POWER STRUGGLE

Your task in this part of Blue Shift is to activate 2 power gensralor, than charge up

and retrieve a powercell

Finding the Generator

o open a door. Kill 8
Vortigaunt, then take a right
and go up a lift Walcha

IR L]

1. Downstairs, pross a butien 2. Go back down 'L-Inf: il el

wealk towrars the door to
vritnass if gellifg &l down
weith & blow torch. Stand

Scientist @nd Security Guard back befors the door comes

bartle Vortigaunts behind 4
chain-fink fence,

down and prepare to deal
wiith the tnvading Grunts,

9, Upstairs, kill a Headerab,

fook over a ledge, and kill 2

Bullsquid below. Drop down
to where the Bullsquid was

and kill more Headc rabs.,

Rein fight up o the olowing
yellow sphers and jumg inta
it, ignoring all anemies ot
here. You 1eleport back 1o
Earth,

= TP

13 Emerga lita the ptn. :

i, You emerge on an
open=alr bridge, Ken
Mlasters and Vortigatnts
appear out here. Duck
back into the tinnel

afd fight them antil all
ara deod,

Make sure you jump inla
the teleporier ag quickly
as possibla. If you wait
too fong, the telepartation
lield will close, leaving
you trapped an Xen and
ending the gams.

14, Listen to Dr. Rasenberg,
Follow him to an alevater.

Press a butan to drop to a
lower laval,




© 3 Advance inte & Gomer
reams. Fram here, you can
defaat the afmack Grunis one
- by one.as they come through
the office doorz ahend For
the rest of the office fight, be
prepared to return to the
cormer room in order o
maintain an advantage in
combat.

7. Run along a bridge with
blue coolant watadalls dn
your right. Take out the
Grunt that appears on the
tap ledge, then testroy the
pair of Grunts that run inte
view at the other end. You'll
encoenter another Grunt or
two once you reach the lar
end of the bridge.

Coolant Basin

1. Follow a path [abeled
“Auxiliary Reactor Access”
You find a huge room filled
with glowing blue coolant,
" The path is barred bllr # large
metal door with explosives

T

4, Go down @ dark hallway
and explore the offices at
the other end, Whenewer you
see or hear Grunts, retreal
back to the comer room and
ke tham out a5 they come
after you:

bt ve R i b

B. Turn @ comer and you'll
find seweral Grunts dropping
deeen on rapes. Use a
Combat Rifle Grenade 1o
clear them out, then elimb a
red ladder

2. Break bwo ceates with
your Crowhar to exposs a
matal hafedl, Pugh the bar-
rel batween tha broken ends
of ths s Wine 10 complate
the circiit, Push the plunger
to detonale the explosives
:mi blovs through the steel
Bor

3. Through the blown steel

Ll . |

5. A brokon shell in the

offices has two small boxes  walching foir oe last Grint

with First Aid Kits near it. on your right. You emerge in
an aréa with & First Al
Station and an HEV Station.
Heal i,

6. Advance d.a hslln

o] IP

An expired Sacurity
Guard i< in theelevator
foom. Armar and amma
are around the body.

doar i a room with twa
doars. Take the left door,
defeat the Headcrabs and
foll ow the hallway to the
coolant pump contrel room.
Turn the wheel to drain the
coolant in the large room.




4 Once the coolant is
drained, fake the el evator
dawen to the coolant basin
Lze the First Aid Statian and
bl ep, them proceed
through & whe into the
coplant basin,

Auxiliary Reactor

1. Uza a switch on the veall
to open the metal door, A
Viartigaunt wails inside and
teve others teleport inle the
room inside. Destroy the
Vortigaunts with the shotgun
and proceed through the
doorat the end of the L-
ghaped dark room.

4. Cerafully walk through
tho dark hallways to avoid
petiing near the broken
gipmﬁ thaat are spewsing fire.

eweral Headorabs lay in
pimbush and ean oftedm kinock
you into the fire. Throw &
grengde near the base of the
stairs o kill the Headcrabs
refore they attack.

5 Climb a ladder from the
floor of the coplant basin o
reach a shell that stores tao
barrels of coolant. Push
these banmals dovn into the
basin, then PIIEI] all four bar-
relzinte & line on thie Se6-
tral grate.

Z A Gargantoa aftacks some
Grii il across a canal,
Watch them fight it out
bging careful not to attract
any attention,

5. Follow the windseg Barm:.

dors, defeating & Vortigaum
along the way, wotil you
reach the Auxiliary Reactor
Conirol Room. Open tha door
and destroy a Bullsquid
inside.

&, Return fo.the coolant

pump room and turn the
valve wheel. Wateh through
the windoes 1o gee the kasin
fill with coolant, floating the
coolant harrels info pogition
between a broken bridge,

3. A tipped coolant barrel
leaves o toxic pool on'the
ground. fAvoid the toxic poeol
and jump anto the bar el
From tha barral, jump onto
the large green Lrates and
crawl acrnss to the opposite
side. An Alien Grunt will
ambush you frem a high
Iedge. Defeat the Alien
Gt and Iall down back o
the floor lavel to proceed
through the door

'8, Throw bith levers to turn

onihe Auxiliary Beactors.
Wait a few moments and
waleh the reaelors charge
up. Dnce tha-.r are fully
active, you'll notice (he
power meders in the reom
will display that the level is
all maximum PlsET,

4
T, 6o gk 1o the roam you
Ielzsted your way inta &t the
eginning of this section
wngd open the dose thiats
#djacent o the biawn-in
door. Step onlo the bridge
and destroy alien Grunt and
Vortigaunts that teleport in
with the RPG. Jump across
the Noating barrels to reach
the other side of the bridge.

S AN

A deadl Grint hias lsht
bekind se=mea valuzbla
iGrenades for your Combat
Rifle, Sncethis section of
tha facility iz very darlk,
use your Flashlight often o
dizcover hidden items and
maindain your bearings.

? Exif the ['.mlEml Hul:lm nrl:i
jump through the grated
wwindowy tom land hack at the
bitidge. Cross the bridge
hack the wey :nu £ i by
jliiping onte the Hoating
coolant barrals, Proceed
thrpugh the blasted daor and
dowen the hallway where -
you fiest eote red this are%
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on the other side of the bro-
ken Bridge VWatch for a hall-
way that veors off to the
right, Az soon 32 ;iw T
that right, take it {Its next 1o
o radio )

then into a

1. Mot Dr. nﬁHI:in .
; apstairs. Follaw him into
%~ thetalsporter room.

1. Fallow the dark hallway

2 You reach a spot whern
Yol can 58 e the coolant
walerfalls on your lefl. Press
a button to raise a bridge up
1o your lewel, then cross the
bridge. The bodge will only
operate ence the resctor
hawe boen tumed on,

4 [Iptn lEuz— ﬂ-& Fush the pnwn el thmuuh m pulu
ot fabeled "Power Cell Charging Station.”
Press a button and watch the cell get charged,

A LEAP OF FAITH

This is Blue Shifl's grand finale, You'll need to focus carefully on the business of
escape-—aspecially when the Grunts break through to put & stop te your plans.

the Iadder and fallow the
catwalk to a control room,

2 An the dark halbway
beyond, kill a pair of
Vortigaunts. Then lscale a
dying Security Guard nex to
& Povweer Cell. Listen to him
and watch s he moves to
the side,

5 Mow push T.ha power (:ull
ek theough the lence, and
ifite a-slot labelad "Fnu.rur
Cell Delivery Lift.” Press a
mia by button, and a sign
lights up: “Paylaad
Ascepted”

E.AItﬂr hnhllsrun'tn, oo up 3. In Ihe l:um'rul ravom, Ihtnw

the lever labealed Il'ﬁllu
Poweer” Then na stand ne ar
thie “Displacement Figld
Damping Locks™ button
where you can sec whal's
gaing an balow.

B. Dpen a nearby door
labeled "Eltvator Access.”
Walk back to the big eleva-
tar that Dr. Rosanhe iy orgi-
nally sent you down on,
Take it back upstairs.

-H.'ul'ul'hn:n Dr. Rosenbery sa-rs, -
“0h, no!” mn back to the cat-
winlk. Ceanle the valng welieel

until the needhe is fully in the
green, Halhway thraagh the
cranking. two Houndeyes
will teleport in on &ither side
of you. Resist the urge to deal
with the Houndeyes unil
you've finished cranking the
valve wheel
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5 ﬁelurltn the U-ﬂiillﬂ 6. Stay near the “Damping 7. After Rosenberg is qone,
Lochs" button and watch as  Locks” butten, You seed to  Grunts begim to cut through

& Ouickly return 1o the
“Damping Locks™ button

Rosenberg operates the con-  press it twe more times, the upper locked door. They  and press it 1o apen the
trols, Also, watch both the irst 10 fen another will break theough just teleportation field one last
light indicators in the room  Scientist escape, and then  before the machine is ready  time. Climb down the ladder
and the "Damping Locks™ 1o let Rozenherg excape, for youl te bil the bofion. from fhe caiwalk to ezcape,

button. When tha lights are.  [Just watch the button and ~ Plece a coople of Satchel Two Gronis sill ambush you
all Ikt and the button tirms Emt&ifwltﬂrlau_ulithnn!l Charges on fhe Hoor infrant  from below. Iif you have amy
hright red, Bozenberg tells right red_) of the door and detodate Combat Rifle Grenades, yon

you 1o press the buttan, them once you hear the com take them aut fFom the {

Press it dnd a Sciantist will Gridn!s lirgak throuih. catwalk. If you're fast

telepart e safety, enough, you can alse.ry
ramning past them.

4. For o moment, it looks

like there's an error, and
you're quickly feleporied o
several different locations. J
Dan't weorny: just sit back [
amd wait a3 you'se sent rom h
place 1o place. Eventually

youll wind op at the right

apot, and the mission iz a i
success, Congratulations— '
wou made jt!
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in Halr-Lfe vau can ehaal by choosing three words and forming a phrase frem a “chaat” st Chooge
the correct thres-word phrase, and you get a chieal effect. Here is & fist of cheal phirases.

&4
1" . GENERAL CHEATS

Enter these.cheats 1o qgive yourselt @ hige advantage during pameplay, Wa recammend anly Lzing

Hhesers afler you've camplatad the gama (hiough regulas mathods.

Phrase
Xon feaches Black Meza
Soldiers ignore Gorden
Otis loves Diegmo agt
Oreamecast gives firepower
Action ignore silence

LOCATION CHEATS

CENERAL CHEATS

Thase cheat pheasss telspon your 10 vanious stages of Halt-Life o Blue Shift. Just select the fight
phyase and you'rs whisked 1o 2 new location, Again, we recemmend only weing these aftar iod've

Daatan the gamea of your own,

Half-Life Chapters

" " These cheats t3ke you 1o variaus poits i the

main game.




Phrase

Gordon goes o work
Gordon teachas physice
Files &d les

Seddfiars vislt Black Mesa
Sale and =ound

Big is bazutiul

S AN [DCkes

reds Gardan

Racycle or div

ENaSsion DNNgs pogress
Cambal-and da:th
Soidizrs eat1acos
Sclanticstes 3 work
Faarand grawny

Faric in Xan

Xenophobia and firspower
Paric and dia

Anzwars begat queshons

Blue Shift

Create the Tollowing phrasss fo jump lo various parts of Blse Snill

BLUE SHIFT LGCATIOH_I__ CHEATS

=

Phrase
Barney ooss o werk

s |5 nnress
Fhiysics is beautifuf
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More Than
Just SErategy

Strategy:
Owar 250 Fast Track Guidaes with many

more to oome — new online strategy
avary week,
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A daily digest of game industry Hie Mop
NgWs — DUF News ared is the

best placa to start (f you want
ta know what's new in games.

@ Syp o Filies ¥
@ Tomb Fajden
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Game Worlds:

Cur Game Worlds are dedicated
fo the most popular games

and supparted by our wealth

of Fan Site Affliotes.
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3 The #1 0nline Multiplayer Game

Arm ginrses! wilh real-workd weapons Irom Sip Sacers io B4, Cemplete

“ diverse and challenging strategic missions in several real-world L
1A e s lscations. emolish eemy siles, rescoe buslages, or just wipeop
] %hdl:ild]n the fiogr with the appasition [m this wildly pagular team-baced
e ller: i

gaimt bl on e awand winniag Halk-Lite engine.
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LU, 51499 Can, $17.95 U.K-£9.99 s ¥ Electronic Entertainmen
' y | Platform: Sega Dreamcas

. THINK.

) Covers the all-new
HalflLife: Blue Shift
mission!

In-depth strategies
that will ensure
vOour survival

Maps of all areas

Stats for all weapons
and monsters

® ee

Detailed walkthroughs
of every mission

2

Complete list of cheat
codes and tips to
unleck them
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