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the making. Begun in April of 1997, it 

was thrust! into the gaming spotlight in 

its infancy. Nearly three years later, 

Daikatana at last has been released to 

gamers around the world. 

of the project. 

Game designers pursued the admirable goal of 

creating four games in one. Comprising four 

time periods, each with a unique feel and 

look, the diversity of John Romero’s creation 

defies comparison within its genre. 

Explore the story’s depths through the eyes of 

Hiro Miyamoto, the unyielding, strong-minded 

descendant of a legendary weapons forger. 

Team with Mikiko Ebihara and Superfly 

Johnson, also scorned by the evil Mishima 

empire, to right the wrongs of history. 

Join the epic battle of good and evil—the struggle 
k | An early conceptual rendering of Daikatana’s 

for the daikatana. main characters. 

> = << 

’s “Of f frere Srrares y Guide 



Usagi Miyamoto, swordmaster and 
official weapons forger to the 
Mishima empire. 
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Inshiro Ebihara single-handedly 
destroys Mishima’s forces and 
returns Japan to a kinder ruling 
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a solemn, dimly lit temple, Inshiro Miyamoto, the wise and skilled official weapons 

<i forger to the Mishima shogunate, unsheaths a glistening, newly minted katana. His 

1 wide-eyed son of 16 seasons, Usagi Miyamoto, looks on silently. Holding the 
Í katana in the flickering candlelight, Inshiro foretells that his will be the last of the official 

weapon forgers. Usagi vows to bring honor to his father by creating the most powerful 

sword of all time. 

In the years that follow, Shogun Mishima rules with an iron fist and a bloody sword. As 

foretold, Usagi Miyamoto takes his father’s place as official weapons forger. The merci- 

less shogun then demands that Usagi create for him a weapon powerful enough to crush 

the Ebihara Clan, a growing league of farmers, artisans, and warriors dedicated to over- 

throwing the brutal Mishima regime. 

a iat Ae beat (eased a 

Unknown to the greedy shogun, Usagi Miyamoto has spent 15 seasons roaming the world 
in a quest for materials to create the sword he’d vowed in his youth to create. From 

sources as varied as Haitian voodoo priests, dark Celtic sects, and Malaysian dream 

tribes, Usagi has acquired a vast store of mystical secrets. 

Usagi realizes that in the great daikatana of his making, he’s forged not only a time-travel 

device, but the ultimate weapon of universal destruction. He has no desire to aid the 

bloody Mishima empire, however, and so Usagi offers the weapon to Mishima’s neme- 

sis, Inshiro Ebihara. 

After completing the transaction, Usagi travels to his family’s sacred temple and bows 

before the candle-scarred altar. As he asks for guidance from his father’s spirit, three 

ominous figures interrupt his ceremonial prayer—members of the shogunate’s Imperial 

Guard. They demand Usagi deliver the daikatana into the Mishimas’ royal hands imme- 

diately. Bravely, Usagi refuses. Blood flows in the temple, and when all is done, only 

Usagi remains standing. 

Inshiro finds great power in the sword, and believes it a precious gift from a divine source. 
War rages between the evil Mishimas and the gallant Ebiharas. Slowly, Mishima loses his 

grip on the empire. In the final battle atop Mount Fujiya, Inshiro wields the daikatana 

with the grace of a true master, and decimates thousands of Mishima’s minions. 
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The only surviving warrior, Inshiro Ebihara, stands atop the mountain in the midst of a vio- 

lent thunderstorm. He understands that he must thrust this mighty weapon into the boil- 

ing mouth of the volcano to keep it forever beyond the grasp of the maniacal Mishimas. 
As dawn unfurls ribbons of red and gold across the sky, Inshiro Ebihara raises the 

daikatana toward the rising sun and gazes at the gleaming blade. 
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Driven by his knowledge of the sword’s power, Inshiro closes his eyes and drops the magnifi- 
cent weapon into the molten rock below. Shogun Mishima, now without military support, 

sees the revolutionary tide of the Ebihara Clan drown his corrupt and violent regime. As Japan 
settles into the peaceful and unified Tokugawa era, the Ebihara Clan becomes one of the most 

benevolent yet powerful ruling classes in history. 

T he Basics 



Inshiro examines the mighty _ 
daikatana. 

ox] A Hiro his quest to locate the fabled 
= daikatana. 
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| Kage Mishima’s ninjas attack the 
feeble Dr. Ebihara. 

as a dirty, industrial testament to 

the evil rule of Kage Mishima. 
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As the seasons pass, the tale of the mystical daikatana grows into legend. Now, in 2455 

C.E. (common era), centuries after the legendary battle at Mount Fujiya, a new chapter 

in the daikatana’s history begins. 

Dr. Toshiro Ebihara, descendant of the noble warrior Inshiro, has undertaken a mission to 
recover the daikatana from the cooled interior of the now-dormant volcano. Deep in the 

dark, serpentine network of caverns, Ebihara and his team of archaeologists, geologists, 
and physicists search diligently for the legendary sword. 

o hepr 
Dr. Ebihara is the great-grandson of Tatsuo Ebihara, who discovered the cure for the dreaded 

Mutagenic Marburg-Pox filovirus in 2030 C.E. Toshiro has devoted most of his life to 
recovering the fabled sword, despite the scorn of the scientific community. Dr. Ebihara 
seeks to restore the sword to his family’s altar as tribute to its noble legacy, and to probe 

the sword in hope of uncovering its mighty time-travel properties. 

Despite a renewed threat of volcanic eruption, Ebihara’s team unearths the daikatana, per- 

fectly preserved in the hardened lava. EarthShock machines pry the weapon from the cave 

walls. The sealed daikatana is delivered safely to the Ebihara Scientific Research Center 

in Tokyo. In his vast, sleek laboratory, Dr. Toshiro Ebihara and his associates bask in the 

brilliance of the unsheathed sword. The assembled group stands solemnly before the 

glowing daikatana encased in liquid stasis and connected to a massive bank of computer 

screens and terminals. 
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Violent past and sterile future merge for a brief moment. The daikatana’s foremost power 

is revealed as the stasis tube’s tiny cybernetic fingers activate its time-travel secret. 

Suddenly, the bank of machinery is swept into a liquid tornado that emanates from the 

singing blade. 

With a deafening crash, the lab door falls to the floor. Kage Mishima and his gun-toting 

henchmen burst in, throwing Dr. Ebihara against the far wall. The descendant of Shogun 

Mishima peers into the stasis tube at the glowing daikatana. 
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“But ... how did you know?” whispers the trembling Toshiro. “How did you know?” 

Kage glares at Toshiro, filled with hatred for the man who represents the destruction of the 

Mishima empire. 

“There’s no time to talk, old man. There’s only time to correct the flaws of our past, and 

return honor to my family’s name.” 

Kage tosses Toshiro to the ground as his henchmen shatter the stasis tube and grab the 
mighty weapon. Since childhood, Kage has lived only for the day when his family name 

and crest will be restored to their proper place in history. With the daikatana in hand, he 

declares that his goal is to rebuild a 16th-century monarchy into a 25th-century global 

empire, with himself as emperor. 

As Mishima and his men disappear into the night, Dr. Ebihara realizes the gravity of the situation. 
Kage makes quick use of the daikatana’s powers. He travels back in time to modify history, and 

life in Dr. Ebihara’s present changes rapidly. 
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Mikiko trains to regain the empire. 
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Hiro’s dojo attracts a desperate 
Toshiro Ebihara. 
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Hiro displays the skilled swords- 
manship of his forefathers. 
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Things are no longer as they were once destined to be. As Toshiro Ebihara well knows, the 

Mutagenic Marburg-Pox filovirus, or MMP, first cropped up at the end of the second mil- 

lennium C.E. Terrorists introduced this far-deadlier strain of the existing Marburg virus 

to the West by combining it with an ultra-infectious form of smallpox. The resulting pan- 

demic wiped out nearly two-thirds of the earth’s inhabitants. Toshiro’s great-grandfather, 

Tatsuo, discovered the cure for the horrible disease in 2030 C.E., healing millions and 

bringing great prosperity to the Ebihara clan. 

With the daikatana in his evil hands, Kage claims not only that the Mishima family found the 

cure for MMP, but he travels back through time to steal the discovery from Tatsuo and 

make it his own. 

Kage’s alterations to history engender a grave imbalance of power in modern Japan. The 
wealth and power rightfully Toshiro’s now rest in the young Kage’s hands. 
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By manipulating the daikatana, Kage establishes a new Mishima empire. Toshiro finds him- 
self infected with MMP, with no hope of a cure from Kage’s new regime. The weakened 

Toshiro looks to his daughter to reclaim the magical sword. 

It’s obvious that Mikiko Ebihara can only be Dr Ebihara’s daughter. Fierce and resolute, she 

behaves as one born to royalty, yet her earthy attitude highlights her strength of charac- 
ter. Toshiro has trained Mikiko from birth how to wield the daikatana to ensure her nat- 

ural power. Mikiko must put all her training to use now against Kage’s empire to recap- 

ture what belongs by right to the Ebihara family. 
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With high hopes, Toshiro sends Mikiko to follow Kage and win back the stolen weapon, 

but he panics when she does not return for several days. Desperate, Toshiro makes his 

way to the dojo of Hiro Miyamoto, descendant of daikatana forger Usagi Miyamoto, to 

seek help. 

Hiro stands as a physical manifestation of all the traits that made the Miyamoto name legend: 

Wise, patient—and deadly. Hiro is an expert in physics, Japanese history, and warfare—a true 

Renaissance man. 
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Toshiro feverishly tells all to Hiro. The Mishima family thrives on its stolen achievements, 

from the discovery of the MMP cure in the 21st century to Japan’s mechanization in the 

25th. In hushed tones, Toshiro explains that Japan’s current emperor, Kage Mishima, is 

an evil fraud who wields the Miyamoto family’s daikatana. 

A skeptical Hiro at first resists Toshiro’s pleas and remains skeptical of his improbable 
story. But Toshiro begs Hiro to save his daughter Mikiko from certain death in Mishima’s 

fortress. As they talk, Kage’s men move in from the alley. Then, without warning, 

Mishima’s three ninja assassins leap from their rooftop perches and attack. Instinctively, 

Hiro unsheathes his sword to defend himself and the old man. 

Stor 



Hiro makes quick work of the three assassins, only to find the wounded Toshiro lying on 

the ground. 

“There’s nothing you can do for me, Hiro ... find my daughter ... and the daikatana ...,” 

Toshiro gasps. “When the Death Collectors come to get my body ... steal away inside 

the coffin. It will get you inside Mishima’s fortress. The rest is up to you ....” 

Hiro reaches down to comfort Toshiro as the old man’s life force fades. With his final breath 

Toshiro whispers, “You are of the bloodline, Hiro. I know you will do the right thing ....” 

Hiro knows he must set things right and reclaim the daikatana from deep within Emperor 

Mishima’s impenetrable pagoda fortress. He must return to the time before Mishima 

took control of the sword. As he stares toward the dark horizon, Hiro Miyamoto grits 

his teeth and prepares for an adventure that will shatter the boundaries of time and 

space. 

Thus, the quest for the daikatana begins. 
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Single Player: Set the game’s skill level from this menu. Easy is just that; 

Hard can be a nightmare! 

Multiplayer: Configure your character for multiplay, select multiplayer 
game type, find Internet servers, or even start your own server from this es 

ie menu. 

Load Game: Choose this to view a list of all the saved games in memory. 
Select a game to start where you last saved. 

& 4 Save Game: You can save games from this menu, but only if you have a 

;- 54] Daikatana has few submenus. You ~~ Save Gem in inventory. The number of Save Gems you can carry depends on 
+ can access most from the main ea ; š ; A 

-a game menu by clicking buttons on ~ game difficulty level. At Easy, you can carry five gems, at Medium, three, and 
A na x 

Boa the right side of the screen. at Hard, only one. 
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Sound: Configure your sound, music, and cinematic volume levels from 

this menu. 

Video: You can configure the game to run on your video card from this menu, as well as modify and reduce detail settings 

to make the game run faster on your machine. 

Mouse: Change your mouse settings, including separate x and y sensitivity, in this menu. Configure your mouse buttons so 

they’re comfortable. Consider placing oft-used commands, such as Attack and Use, to mouse buttons. 

Keyboard: Configure your key bindings here. Bind all movement keys along with the sidekick control keys (found at 
the bottom of the list). 

Joystick: If you’ll be using one, set up your joystick in this menu. 

Options: Modify your crosshairs or status bar visibility and set game variables such as autotargeting from this menu. 
(Turning on “always run” is recommended.) 

Config: Select a configuration file from the list. 

Credits: Run the game credits. 

Resume: Click this to return to the game in progress. 

Quit: Select this button to exit Daikatana. 
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From within the game, you may choose to display several status bars at once or none at 
all. In the Keyboard menu, bind keys to scale screen size up and down. At full-screen, the 

main status bar is displayed at the bottom, weapon status on the right, and skill status on 

the left. Size down once, and only the main status bar remains visible. Size down one more 

time, and no status bars will show. 

Sidekick status bars become visible only when a sidekick joins you in the game and is within 
a limited range. (For information on sidekick interaction, refer to “Hiro, Mikiko, and 

Superfly.”) 
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arin gameplay to- Mher games in its genre, it has its share of new skills to master. As you play, keep the fol- 

ns. mind; and employ them whenever you can. 

PR PEED WITH CAUTION 
ed with puzzles; aut ‘opportunities to explore, Daikatana is a shooter at its 
cto ‘I confront throngs of evil creatures from every quar- 

to face s aller groups of monsters rather than entire 

acai comers be fore turning, walk instead of running, and move back- 

Wal of forward to e oe Moving away from an oncoming barrage is 

safer than the kamikaze ‘approach, 
hoe ie AS 

USE THE DOSE, STRAFE, AND KEEP MOVING T0 e Tn NR 
pA TAKING DAMAGE... ce So oad e 

Bett E a 
Be and strafing | ‘from side to. side away from your enemy will help you avoid attacks. The o Pa 

TERS: move, the parder | it is for your a to keep up with you. As you move, keep your tar- 

our pane for better tat of the battles and to attack from strategically superior 

ee * 
*y 

~ > NEVER TURN Your et N 
Back ON THE BEASTS Take the high ground against these 

creatures to gain the upper hand. | 
The beasts of Daikatana are intelligent. Don’t expect 

them to let you turn tail and run. These horrid 
y creatures will almost always hunt you down for a 

battle to the death. Never assume you can run 
~ somewhere safe. It’s always best to battle a monster 

~ where it stands, and then move on to the next. 
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Hiro, Mikiko, and Superfly band together to destroy the 

evil Mishima empire. Each has private motivations, but 

the group forms a bond that won’t soon be broken. They 

must trust each other implicitly and rely on the others’ 

strengths to make up for individual weaknesses. Only 

then will they achieve victory and return the world to its A desire for retribution against the 
Mishima Empire brings this team 
together. intended destiny. 

tionally skilled | 
through Hiro’s eye e fig 
his way back through the ne 
stream to the daikatana, and then Ae, 
home again to 2455 C.E. Ay, HEY 

Hiro relies heavily on Mikiko and. 
_ Superfly, the two freedom fi fighters. a Sc 
who befriend him on his journey. 
He’s a determined soul, ready to 
take on an empire to regain all the 
world has yet to discover it’s lost. 

x, > ee 
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| The calm hero at home in his dojo. — 
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es beautiful ‘dull of Toshiro 
Ebihara and heir to the Ebihara j 
dynasty, the kind Mikiko displays f 
an-aura of royalty. She’s brilliant 

-and highly skilled with a sword. 
Trained by her father from birth to 
wield the daikatana, she is pre- 
pared for the day the daikatana is 
found. 

F At the beginning of the game, Kage 
Mishima kidnaps Mikiko and 
imprisons her in his Kyoto 
fortress. It’s up to Hiro to rescue 
her, but his favor will quickly be 
repaid: Mikiko will play a vital role 
in recapturing the daikatana and 
reestablishing the honor of the 
Ebihara family name. 

Mikiko is as powerful is she is beautiful. | 

Superfly is a massive man—all muscle, 
utterly overpowering. Formerly 
Mishima’s chief of secutity, Superfly 
spoke out against Mishima’s-torture 
of prisoners and received a death 

__ sentence for this “insubordination.” 
_ After Hiro finds and frees him from 

Mishima’s fortress prison, Superfly 
desires only to exact revenge on 
Kage Mishima. He serves as friend- 
and confidante to Hiro, and eventu- 
ally to Mikiko. With Superfly’s help, 
they can avenge Kage’s evil deeds| 
and set history straight. 

Superfly hopes to avenge his imprisonment 
and make Mishima pay for his crimes. 
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Before you try to control the sidekicks, make sure you Ve . 

bound a key to each function in the Keyboard menu. 

First, go to the main menu and click on the Keyboard but- 

ton on the right. At the bottom of the key assignment list, 

you'll find commands for swapping sidekicks, selecting _ be 

the next or Poe ona and applying a sidekick 

ry 
> 
k you're set to work with sidekicks. (Try to select four keys 

near each other in the same row.) 

Mikiko and Superfly come and go at different points in the ° 
As Mikiko approaches, her inter- 
face menu appears on the right ; 
side of the screen. times the team is divided by accident. Use your compan- ° 

ions to your advantage, but protect them, too: if one dies, ; 

the game ends. 

Superfly and Mikiko are excellent sources of information ¢ 

and firepower in your battle to recapture the daikatana. 

You can’t get past certain points in the game without your ̀ 

two friends. Their control menus are active only when = 
h 

they’re nearby, and any sidekick traveling with you must =-= < 

be in range before you can complete a level: don’t leave © 

your companions too far behind, or you'll be trapped! 

g 

sry MG eo ge 

ae 
Manage your team’s resources judiciously. If Mikiko and 

Superfly get low on health or ammo during a battle, they’ lS E ES 

flee to safety and return only when the enemies are gone. ie Nee 

They’re of little use to Hiro this way. 



Ger 
E Your sidekicks will pick up items only occasionally, leaving plenty of goods for you 

to gather. However, as Hiro, you’re in control of dividing the wealth. 

~ To tell a sidekick to pick up an item, first bring up the menu using either the 
Command Next or Previous key. Use the Select Sidekick key to control Superfly 

or Mikiko. Now use the Command Next key to scroll through the list of com- 

mands; highlight Get in the menu. Point your crosshair at the item you want your 

_ friend to pick up, and then press the Command Apply key. The sidekick will go 
~~. to the item quickly and pick it up. 

ee ; This command comes in handy when Mikiko and Superfly need health or ammo 
later in the game. They'll almost always leave health for Hiro, but if they’re really 
hurting, simply tell them to get it themselves. 

Hiro commands Mikiko to pick up 
some health in the Catacombs. et 
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© Come/ STAY 
` These two commands allow you to control Mikiko and Superfly’s movement 

iR through the world. The Stay command forces the sidekick to stay put until told 

otherwise. 

S$ Although this command is useful in some situations, it also can cause problems. 

? Any sidekick traveling with you must be close by for you to finish a level, so make 

sure you don’t leave either behind too long. The Come command brings your 
sidekicks quickly to Hiro’s location from wherever they are. 

Hiro recommends Mikiko stay back | 
from the action ahead. 

` Artack/Back OFF 
These commands set Superfly and Mikiko’s current mode. The Attack command 

puts the sidekick in Attack mode: your friend will attack every enemy encoun- 

tered, even when standing still under the Stay command. 

_ If you tell them to Back Off, Mikiko and Superfly will refrain from attacking in all 
situations until you command them to Attack again. Use Back Off when a team 

member is low on health or ammo, and you wish to conserve their resources for 

a later battle. Hiro puts Superfly into Attack 
mode so he’ll aid in the battle to =+-,7 
escape Mishima’s fortress. rer 
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hess Dirty and industrial, this incarnation of 2455 Japan is no longer the 

beautiful place it was before Kage Mishima gained control of the 

daikatana. 

is Most of the creatures Hiro faces here are robotic. Mishima’s mecha- 

nized army fills the Mishima Industries fortress and surrounding 

swamp. Hiro must blast them into scrap metal as he battles his 

way into the most guarded areas of Mishima’s fortress to regain 

the daikatana. 

oe 

CREATURES FIRST APPEARING IN THE MARSH 
The RoboCo Lethallick Froginator II defends Mishima’s 

i È ] ) fi i fortress with its venomous tongue and, from a distance, its 
| i lethal spit attack. These little jumpers are fast, leaping onto 

your skull to start licking the moment they spot you. If they 

track you down, bust them open with your Disruptor 

Glove. 

$- The RoboCo SlaughterSkeet Protopod is a complex mechanical 
j ) Pi) i i RoboSkeet egg sac. Get too close to the Protopod, and it will 

: | hatch a new RoboSkeet; melt it down from a distance. 

When the ThunderSkeet dies, every Protopod on the level 

hatches a new RoboSkeet. Watch out for the swarm. 
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The RoboCo SlaughterSkeet IlI was designed to be Mishima 

i Industries’ primary air defense system. These huge cyber- 

| i mosquitoes can sting you to death. Once it sights you, the 
RoboSkeet will bear down on your location, hover over- 
head, and then sting repeatedly. 

To avoid being trapped by a nasty RoboSkeet, keep your eyes 
on it as you run backward firing a distance weapon such as 
the lon Blaster. If a RoboSkeet traps you against the rocks, 
pull out your Disruptor Glove and give it a beating. 

Mishima’s robotic swamp crocodile lurks in the dank Marsh 

awaiting its victims. It packs a deadly robotic bite and will 
chase its prey through the Marsh if awakened. 

Each bite does big damage, so destroy this massive meat-eating 
machine from the bank of a sludge pool with a ranged weapon 
before jumping in. In the Marsh, your only option is the lon 
Blaster, from a distance; just don’t discharge it in liquid. 

This deadly rock turret sits camouflaged among the stones. 

- When an intruder approaches, the RockGat extends verti- 

q cally and zeroes in on its targets, hailing bullets on any 

enemy in range. After eliminating or frightening off the 

intruder, the RockGat retracts back among the rocks. 

To destroy the RockGat, locate the power conduit running to 

a nearby power box (recognizable by the small red light on 

the front). Then shoot the box until it explodes. 

This floating security ‘bot patrols restricted areas. The RoboCo 
Cambot employs a yellow searchlight to locate intruders. 

i When it does, the searchlight turns red and an alarm sounds 
to alert nearby forces to the enemy’s presence. 

The Cambot moves slowly and can’t attack, but attracting its 

attention can bring on swarms of forces. Stay out of the 

Cambot’s view and sneak away to safety. 

sy You can find Mishima Industries’ cannon fodder virtually 

RIMÈ WORK ERS -f anywhere on the grounds and in the fortress. These 
123 i i defenseless workers perform all sorts of menial tasks. They 

a3 cower in fear or run for their lives at the sight of an enemy. 

Take them out or spare them, as you wish. 



This hulking chunk of robotic machinery protects its 

R S K E ET - “roboyoung”—present in the Protopods that lie in its dark 
1 lair—with maternal ferocity. As it hovers overhead, its 

stinger launches a sizzling stream of poison juices. When 

killed, she explodes in a shower of gibs and provides some 

hidden treats. At her death, every Protopod on the level 
hatches, releasing a huge swarm of angry RoboSkeets out 

for revenge. 

This towering robotic menace’s primary function is to collect 
avy Mi N LON - and remove sludge lumps from the sewer. When threat- 

7 ened, it’s quick to hurl the lumps. 

A warning alarm sounds just before the Sludge Minion 
attacks. Stay back, strafe left and right, and aim your most 

powerful weapon. A few C4 blasts will take it down. 

<M CREATURES FIRST APPEARING IN SOLITARY 
The RoboCo Inmater patrols Mishima’s fortress prison to ensure 

i that all prisoners follow the rules or suffer the consequences 

j i of flouting them. Often it randomly opens a cell and activates 

its arm drill to gib a prisoner. 

The Inmater is a dangerous element of the prison defense 

system. It employs quick laser blasts to take out enemies 

from a distance. If you get close, it will turn its drill on you 

and nonchalantly tear the organs out of your body. This 
huge robotic creature can destroy several humans at once. 

Attack it from behind a distant pillar. 

7; EARN 
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RoboCo LaserGats shoot intense laser bursts at all enemies from 
a stationary point on the ceiling, rotating 360 degrees to attack 

j | intruders in any direction. The rapid-fire lasers can do exten- 
sive damage. 

Approach LaserGats with caution and try to take them out from 

a distance before you get within attack range. 

You’ll find Mishima’s basic human defense units throughout 

GUARD -f most interior areas of the fortress. Their pistols fire end- 
i ! less streams of bullets at all targets. Guards rarely patrol 

alone; if you encounter one, be on the lookout for others. 

Guards aren’t as durable as their robotic counterparts. Any 

decent weapon can melt them quickly into a pile of gibs. 
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Ga After years of torture and abuse at the hands of Mishima’s 
SONERS -$ minions, the Prisoners shamble around their cells, mum- 

' bling incoherently. They’re so detached from reality, even 

freeing them from their cells won't bring them around. 

These unfortunate souls won’t hurt you. Just don’t let 
them get in your way. 

Among Mishima’s most evil minions, these humans work in 

- the prison devising new methods of inflicting pain. 

1 Without their robotic counterparts, they’re defenseless. 

Take out these sadistic, scalpel-wielding beings to prevent 
future prisoner torture ... or just let them go about their 
cruel work. 
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X CREATURES FIRST APPEARING IN THE CREMATORIUM 

; The menacing RoboCo Ragemaster 5000 keeps its giant 
ACTER -H hammer “fists” primed to inflict a beating on any intruder. 

oi. | A The mechanical beast’s lack of agility gives you your only 

AA advantage. It moves slowly, but if it catches you, it will deal 

a crushing blow. Your best defense is to run. Gib it from a 

distance as it pursues you. 

WT CREATURES FIRST APPEARING IN PROCESSING 

Be, This heavy floating defense droid seeks enemies and takes 

ICPE ERE i them down with a shower of lasers. The RoboCo 
j Deathsphere moves fairly slowly but can attack from long 

distance for big damage. This robotic floater is one of the 
most effective defense systems in Mishima’s fortress. 

You can’t run from this one. Duck behind pillars and other 

objects, peeking out only to sneak off a shot at the massive 

machine. 
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The RoboCo Venomvermin XP5 kills with a poisonous bite 
i and mounted rocket launcher. This large robotic rat uses 

1 agility and speed to outmaneuver enemies. A nasty “rat 

scream” alerts you to its presence in dark areas: expect a 

rocket to fly at you immediately after the scream. 

If it gets close to an enemy, the Venomvermin unleashes a 

poisonous bite that depletes your hit points in seconds. If 

you're near death, find some health immediately. It takes a 

powerful weapon such as the Sidewinder to take out this 
fast, lethal threat. 

N CREATURES FIRST APPEARING IN THE ICELAB 

This four-wheeled robotic swine smacks intruders with a barrage 

BOER i of rockets and machine-gun fire. The RoboCo Battle Boar’s 
| l biggest advantage is its speed. It tears through the fortress 

corridors, usually forcing you to shatter it from close range. 

Pull out a good close-range weapon that won’t hurt you—the 
Disruptor Glove or lon Blaster, for example. Just don’t use the 

Sidewinder, or you'll take damage yourself. 

The RoboCo Cryotech spends most of his time encased in a 

protective safety suit. Using a hose attached to a large 

nitrogel canister on his back, the ‘Tech sprays the super- 

computers with cooling N-gel. Don’t bother these hostile 

workers, or you'll be supercooled, as well: N-gel is painful 
and damaging. 

Their suits limit their motion and slow them down, but don’t 

get complacent. Blast them from a distance before you get 
in range of their spray. 
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CREATURES FiRST APPEARING IN THE VAULT 
The Psyclaw guards the Daikatana in the innermost chamber 

of Mishima’s fortress. This creature resembles a large brain 
| I with four lion legs, a tail, and two long eyes poking out of 

its head. 

The Psyclaw disables its prey using both physical and mental 

attacks. Its sharp claws can be lethal, and its brain-disrup- 
tion waves temporarily cloud both your vision and thought 

processes. Take this creature down with your more power- 

ful weapons to lower the force field around the Daikatana. 

Brains control the defense systems in the vault that holds the 
i Daikatana at the top of Kage Mishima’s fortress. These 

nasty little beings are helpless outside their glass cases and 

without their defense systems. To kill a Brain, you must 
destroy its protective glass case. Its death disables the spe- 
cific security system it controls. Killing all three small 
Brains allows you access to the big Brain. When you smash 

the big Brain, the Psyclaws are released. 

= g The weapons may be primitive, but the attacks are deadly, all the 

; ap 3 same. Many of these creatures must battle at close range to 

dominate enemies. 

Spiders are either massive or tiny. Both sizes inflict a poiso- 

nous bite. Small spiders move too quickly to outrun. Slash 

them at close range with your Discus. The large spider is 
more lumbering and is easy to escape. Back away from it 

and take it down with a Discus, Trident, or Venomous. 

Beware, these nasty creatures are known to leap and attack 

without notice. Be ready to dash out of the way when 

they’re around. 
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This sword-swinging undead soldier is on a mission to 

destroy any who dare disturb it. You'll encounter this 
| ` o a ` 
il quick, deadly enemy in interior and outdoor locations 

throughout Greece. Flee if you can, but never turn your 

back, or you risk finding a sword buried in it. Keep your 
distance and take the Skeleton down with your Discus or 

other long-distance weapon. Whatever you do, don’t let it 
get near you. Its sword is exceptionally deadly. 

You'll find Charon the Ferryman on Lemnos Isle. He’ll offer 
i to take you across the Aegean Sea. He drops you off on 

1 the bank and quickly disappears. This mythical being is 
essential to your progress in Ancient Greece. 

CREATURES FIRST APPEARING IN THE CATACOMBS 

This ferocious flying beast is half lion, half eagle. With its vast 

wingspan, it can’t help but intimidate its targets as it 
i ; a: 
| i swoops to attack. But the Griffon has no ranged attack; it 

can only bite and claw its prey. Keep your distance from 
the awful beast and run backward as you attack. 

Occasionally it will descend to approach quickly from 

across the ground. If you can find a small cave the beast 

can’t fit into, duck inside and snipe from afar. Beware, the 
Griffon is so large it can trap you easily against the rocks. 

These sneaky little men lurk around corners and in dimly lit 

i rooms. Thieves have both a distance attack and a melee jab. 

I | From a distance, the Thief tosses knives at his targets with 

painful accuracy. In close combat, the Thief uses a knife to 

stab opponents in the ribs. These evil creatures move rapidly. 

Defend from a distance—from behind obstacles, when 

possible. 

| eari ma’ s Offiseral Strategy Guide 



CREATURES FIRST APPEARING IN ATHENS 

Caryatids appear to be carved marble column supports. But 
when you approach, a Caryatid will break out of its pose 

and attack with its massive sword. 

The most effective defense against a Caryatid is to back away 

and attack as you flee. Beware, Caryatids rarely appear one 

at a time, and you can kill a Caryatid only with the Hades 

Hammer! 
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7 These angry attackers toss spears at their targets from a dis- 

ANTURION -Jh tance. Watch for this ranged attack and strafe to avoid 
i being hit. At closer range, Centurions stab their enemies 

repeatedly with a piercing spear. 

Centurions are quick and deadly, so take them out fast with 
a ranged attack. Don’t try to flee unless you can keep your 

eyes on the Centurion as you do. 
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This nasty three-headed hell dog attacks with a ferocious 

; RUS i bite. Each of his three heads can attack simultaneously, 
q making for one lethal beast. He behaves like you would 

expect of a dog, hoping and jumping with teeth ready to 

gnash at your flesh and bones. Cerberus is exceptionally 

agile and aggressive. Stay away from his mouths at all 

costs and shatter him from a distance. 

The Satyr is a horrid half-man, half-goat amalgamation with 

1 horns and powerful legs and sharp hooves. This creature 

i | moves much like a human, but can unleash a deadly punch 

without warning. It’s resilient and quick, so don’t allow 

this beast to corner you. Run backward as you attack it 

with your disc. 

This beautiful winged creature has the feet of an eagle and 

the body of a human woman. It attacks its enemies with 

coarse arrows it shoots from its huge bow. 

Use a fast-firing weapon such as the Discus against the 
Harpy. (The speed of the Discus attack makes aiming 
somewhat easier.) You must keep moving to avoid its 

arrows as you attack. 
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W CREATURES FIRST APPEARING IN THE LAIR OF MEDUSA 

The “hair” on the head of this large, snake-like creature is 

i made up of smaller snakes. Medusa’s evil gaze can turn any 

j mortal being to stone. In its lair, you'll find the petrified 
bodies of countless creatures—your companion Superfly 
among them. 

Once Medusa’s eyes turn red, you have only a moment to turn 

away. If you look into its petrifying gaze you'll turn to stone 

and the game will end. Although Medusa remains stationary, 

it can deploy a venomous spit attack from a distance. 

After you kill Medusa, the stone creatures in the lair return 
hi to life. Then, with the newly unpetrified Superfly, you must 

kill every last one of them. 

AVAY, DARK AG bab) | 
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An abundance of disgusting creatures awaits you in this magical 

realm. You’ll trek through King Gharroth’s plague-ridden domain 

on a quest to power up the Daikatana and return home. As you 

strive toward your goal, plague victims, rats, and mages do their 

best to kill you. Each fight yields magical objects and, ultimately, 

the power to defeat the strongest of kings. 

“CREATURES FIRST APPEARING IN THE PLAGUE VILLAGE 

This rotting plague victim wanders the medieval streets 

moaning incoherently. Confused and hostile, the Buboid 
bites and swipes at anyone in its path. If you manage to 

move away from this disgusting being, it melts into the 

ground to materialize right next to you. Try to keep far 

enough away to avoid its attacks and blast it with a Bolter. 

After the Buboid is dead, you must gib it or it will return 
from the dead to battle again. Once it’s been gibbed, it’s 

gone for good. 
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The evil Doombat at first appears to be any ordinary bat, but 
quickly shows the true colors of a ferocious beast with claws 

j l designed for ripping. It is out for blood, so look out for the 

Doombat’s dive-bomb claw attack. At a distance the bat will 

bombard you with fireballs from the pit of its stomach. Do not 
try to run, as these evil fouls will follow you endlessly. Stand 

facing a bat and strike, strafing only as it attacks. Assault the 

bat once you have stopped moving to increase your chances 

of hitting. 

This nasty, diseased rodent attacks with wild abandon and is 
- highly adaptable. Its bite poisons you temporarily and runs 
| : off a few health points. Because these creatures are so fast 

and small, attack them from close range with the 

Silverclaw. 

You encounter the crotchety old Priest inside the Plague 

Village church. He provides you with useful information. 

| Most significant is his suggestion that King Gharroth may 

be able to help you recharge the Daikatana. 

With its enormous wingspan and razor-sharp teeth, the mas- 
r sive Dragon is terrifying at first sight. This powerful beast 

i i spits fireballs as it hovers overhead. Zig and zag to avoid 
the balls of flaming death as you attack with a ranged 

weapon. 

This medieval archer stands ready to take down any combat- 

ant with a swift arrow from his steady bow. His verbally 

abusive demeanor complements his aggressiveness. 

Avoiding the Fletchers’ arrows requires a great deal of straf- 

ing. Duck in close and fire away as you continue moving 
back and forth. 

Enemies and onplayerCharacters 



This huge, slimy maggot hangs from the ceiling to drop in 
- front of approaching targets. Rotworms are of average 

j | intelligence and often benefit from the surprise factor, as 

they terrify any unsuspecting explorer. On the ground, the 
sloppy maggots spit corrosive venom. Keep an eye on the 

ceiling ahead to avoid being surprised by one of these horrid 

animals. 

T CREATURES FIRST APPEARING IN THE DUNGEON 

The Lycanthir is a sort of werewolf that pursues its prey on two 

H | f - legs. Its sharp claws can rip apart any human in seconds. 

The Lycanthir is a quick, agile, deadly foe, so keep your distance 
to battle it. You can use any weapon to kill it, but you must gib 

this creature with the Silverclaw, or it will reanimate. 

You'll first encounter Dwarves in the dank depths of the 

Dungeon. The sneaky Dwarf wields an axe with surprising 

il accuracy. His small stature allows him to scurry around 

underfoot. 

At close range, the Dwarf uses his axe to hack at his enemies. 
From a distance, he throws the axe with killer aim. The 
Dwarf is tough, so don’t try to battle him at close range. 
Run and attack from a distance. 

S THE The powerful Stavros is another Dungeon-dweller. He’s 

ER keeper of the Stave of Stavros, a staff that fires red-hot 
meteors. 

Stavros moves about the Dungeon doing his best to burn you 
up. Remain calm and stay back, hiding around pillars and 
corners to escape the meteors’ heat. Blast away until you 

destroy him to receive his Stave to use during the rest of 
your journey. 
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The Hellfire Paladin attacks with a swift sword against brave 

E PALADIN -f attackers. Because he has no ranged attack, you're safe at 
zN j | a distance. He’s quick, but not quick enough to escape a 

j long-distance attack from a Bolter or Ballista. 

Ami a 
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Half your battle with Wyndrax takes place indoors. This 

skilled mage shoots lightning bolts from his outstretched 
hands. If he moves to attack, jump out of the way quickly. 

When you’ve reduced Wyndrax’s health by half, he releases 

three wisps and runs outside. There, you'll find him col- 
lecting wisps from the trees to replenish his lightning 
power. Then he’ll release more wisps and continue his 

lightning attack. Kill him, and his wisp-releasing staff is 

yours for the keeping. 

4 

MX CREATURES FIRST APPEARING IN THE CRYPT OF NHARRE 

i This enchanted woman’s lightning-charged halberd blows her 

IC VALKYRIE | victims back with a mighty force. She unleashes her elec- 
oy i i trified attack from close range. Remain at a distance as you 

oo toss meteors with your newly found Stave. 

Nharre the Necromancer pulls wraiths from their graves to 
Tap ~“ NEPR! i build an army of the undead. On his own, however, this 
a T So AA aa | i gaunt, gnarled dark wizard is less formidable. Watch out 
: a zg Ina for his wraiths as you blast him. 

After you kill him, collect the Nharre’s Nightmare staff from 

his corpse to summon demons of your own. 
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N CREATURES FIRST APPEARING IN GHARROTH S THRONE 

Eo King Gharroth has mastered all the mages’ techniques. He 

HAR R Ny H - attacks with meteors and wisps, summons the undead, and 

smites attackers with his staff. 

4 King Gharroth isn’t one to fool with. He’s unpredictable, so 

be prepared to face any of his attacks at any time. Defeat 
him, and Musilde appears. After you present him with the 
reunited sword “Purifier,” King Gharroth will return to 

sanity and willingly charge the Daikatana. 

SAN FRANCISCO, 2094 
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In the industrial San Francisco of the future, Hiro must fight his 

way off the Rock and into other equally dangerous locations. 

Here you'll battle hordes of human enemies, from street 

gangs to Navy SEALs. In the end you’ll face off with Kage 

Mishima as he wields the mighty Daikatana. Battle bravely 

and the future is yours to command. 

CREATURES FIRST APPEARING ON ALCATRAZ 

These Prisoners have been trapped on the Rock for some 
time, and they aren’t happy about it. Watch for the big 
guys to hurl rocks at you with their powerful arms. Avoid 

getting close: they can knock you out with a punch to the 

jaw, as well. 

The nasty little Pipe Rat is quick and low to the ground, and 

attacks with the sharpest of bites. Do what you can to 
avoid it, and smash it with any long-distance weapons. Its 

small body is no match for your guns. 
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p “CREATURES FiRST APPEARING BENEATH THE Rock 
oe 

f This heavy-duty gang member patrols his area with a shoulder- 
if C K ET E ER - mounted rocket launcher always at the ready. His cumbersome 

) gang attire and rocket launcher slow his movements. 

Before firing a rocket, he first stops and crouches on one 
knee and takes a moment to aim. This gives you plenty of 

time to move out of the way of the rocket blast. The blasts 
are deadly, but because the Rocketeer is slow, you can take 

him down from up close or at a distance with practically 

any weapon. Pay attention, though, and don’t step into the 
path of his flaming rockets. 

e i This gang member keeps a jetpack strapped to his back. He 

CA INGUNNER H wields his chaingun with frightening accuracy both on the 
ver i i ground and in the air. Keep your eyes on the sky and listen for 

the sound of his jetpack firing. Strafe continually to avoid his 

bullets. His heavy equipment makes him an easy ground tar- 
get, but don’t wait for him to land to attack. Take him out of 
the sky with a ranged weapon, when you can. 

E tk ag p TES pau 

The mere sight of one of these oversized predators is enough to 

- instill fear in anyone’s heart. These deadly creatures swim swift- 
j l ly through the dark waters, devouring their prey with rows of 

razor-sharp teeth. Sharks won’t attack unless you get close, so 

keep your distance and blast them before they notice you. 
Once a Shark has been alerted to your presence, move quickly 
to annihilate it before it reaches you. 

This evil gang member carries an Uzi and a serious attitude 

i as he prowls for victims, and with luck that won't include 

il you. Watch out for his numerous reinforcements. He has 
no melee attack apart from the Uzi, so approach him or 

fight from a distance. Just make sure to strafe to avoid his 

Uzi’s bullets. 
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Don’t let the Gang Knifer’s good looks fool you. Agile and 
NIF ER |, excruciatingly lethal, this gang chick slices up her enemies 

[ with a vengeance. With a knife in each hand, she swipes at 

flesh with reckless abandon. She moves quickly, so escape 
is difficult. Run backward as fast as you can as you attack 

with a ranged weapon. 

BU CREATURES FIRST APPEARING IN MISHIMA LABS 
You'll encounter the Lab Monkey inside the research com- 

NKE { i plex. He displays boundless energy and seems to be a bit 

{ crazed. The subject of countless experiments, this monkey 

wants out and will damage whoever gets in his way. He 

throws a powerful punch if you get close. He is not intim- 

idated even though he is somewhat smaller than human. 

The years of testing have had such a negative effect on his 
brain that he is simply ready to beat down anyone or any- 

thing that comes near. 

J AL This tough guy thinks he can destroy anything, and he wields 

Wi 09) i a massive chaingun to prove it. His movements are quick 

j i | and decisive, and he ducks behind walls, pillars, and other 

obstacles to snipe at you from a distance. 

Play his game: duck around any nearby obstacle and peek out 

only to take a quick shot. Don’t approach his location. 

He’s far too skilled, tactically, to allow you that advantage. 

SEAL Like her male counterpart, the female Shotgunner prefers 

i stealth sniping to open-air brawling. She fears nothing and 

| i wields her trusty shotgun with startling accuracy. To bring 
her down, you, too, must hide and snipe. 

UYE a EAL This shotgun-packing monster moves several times faster 

BPTAIN -f than the average SEAL to demolish everything in his path. 
Te He’s also far stronger than his run-of-the-mill comrades. 

The Captain, too, hides and snipes, so the techniques that 

work against the Commando work with him, as well. Snipe 

from around corners and shield yourself from his attacks 

wherever you can. He’s tough, but you can take him out 
with several blasts from your most powerful weapon. 
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A CREATURES Finst APPEARING in MISHIMA’S HIDEOUT 
5 EAL His dual shoulder-mounted rocket launchers only enhance 

KE TEER - this military rocket officer’s size and power. He’s not very 
z fast, but he’s certainly quick enough to do the job. 

Dangerous at close range, the SEAL Rocketeer wields a knife, 
as well. Don’t approach him; hang back around obstacles 
and snipe from a distance. 

‘ 
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wm CREATURES FiRST APPEARING IN THE SEAL 

7 TRAINING CENTER 

i l At last you face your nemesis, Kage Mishima. The destiny of 
ISRIMÀ -H the world hangs in the balance as you go head to head. 

Kage wields the Daikatana with impressive skill. A single 

slash can reduce you to just one hit point. A second blow 

at that stage will kill you. 

It’s crucial to grab some health immediately after Kage deals 
his first blow. As long as you have more than one hit point, 

he can only reduce you to one again. Keep your health 
above one hit point and continue attacking from a dis- 
tance. Destroy him to regain control of the Daikatana and 

set history straight. 
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= Weapons and items in this section | 
can be found in all time periods. 

D o >A 
The Daikatana can be powered up with 

experience—up to Level 5. The higher 

| i the level, the more damage done. Hold 

down the Attack button to attack at 

higher levels. 

' (TEMS AND POWERUPS 

Each of the five Skill Boosts—Attack (red), 

Power (green), Vitality (purple), Acro 

1 (blue), and Speed (yellow)—brings the 

indicated skill to Level 5 for 30 seconds. 

a BOOSTS 

Goldensoul adds 100 health to a player’s 

health point total. MENSOUL 
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MEGaSHIELD 
| MegaShield instantly bang 

a-player’s armor points 

WRAITRORB 
| Fie WraithOrb confers 30. LE 

seconds of limited invisi- 

up to-400. bility. When standing still, 
-= the player is completely 

“invisible; a moving player 

|- is’barely visible to 
bh _ enemies. . 

This artifact offers 30 ` 
rae Saye Gems aid 
“Store: them-in inventory. 
- Upto three gems can be 
© stored.in your inventory. 
-Use a’Save Gem to saves 

~ your game at any point. 

t seconds of-invincibility, 

DISRUPTOR GLOVE | 
The Glove serves as the default 

melee weapon for Episode One. It 

packs an electric punch and does 

i Eo > fna enough damage to be dangerous. 
Weapons and items in future Kyoto It’s especially useful against large, 

5 are mostly robotic. slow robotic creatures—and in the 

` water. 
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=a SHOCKVAVE Hj 
an ia | 

| «This is the ultimate weapon ‘i | 
annihilating groups of crea- 
tures. The Shockwave shoots 

.an-explosive globe that deto- 

] 
: } 

nt | 

>, | AON BLASTER 
| The lon Blasteř releases anión |)» | 
| “sphere that ricochets off sur- 

faces twice before dissipat- 
| ing. The sphere detonates on 

impact with enemies for ; es ae ee ess nates on impact. The central 

moderate damage. The explosion is surrounded by a 

Blaster discharges in the „E rotating “shock ring” that 

water for massive damage, so damages anything in its 

don’t usé it when you're in expanding radius. Use this 
the water yourself. weapon cautiously in large 

*- areas. Don’t fire it at nearby 
surfaces, or the explosion: =- 

: PE will envelope yon: 

CAVIZETERGO | 
»-This-weapon fi ires C4 plastic J meen . i 

explosives that adhere to solid f V Ste te 
surfaces, C4 explodes when |" 
aby creåturé comes in range. 

It’s especially effective against. ™ 

large groups of enemies, or 

| for'laying mines as you tun. 7 
from an approaching attacker. 

CHROMATIC 
Chromatic Armor Wi ides 1 100 

armor. points and absorbs 50 

percent of all damage. It also 

offers: special protection, 
absorbing 90 percent of lon 
Blaster attacks: 

The Shotcycler-6 i i$ & semiauto- 
matic shotgun that fires six 

founds in a row. Each round 
contains 10 pellets. This 

weapon can do serious dam- 

age, especially at close range. 

It’s not your most effective dis- 
tance weapon, but at point- 

blank range it’s lethal. ER ee esi eee 

f:  SHOTCYCLER-6 

Totigh»Plasteel Armor gives its 

“> wearer 200 armor points and 

absorbs 75. percent of all 
damage. 

One of the most Revie La co See aF SLE Oat 

weapons in your Episode One 

HEALTH PACKS pf 
| 
| 

arsenal, the Sidewinder | 
shoots two missiles that spi- | 

j 

Health packs come in 25- and 

50-point varieties, Hiro, 

ral toward their target. It’s | 

quick and deadly at:any a 

Superfly, and Mikiko can col- 
lect the packs. 

“range. Avoid close-range 

sidewinder combat: your own | 

splash effect can damage you, 

Priora Boah fe five te se Gor wat & eg yy fe ery dic 

i dy ata Piani LAAN eee Wear as 
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HOS PORTAL 
Hiro may use each Hosportal 

“once to regenerate a varying 
amount health. 

KEYCARD 
keycard from “behind the 

Mishima panel-to gain access 

to-Cell Block Death. 

Bons i cos The 

|- In Solitary, Hiro-must collect the 

Ancient Greece’s mythical 
weapons and items complement its 
inhabitants. 

Discus 
This mithril disc with sharpened | 

edge “slices targeted“ enemies 
with ‘sutprising precision. The 
Discus will return to you as 
long as you stay in range. Use 

it at long range to take out any 

attacker. 

{gh escenes 

ee - g 
ri A staff of deadly snakes, the L 

A ___| Venomous _ spits. a- lethal 
stream of poison. Because it’s 
relatively slow, it’s most effec- 
tive at close range. 

“VENOMOUS 

| SUNFLARE 
On impact, this pot of burning L 

oil explodes to create a wall of 

fire. Toss it long distances to 

burn enemies—but take care 
you don’t scorch yourself. 

[Weapons ,tcoems, and P 
MENS 



“HADES HAMMER: 
lore = et 

I ae Bee 4 

Use this massive mallet as a ‘The stroniger Gold Armor p pro- 

~ melee or ranged weapon. Hit | | vides ‘200 armor points and 
the Attack button once to | | absorbs a massive 75 per- 
whack nearby enemies, or i | cent of damage. 

hold it-down until the = 
Hammer reaches full charge | 

z+ —* to unleash a massive earth- | ae oe 
al ots 1 La f 

= -quake attack. This is the only. | * 
weapon that can kill. the 
Caryatid. KN Š 

= pa 

poa ERLT ber" 

[a The Trident fires threes EG A eke # 
sa spear- tips with frightening ° | peek 

“speed, which makes for accu- 
2) “rate and efféctive long-distance 

attacks. » 

f 1G: 
| These the-biving yellow vases 

pone 25 health points. 

ENE OF ZEUS 
The Eye of Zeus is 4 A staf L 

with an eye-at the tip. A bolt 
of; lightningbursts ‘from -the 

eye to-zap all enemies in sight. — 
It’S an. awesome weapon of 

mass destruction at any range. 

LIFEWATER 
FOUNTAIN 

Drink from the LifeWater 
“Fountain to regain a varying 
amount:of health. 

} 

SILVER 
The: Silver. Armor <ptovides 200 

-armor points and absorbs 50 

percent of all damage. 

ANTIDOTE 
Drink this to protect yourself | 

from poison for 30 seconds. 

O, fie kand ‘Sythe ame, e y ho irde 



QRACKMA 
Find the Drachma on Lemnos Isle 

and present it to Charon the 

Ferryman in exchange for a ride actoss the Aegean Sea, o,¢ } GREEK RUNES 
Gg To enter the Parthenon, you must 

find five runes to spell AEGIS 

(Greeks for “shield”) on. the 

E CHARON S HORN 
; Acropolis: 

Locate this ancient horn in the 

temple on Lemnos Isle and use 

itto call Charon the Ferryman. 

SILVERCLAY 
This razor-sharp claw will shred 

your enemies in’seconds. 

Although it’s only a melee 

weapon, it does a fair amount 

of damage. You must gib the 

Lycanthir with the Silverclaw 

to kill it completely, 

Magical weapons and items 
abound in this enchanted medieval 
realm. 

BOLTER 
A ranged bow and arrow, the 

Bolter‘is light and reloads 

quickly. Its speed makes it 

an excellent weapon for 

long-distance attacks. Be 

careful not to Tun out of 

ammo too quickly. 

Saher Si cs 5 [Weapon bhtems,; and Poweru 
ABS 



This huge crossbow launches a 
large, sharp arrow at high 

speed. Extremely deadly, this 

is a terrific ranged weapon. 

After using the Ballista on a 

~Aycanthir, make-sure to gib 
the creature with your 

Silverclaw. 

"CHAIN MALL 
| -Chain Mail provides 125 armor 
| points and absorbs 33 percent 

of all damage. 

sal BOF STAVROS | 
This fiatal staff summons 

BLACK ADAMANT 
huge meteors from the nether is more powerful armor pro- 
dimensions and hurls them at ~ (E. ‘vides its wearer 150:armor > 

high speed. ‘Aiming it is less. | Si | points and absorbs 50 percent 
difficult than aiming some l i | © Of all-damage. 

smaller weapons, so use itat 
a distance and avoid taking 
collateral damage. 

WINORAX'S WISP 
Wyndrax the Wizard uses this 

staff to capture lightning- 
based creatures (wisps) and 

release them-at-his targets. 

4 Defeat Wyndrax to.collect 
© - this weapon and unleash the 

i slow-moving wisps at close | 

ae range on your own enemies. 

HEALTH FLASKS 
Health flasks in medieval Norway 

give 25-health points each. 

NHARRE’S 
NIGHTMARE =p 
Chant the summoning incanta- |_| 

tion and speak the power 

word “Kill,” and Nharre’s 

Nightmare will trace a penta- 

gram in the air in front of 

you. Everyone in your sight 

will be marked; then an 

undead demon will blast up wee” 
out of the ground and attack | iia? 

your targets. Nharre’s \ i # PURIFIER SHA ROSH 
Nightmare is excellent for | 
wreaking mass destruction in 
large, open areas. 

HEALTH CRATES 
Health crates in this episode are 

good for 50 health points. 

These five lost pieces of King 

Gharroth’s sword, Purifier, 

when reassembled, return 

Gharroth to ‘sanity. 

meQatficial Strategy Gast die 
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scape the Plague Vilage. 

Gritty yet advanced weapons dom- | 
: ý ‘èA inate torn-down, futuristic San 

kion. . If they don’t ` AUE id Francisco. 
youl finda’ ihe eA ee se es ee 

“Nb aoe ad i EAPONS 

Swe we f this ri ring 
percent . damage from t e attacks of 

C Sa the Sorc rer ora He elire Padin,- 

. ~~ does i 
= one ‘huge, lethal slug di is 

Rg Aaa S close- 

“This icedémetal gun qunchés 3 

Pir liquid nitrogen spheres at 

om of Undead Pı Protection to s a aoe : yr meeen, 
rcent of the ı normal damage ETS $ 

1 dissipate and 

pact with Tees rs 



~RIPGUN 
Rip your enemies apart quickly 

with this high-velocity gat- 

tling gun. It’s excellent for 

distance attacks. 

NOVEBEAN 
_ © Burn your. targets. with. this con- 

‘> Scentrated laser beam. This 
one is tough to aim while 
syo re moving, so unless.you 

possess superior aim, hold 

still to scorch your enemies 

with.the Novabeam. 

METAMASER 
Toss this portable robotic sentry L i 

near an enemy Jocation. It 

will arm itself and attack any- 

thing that comes into its t=) 
radius with a massive shower 

ofdasers. When out of power, 

it explodes in a fiery blast. 

KEVLAR 
Kevlar Armor provides its wear- 

er 100 armor points and 

absorbs 40 percent of all 

damage. 

EBONITE 
Ebonite Armor provides 200 

armor points and absorbs 60 

percent of all damage. 

Poriip-a 

HEALTH BOXES 
Health boxes provide 25 or 50 

health points. 

DRUG BOXES 
Drugboxes in San Francisco give | 

> <gplayer 60-health points. 

KEYCARGS 
Collect-keycards throughout 

Mishima Labs to-gain access 

to essential and secret areas. 

BOTILE, 
SALTPETER, 
CHARCOAL, SULFUR 

Collect the bottle and ingredi- 

ents on Alcatraz to build a 

bomb and escape. 

e: 
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Romero's Design ommen ts- 

The reason I decided to have Episode One 
___ take place in far-future Japan was the = | 

~ simple fact that the game’s premise | 
revolved around a Japanese sword (this 
defined the location) and starting off in 

the far future gives the player lots of | 

= cool, interesting weapons and enemies 

n to encounter before making the first 

=| transition to the distant past. I wanted | 
| the time jump between Episode One and | 
| Episode Two to be the biggest jump in 

| the game and then have players work 
| their way forward to the desired time | 
| period to finally set history straight by 

destroying Kage Mishima. 

he 
sana = 
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Orit s staring swamp sect on was - 
ed with cypress, fallen "P ‘ 

a accompanied by a dense — 

ambience of © 

crickets anc 

cicadas. 

_ Originally, my idea \ was to have Hiro and Mikiko 

| drop into the swamp by helicopter, and they would 
_ infiltrate the fortress together. | changed the story 

"later on so Hiro could rescue Mikiko and meet “ 

Superfly before meeting Mikiko. That way, players _ 

place SR ly 

es and caves- 

F ae 
$ 

omero’ sS esign Wormen] 

sidekick. 

On e of the i 

Swa 

Sew 

can play a few $ alone before acquiring the firs 

| a See named CorpCo the 
| lSéwned a slew 

leas I had for the whole first episode 

A diversified companies 

oer your budget” "a 

Raber your city need a sewer?”), F 

pa 

$ 

SlammerCo (“Custom prison design”), Rob 

(“Select from our huge catalog of Patoues 

tures”), DefenseCo (“Need heavy-duty security? 

We have it!”), FortCo (“Fortresses R Us”), SciCo 

(“Hardcor an-rooms, ready to go”), VaultCo 

>mething to lock up? We got something 
iba it in!”), and so on. So, Mishima’s fortress 

was constructed by many of the companies CorpCo 

_owned. It helped provide a different view of the 
= | far future. = 

th. 

RoboSkeet 

Froginator 

Cambot 

RoboCrox 

Mishima Workers 

Protopod 

_ ThunderSkeet hn 

An Early Incarnation of the Marsh 
be 

i T s 3 a SA “o 

a : a ` ; ; pe ite ” g gh bo Í 
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Gra b the Ion Blaster from 
among the dead bodies and 
coffins directly in front of 
you. Move forward cau- 
tiously now. Two Froginators 
and two RoboSkeets lurk 
down and around the rocks 
on your left. Handle the 
frogs with your Disruptor 
Glove; employ that blaster 
as the RoboSkeets approach. 

SECRET 

A 
Approach the waterfall 
behind the tree and look 
closely at the rock. 
Behind the swamp water 
you'll find a ladder built 
into the rock. Climb and 
hop into the upper 
stream. Pluck some 
health-giving treats from 

the fruit tree on your right. Walk toward the source of 
the stream and open the door to the left of it to collect a 
Goldensoul for 100 extra health. 

The Froginator and one of the 
’skeets will attack before you 
round the corner of the rocks, 
so beware. Divide and conquer 
is an effective technique here. 
Move just far enough toward 
the rocks to lure only one frog 
around at first, leaving the 
second Froginator and ‘skeets 
waiting for you to turn the 
corner. Once you've killed the 
first three monsters, round the 
corner and turn to the left of 
the tree. The second ‘skeet will 
attack from its position high in 
the sky. With the four attackers |} = 
out of the way, you’re free to e a 4, < 
explore the watery area. . 

diem O nag Kyoto, Joa p" agit eas 5S SE. 



Midway into the cave, a 
Froginator attacks from 
ahead. Kill it and approach 
the small puddle on 
the right. 

Now jump back down to the 
low, swampy area. Some Ion 
Blaster ammo lies on a rock 
ledge on the other side of 
the tree. Collect it and pro- 
ceed up the rock stairs, past 
the Mishima Industries 
“Warning” sign. Turn left at 
the top and follow the path 
to the top of the small hill. 
Another fruit tree stands to 
your left on a rock plateau. 
Jump up, nab the fruit, and 
run down the path past the 
rock stairs and into the cave. 

Take care not to shoot the lon 
Blaster into the water when you’re 
standing in it, or you'll 
suffer a shocking blast 
that does serious dam- 
age! At this stage in the 
game, stick with your 

; glove when you’re in 
s 2 the water. 

Jump into the puddle 
and swim to the bottom, 
where you may collect 
an Attack Boost. This power-up increases your attack speed, 
making you doubly lethal. 

On the rocks on the other 
side, turn to the waterfall on 
your right. Hop up to the 
lowest rock plateau. 

Behind the waterfall is 
a rock ladder. Climb 
it and locate another. 
Climb to the top, 
duck into the hole in 
the rock behind the 
fall, and grab the 
Chromatic Armor from inside. 
Hop down and go into the cave past the pool. 

Stay on the high ground to 
battle them and you’ll have 
an advantage. Take them 
down with your Ion Blaster, 
and then jump into the 
water. Cross through the 
pool of water to the. 
other side. 

Hop out of the small pool 
and head toward the end of 
the cave. If you’re hurting, 
gather some fruit from the 
health bush on the left at 
the end of this cave. Exit 
into an area with double 
waterfalls. Two ‘skeets and 
two Froginators attack 
immediately. 

“> p 
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Look out for the RockGat just around the corner. Hop 
down and make your way into the cave past the pool 
and the Mishima “Warning” sign. After the new level 
loads, continue to the end of the cave. Be very cau- 
tious: a RockGat lurks just around the corner. Peek 
around to lure the closest RoboSkeet into the cave 
and battle it there. Once it’s dead, make a mad dash 
for the RockGat power box on the side of the 
fortress. Destroy the power box quickly with your lon 
Blaster and the RockGat will explode. As you shoot at 
the power box, keep moving to avoid the RockGat’s 
bullets. After you destroy the RockGat, collect the Ion 
Blaster ammo from its rubble and get some fruit from 
the small tree nearby. 

Look out for the RoboCrox 
in the pool to the left of the 
RockGat! Now follow 
Mishima’s fortress wall to 
the left and down the path 
into the water. A Froginator 
waits at the bottom of the 
path. Kill it, wary of the 
RoboCrox lurking in the 
water nearby. After killing all 
the Froginators and ‘crox in 
this pool, move forward 
toward the two trees 

Turn right as you pass 
between the trees. Two 
RoboSkeets attack from 
above the rocks ahead. 
Destroy them, and then take 
cover to avoid the RockGat 
in the rubble to the right of 
the passage to the next area. 
If you need health, grab 

some fruit from the tree to 
the right of the RockGat. 



eS ais E 

Blast the power box on the rocks 
behind it and to the left, and the 
‘gat will explode. Now move past 
the annihilated RockGat and up 
onto land. Kill the Froginator 
there and turn right. Look out for 

= the Froginator and ‘crox down in 
sare the water. Take them out before 

you splash down into the pool. Enter the pool, wary of a 
RoboSkeet attack from the right. 

Just past the flashing red warn- 
f+ ing light you come to another 
(= “Private” sign. Go around the 
şs sign and hop onto the rock ledge 

behind it. 

Follow the rock ledge 
to the yellow-lit plat- 
form under the bridge. 
Collect the WraithOrb 
from the platform. This 
item will render you 
invisible for 30 sec- 
onds. Now head back 
out along the ledge 
toward the sign and jump back onto the main path. 

Move forward toward the 
rocks ahead, and then move 
up the rock path past the 
sign that reads “Private.” At 
the top of the rock path, 
hop up onto the rocks 
behind the red-and-white 
“Warning” sign. 

Use the rock protrud- 
ing from the wall to roll 

it back out of your way. 
Enter the passage and 
climb the ladder to the 
rock plateau. Up near 
the fortress wall you'll 
find health and lon 
Blaster ammo. Grab 
them, descend the ladder, and exit as you entered. 

Take the Cambot out, if it hasn’t spotted you yet. If it detects 
your presence, it will approach and shine a red spotlight in 
your eyes to alert all nearby forces. This is a bad thing, so 
shatter it from a distance to prevent this. 

Now continue up the path 
toward the opening. At the 
top of the path, a small 
alarm and warning light alert 
Mishima’s forces to your 
presence. As you enter this 
area, a RoboSkeet attacks. 

Take it down, wary of the 
Cambot here. 

As you cross the bridge toward the fortress, large mounted 
lasers aim to kill you, but destroy the bridge instead. This 
alerts forces inside the fortress, and Guards and RoboSkeets D 
swarm to your location. Collect the lon Blaster ammo from the |- 
platform near the fortress entrance, taking care not to touch 
the red force field. Get too close and you’re toast. Kill as many | .,. 
of Mishima’s robotic forces as you can, and then jump into the 
swamp below, wary of the RoboCrox and Froginators. Circle 
the pool, shooting as you move. On a rock plateau near the 
area exit you’ll find more lon Blaster ammo. 

$ : z ; * h "i : 
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Nab it and then head up} __ 
the craggy path. Grab 
fruit from the tree on 
the left, turn, and con- 
tinue through the cave. 

Nab the Ion 
Blaster ammo, | | 

i r “ and then blast 
PE aon the power box | 

"Er E there near the 
edge to open 

To reach the power 
switch, climb the 
pipe and crouch 

; down near the top. = > A T door to 
: Slip onto the smaller oo AN x t priiks 

x > ed we apro the T 4 (Sebi on P ane oes 

z TAX w a i pee T a oole i PE Sre ; hop down and walk through the door. Grab 
eas Ot ort A | fei saa me OA ; P the lon Blaster ammo from behind the door 

: tae < health there; take it 
3 if you need it. i and make your way up the path toward the 
Collect the fruit from the ; control room. Fight through the ’skeets up 

the path toward the control room. 
Now turn around and walk along the smaller pipe; 
then jump onto the higher pipe on your left. Walk | | 
along the pipe to its end and jump onto the con- 
crete platform. 

tree on your right near 
the pipes. 
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Make a running leap at 
the lower rocks on the 
left to get over them. 
Look out—two 
Froginators attack here 
immediately. Kill them 
and make your way 
down the path. After 
the level loads, fight 
your way to the end of the cave to find a Goldensoul! 

There is a secret door 
in the ground to the 
right of the control 
room. Find it by trial 
and error, or leave the 

worker alone long 
enough that he will 
open it for you. Climb 
down in the hole and 
grab the armor and invulnerability. 

* 

Now make your way back up 
the path and out over the 
rocks. Jump down off the 
helipad into the flowing water. 
The sewer entrance lies at the 
bottom of the river, but don’t 
run in there just yet. 

Now come back around and 
enter the control room. 
Mishima’s Workers scurry in $4 
fear as you enter. Take them F: 
down, and then turn left 
toward the wall console. 

Make your way around to 
the back of the control 
room. Leap up on top of the 
RockGat and smash the 
power box above it. 

Walk under the fallen pillar 
at the end of the river. 
Crouch to see a hole in the 
ground with yellow lights. 
Swim down into the tunnel 
and proceed through quickly 
to avoid drowning. Come 
up out of the water into the 
large, secret underground 
cavern. The ThunderSkeet (a large version of a RoboSkeet) con- 
fronts you in this area. Just up the hill and to the right you'll find a 
health pack and some Ion Blaster ammo. Watch out for Protopods: 
they’Il hatch into RoboSkeets if you get too close. Shoot them from 
a distance, though, and they pose no threat. Run to the center of 
the room and up the rocky stairs. 

ec 

It opens and becomes active as 
you approach. When you use 
the keyboard, you’ll see the 
sewer access door opening 
through the monitor. Now back 
away from the monitor and 
board the lift opposite the 
entrance. You ascend to the 
walkway above the control room 

floor. Follow it around to the side exit. Walk outside and kill the 
Froginator in your path. A lift at the end of this walkway takes 
you back down into the swamp. (Collect a health pack from the 
water below the lift, if you need it.) Now follow the current out 
through the waterfall into the open. Kill the two RoboSkeets 
hovering above before you jump into the water. 

s2, vse + oe & LEFAIN sy 

Climb to the top, turn left, and jump 
for the yellow-lit stairs. At the top of 
the metal stairs you receive the C4 
Vizatergo! Turn around 180 degrees 
and run down the path to grab some 
C4 ammo. Now you’re ready to 
fight the ThunderSkeet. Once you’ve 
destroyed it, don’t let your guard 
down. When it dies, every Protopod 
on the level hatches, and you must 

battle countless new RoboSkeets. Run up the stairs near the C4 and 
an exit door will open. Take the left there back to the helipad and 
jump down into the water. 

Hop down and head toward the 
fortress. (If you need health, 
collect fruit from the tree to 

= your far right in the corner.) 
Climb the ladder onto the heli- 

£ pad in front of the fortress. i 
\ Health and lon Blaster ammo lie | Hn 

in a crevice on your left. Grab it 
and approach the pile of rocks 
blocking access to the waterfall. 

Once you make it out of the 
tunnel, exit the Marsh via the 

large open metal door into 
the sewer. 
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SYSTEM 

| behind some of t 
| -used.to shoot lasers but o longer does. Ag gian i 

Pet. | miniboss called the Tentaclor, which had something 
LOADING BEN | 

like lawnmowers at the ends of its tentacles, didn’t 

make it in. Swamp Rats morphed into the more dan- 

gerous Venomvermin XP5 and had to be moved to 

the end of the episode. This map underwent major 

revisions along the way: about 30 percent of the origi- 

nal map was cut so it wouldn’t take so long to finish! 

i 

RoboSkeet 

Froginator — 

Seia Minion 

= Be 

Early Screenshot of the Sewer System C4 Vizatergo 
Level in the Quake Engine i 

"“Shotcycler-6 Py 

Episode 



In the center of the 
sewage pool below the 
stirrer, an opening in 
the machinery spins 
along with the blades. 
Wait for it to come 
around and swim down 
into the hole. Grab the 
Vitality Boost and swim 
back up through the opening. 

Use the keypad to the right 
of the sludge pipe to open 
the main door to the central 
sewage room. Then enter 
the next tunnel through the 
door on the right. Kill the 
Froginator on the other side 
of the door and proceed up 
the tunnel and into the main 

sewer tunnel opens, watch room. Look out for the spin- | 

for the attacking RoboSkeet. ning blades of the sewage 
Climb the stairs on the right |_| stirrer. 
to the top, get on the lift, ; 
and push the blue button. 
Turn left at the top of 
the stairs. 

At the beginning of this 
level, a cutscene shows 
Usagi’s spirit helping Hiro 
open the huge metal door 
blocking his way into the 
Sewer System. Usagi wishes 
to help Hiro and guide him ki 
to the Daikatana safely. As 
soon as the door to the 

S Now take a jaunt down tunnel 
number one. Turn right at the 
bottom and walk to the top of 
the stairs. Kill the Froginator, 
and look to your right at the 
railing. 
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Jump down onto the metal 
walkway below and continue 
forward out of the area. When 
you reach the slime at the end 
of the walkway, press the button 
on the left wall to call the lift. 
Jump on the lift platform when | 
it arrives and hit the green but- 
ton again to return to the main 

room. When the lift reaches the platform, climb the stairs and 
move up the ramp into the main room. Now it’s time to move 
into area two. Turn left and head into tunnel two. Kill the 
Froginator just inside the door and wind your way through the 
sewer passage until you reach level ground. Kill the three 
Froginators and the Sludge Minion around the next corner. 

Get on the lift when it arrives 
and use the green button. 
Climb the stairs and ramp 
into the main room. Turn left 
into tunnel two and proceed 
until you reach level ground. 
Use the Hosportal and keypad 
on the right. sy: 

Jump over the railing at 
the top of the stairs on 
the right. Be prepared 
to take on a Sludge 
Minion at close range 
as soon as you drop. 
Once it’s dead, you’re 
free to collect the 
health, ammo, and 
Chromatic Armor on the platform. 

one ny 

Turn toward the railing and | Now use the keyboard to f 
take out the nearby Sludge | open the door to tunnel two & 

Minion standing in the from the main area. 
scum. Hop the railing and 
head back to the right-hand | 
corner. Duck into the small 
passage there, follow it to 
the wall, and then turn left. 
Enter the open area and 
trudge through the sludge to | 
the metal platform. Jump on | 
and make your way around | 
and up the stairs to the | 
computer monitor. Smash | 

| 
| 

Shoot the grate and drop 
into the slime below the 
Hosportal. Grab the C4 
ammo and health berries 

off the tree. 
From the keyboard, turn left 
and shoot out the metal grate 
in the wall and the three pieces 
of machinery. Walk into the 
opening and turn left. Flip the 
switch on the left side of the 
passage. Go back out the 
opening to the monitor area 
and go right down the stairs. 
Jump into the slime near the 
panel marking area one. If you 

the Froginator on the right 
of the monitor and nab the 
ammo on the left. Swipe the 
C4 Vizatergo from its rest- 
ing place in front of the 

Turn around and journey farther 
down the tunnel. Kill the Sludge 
Minion and Froginator at the 
end of the tunnel near the door. 
Go through the door, ready to 

monitor. | need health, a fruit tree stands attack the two Froginators 
3 underwater to your right in the beyond. Move up the walkway 

and turn right. At the rocky 
area, in an opening on the left, 

s jump up and grab the ammo and fruit from the tree. 

y aA 

W a 
Hop across the sludge draining 
down the incline to the walkway 
on the other side. Enter the area 
marked with the numeral ‘2.’ 
Use the keyboard to open the 
door in the upper area. Moving 
quickly, run up the ramp to the 
open door as quickly as you 
can. You’ll barely have enough 
time to make it to the door 

before it closes, so hurry! Through the door, attack the Sludge 
Minion on your immediate left. Turn around and head toward 
the sewer tunnel. When you reach the end of the passage, an 
earthquake shakes the tunnel—and you along with it. Turn right 
and kill the Froginator. Proceed toward the end of the tunnel. 

Facing the number one panel 
again, turn left and find your 
way to the crawl space under 
the stairs. Inside, turn around 
and climb the ladder on the 
wall. At the top, duck down 
and crawl out onto the pipe. 
Crawl the entire length of the 
pipe to receive the 
Goldensoul. 
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At the end of the walkway on the 

a piece of the tunnel. Swim down 
into the sewer sludge through the 
crumbling tunnel. Be wary of 
Froginators lurking underwater as 
you swim through the rocky pas- 
sage. A Sludge Minion shoots at 
you while you’re still underwater. 

Pop your head up and spank the thing down. 
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right, another earthquake rips away 

Turn right and press the green 

Climb it and kill the Froginator 
in the pipe at the top. Go for- 
ward until you must jump down 
into the lower pipe. Kill the 
Froginator; then look right, 
through the chain link-covered 

window. You’ll soon get the Shotcycler-6 from that secret area. 
Walk down to the end of the pipe and jump out through the 
shattered metal. On the side of the room with the rock wall, 
collect health and ammo. 

‘tet 

heed 
G button to activate the auto-ladder. 
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Swim down into it and 
smash the Froginator inside. 
Swim through the pipe into 
the large concrete pool and 
up to the surface. Look out 
for the Froginators in the 
water and Sludge Minion on 
the outer edge of the room. 

Find the Shotcycler-6 on the center platform! Now kill 
the Sludge Minion and hop to its location. On this outside 
walkway you can collect plenty of ammo for your new toy. 
Splash back into the water and swim out of the pipe the way 
you came in. Exit through the secret hole in the floor and 
reenter the tunnel. 

3 

Now quickly use the button 
on the console in the con- 
trol room to lower the water 
level. As the level drops, 
swim out of the room and 
over the paddles on the left 
side of the area. You must 
move fast here. If the water 
level drops too low to sur- 
pass the paddles safely, 
you’ll have to use the button 
to raise and lower it again to | 
leave the area. Climb the 
incline in the tunnel beyond 
the paddles and go through 
the circular door. 

Hop out through the shat- 
tered metal. Collect health 
and ammo near the rock 
wall. Shatter the Froginator 
and swim forward around 
the corner until you can see 
the spinning paddles. Those 
paddles will kill you if you 
get too close, so swim up 
and over them into the small } 
control room on the other 
side. Nab the health and 
ammo from the corner of 
the room. 

level tunnel area ahead. Turn left 
and take down the two Sludge 
Minions around the corner 
there. Turn right at the first 
juncture and walk up the incline. 
Turn the corner to the left and 
squash the two Froginators. 
Walk up the ramp and open the 
door on your left. Kill the 

Froginator on the other side and pick up the health and ammo. 
Turn right and shoot the Sludge Minion at the top of the stairs 
from a distance. When it’s down, ascend the stairs and go 
around the concrete pipe casing. 

Annihilate the three Sludge 
Minions and two RoboSkeets 
beyond the door to the right in 
the huge green room. Then pro- 
ceed to the back of the room. 
Hop up onto the concrete plat- 
form, ingest the health, and 
scale the ladder. On the upper 
platform, use the button to 

open the round door into the next tunnel. Snap up the health 
on your way in. 

Take the elevator up to the 
control room. Locate the 
Hosportal in the corner. 
Approach and use the sta- 
tion to regain 50 health. 
Use the keypad on the con- 
sole to the right of the 
Hosportal to engage a 
cutscene: Hiro finds his way 
into the elevator to 
Mishima’s Prison: Solitary. 

Turn right at the first juncture 
and walk up the incline. 

Be prepared to battle Sludge 
Minions and RoboSkeets. 
Annihilate them and hop up 
onto the concrete platform | 
in back. Grab the health and 
scale the ladder. Climb out 
onto the support, traverse it, 
and climb the ladder on the 
other side. 

grab the Save Gem up and 
to the right. Walk to the 
other side of the incline, 
find the small room, and use 
the valve to open the door 
and grab the nearby health. 

Just before you reach the 
top of the incline, find the 
hole in the ground under the 
sludge. 
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Duck down and crawl 
under the stairs. You’ll 
find Plasteel Armor on 

your left. 

Exit the elevator and walk 
forward toward the door. Use 
the keyboard to the left of the 
door to open it. Once inside, go |3 
straight to the right of the stairs. | = 

Kyoto; Japánt 

Come out from under the 
stairs and enter the area on 
the left. 

2455 
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Kill the Mishima Worker at | 
the computer and use the 
button on his right to gain 
access to Cell Block One. 
Exit the area the way you 
came in, using the keyboard 
on the right side of the 
door. Be on the lookout for 
Mishima Guards as the door 
opens. Kill the Guards, turn 
left, and descend the stairs. 



Kill the Inmater in the Cell 
Block One doorway from a 
distance, strafing to avoid 
his shots. Enter Cell Block 
One and climb the stairs. 
Grab the health and ammo 
there, and then turn to face 
the Inmater at the end of the | 

“ hall. Pass up all the cells and 
blast the Inmater on the 
platform to the left. 

yello 
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Turn back toward the cells 

the doorway, turn right and pick 
up the ammo. Now make your way up the ramp. As you round 
the fourth corner, an Inmater attacks. Shoot it from a distance, 
ducking back around the corner for cover. When the Inmater 
goes down, jump onto the ledge on the right and snap up the 
health. 

Crawl under the platform 
through the space under the 
right side of it. At the bot- 
tom of the decline, look to 
the right to see the cell- 
block power generator. 
Shoot the generator to lower 
the force field blocking 
access to the next area. This 
releases all prisoners in CB 
One. Duck down and crawl 
out of this passage. 

mi 

and walk to the last one on 
your right. Collect the 
ammo from inside. Now 
turn back around and take a 
right at the platform. Nab 
the ammo from the floor 
and head upstairs to the 
door. Prepare to battle an 
Inmater and a Mishima 
Guard on the other side of 
the door. 

Smack them down and walk 
around the circular lift in the 
center of the room and into the 

w-lit passage ahead. Inside 

n + 
~—_ we two Mishima Guards on the 

Move farther along the ramp 
and grab the health and 
ammo off the Inmater’s 
ledge. Continue up this 
path, but slow down when 
you glimpse yellow light 
ahead. Proceed slowly and 
kill the two Mishima Guards 
at the top of the ramp. 

Step on the lift in the center 
of the room. It activates 
automatically. Turn right 90 
degrees. The lift stops at the 
level of the platform in front 
of the door you just 
unbarred. Kill the Mishima 
Guard there and hop to the 
area in front of the door. 

March up the stairs and 
around the metal grated 
enclosure. Beat down the 

other side and pick up the 
ammo from the ground. 
Also nab the ammo on the 
other side of the pillar on 
your left. Now proceed into 
the open area and kill the 
Mishima Worker at the elec- 
tronic panel. 

$ 

Press the button to the left 
of the console to unbar the 
door in the main room. Turn 
to the opposite wall and 
walk over and grab the 
Shotcycler-6 from the floor. 
Use the Hosportal on your 
right to regain health, if you 
need it. Now run all the way 
down to the bottom of the 
ramp and into the main 
room. 

Turn right and follow the 
wall out onto the grated 
platform. Smash the 
Mishima Guard there and 
nab the health. Turn around 
and open the door. Destroy 
the Inmater to the right, and 
collect the ammo from near 
its remains. 

To access Cell Block Two 
you must short-circuit the 
broken door: shoot the 
power conduits above the 
Worker’s head; they’II 
explode. 



end of the hall. Turn right and 
walk down the incline. Walk 
around the end of the railing on 
the left and grab the health from 
the floor. Now turn back and 
enter the small area next to the 
green Mishima sign. Use the 
door to the right of the sign. 

Peek around the corner and spot the barrel inside. 
— 

To proceed to the next area, 

you must destroy this barrel 
to blow a hole in the wall. 

and bounce an ion blast into 
the room from a distance. 
Now step into the room and 
use the door to close it 
behind you. 

Notice the crack on the 
wall the door had 
blocked. Shoot the wall 
until it explodes to 
reveal a secret area. 
Crouch and crawl into 
the area and grab the 
Goldensoul 

Sneak back out of this area and | 
in through the hole the barrel’s 
explosion created. Crawl along 
the right-hand wall to the end of 
the room; then make a U-turn 
around the pipe. Jump up onto 
the thin pipe ahead, where it 
meets the wall. Turn around and 
hop onto the big pipe; duck 

down so you can crawl entirely on top of it. 

over the right side. Hop down 
onto the right side of the pipe 
and grab the Acro Boost from 
the ground below. Jump back 
up onto the pipe and follow it 
all the way to the wall. Stand 
up and jump atop the grating 
through the hole. 

Ky oto, 

Creep under the door to the | 

Use an lon Blaster. Stand back 

Crawl along the pipe and peek 

Jsa 

Turn left and continue forward, 
crouching as you approach the 
fan. Stay low, or you’ll become 
a pile of gibs. 

Past the fan, turn left into the 
opening between the two pipes 
and grab the health below the 
fan. Still crouching, crawl out i 
from between the pipes and turn 
left. Pick up the C4 gun there, | 
and then jump over the pipe on | 
your left. Duck under the ceiling | 
support and make your way to 
the corner. 

px 

"H : Drop into the pipe and duck 
4 down to get out of it. 

Outside, two Mishima 
Guards wait to your immedi- 
ate right. Take them down 
with some well-placed C4 
and grab the ammo they 
guarded. 

Turn back around and walk to 
the elevator at the end of the 
hall. Push the button to 
descend. Surgeons operate on 
prisoners and torture devices 
hang from the walls all around 
the room. Head toward the 
Inmater at the far side of the 
area and blow it away with a few 

| CA4s. Turn left into the control room. If you need health, access % 
the Hosportal on the far wall. 

Use the keypad to activate the 
bridge on the upper level; 
then exit the control room 
back to the elevator. Ascend 
and follow the walkway 
around to the bridge. 
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At the far end of the bridge, 
press the button on your left to 
open the door and move for- 
ward and around the corner until 
you see an Inmater. Blast it, nab 
the ammo there, and continue 
down the hall and up the stairs. 
Blow up the Mishima Worker 
and swipe the ammo from the 
floor. 

Turn toward the huge 
Mishima Corporation 
panel. Shoot the panel 
until it explodes. 
Behind it, you’ll find a 
Goldensoul that will 
increase your health by 
100 health points. 

Turn 180 degrees, toward the 
monitor on the far wall. Press 
the nearby button to open the 
door to Cell Block Three. Board 
the lift on the right and ascend. 
Snag the health on the right and 
turn left to attack the three 
Mishima Guards. Toss a couple 
of C4 charges toward the 

Guards to make gib soup! Pass their corpses and attack three 
more Guards farther down the walkway. 
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Move through the door 
ahead into Cell Block Three. 
Kill the Mishima Guard 
inside and collect the ammo 
from the ground near his 
body. A Hosportal against 
the wall near the door will 
replenish your health. 

Stracegy G unde 



Walk downstairs and 
take out the worker at 
the bottom. Shoot the 
machinery in the wall 
under the stairs to 
reveal a secret passage. 
Climb in and crawl 
through the pipes to 
find a WraithOrb and 
some Shotcycler ammo. Be careful not to burn yourself 
on the pipes! Now turn around and exit the passage and 
walk towards the computer keyboard straight ahead. 

Go to the computer 
straight ahead and use 
the keyboard to open 
the nearby door. 
Proceed carefully 
though the door into 
the next room. Shoot 
the Inmater at the end of the hall from a distance, but 
don’t approach the lasers! Touch them even once and 
you'll die. 

Drop down into the pit 
so that you’re facing 
the exact middle of the 
large structure ahead. 
About halfway down 
you will land on a sup- 
port. Walk forward 
through the door into 
the structure. Climb the Move to the left side of the 

hall and look down toward 
the end near the ceiling. 
Shoot the power box there 
to disable all of the lasers. 

At the far end of the hall, 
jump down into the open 
room below. Go forward 
and left into the room 
containing the rockets, 
Sidewinder, and health. 
Grab those items and 
climb the stairs. The grate overhead opens automatically. 

platform. 

a 

Now turn around and go back 
through the door into the laser 
hall. Walk down the laser hall 
into the big blue room. ag We 
Immediately turn left and jump ~ i 
up onto the concrete ledge. Kill | =| 
the Mishima Guard there, and 
follow this ledge to the Inmater 
farther down, near the Mishima 
Corporation wall panel. 

Shoot the Mishima Corporation panel to reveal a hidden 
area containing some health and Shotcycler ammo. 

ladder inside and collect the Chromatic Armor halfway up. 

Four. Turn left and follow the hall to the broken door. To open 
it, climb the nearby ladder and kill the Mishima Guard on the 

a will open just enough for you to 

Now turn around 
180 degrees, creep 
toward the edge of 
the ledge, and look 
down into the pit. 

Open the door and grab the 
health and ammo. Turn right and 
ascend the stairs. Kill the 
Worker at the computer on your 
left and use the keyboard to 
open the bars blocking the con- 
trol room exit. Turn right, exit 
the control room, and walk up 
the grating toward Cell Block 

Use the lever on the left wall. 
The machinery will explode and 
a piece of the wall will break 
away. To open the door, you 
must turn the gear manually 
behind the broken section of 
wall. Use it, and the door below 

squeeze under. 



With Superfly in tow, go back to 
the elevator to blast the 
Mishima Corporation panel to 
pieces. Grab the access card and 
proceed down the hall toward 
Cell Block Death, which houses 
Mishima’s death row prisoners. 
Use the access card on the card 
scanner left of the door. As it 

opens, shoot the Inmater on the other side. 

of 
the door, you must per- 
form a Shotcycler jump 
to reach the ammo and 
Goldensoul behind the 
bars on the left. Grab 
the items, and hop up 
onto the lower pipe 
and over the bars. 

Enter the room where blood 
flows from the ceiling into the 
vat below, and take out the 
Mishima Guards and 
Inmaters. 

To perform a Shotcycler jump, jump and 
immediately fire the Shotcycler at the ground. 
This move propels you much higher into the 
air than a regular jump. Practice often to mas- 
ter this very useful move. 

Run down the hall to the eleva- 
tor. Press the button on the 
right, inside the cage, to ascend | 
to the floor above. Two Mishima 
Guards await you there. Several | 
Inmaters round the corner and j 

| 

Climb the metal ramp in. the 
middle of the room, but slowly 
to avoid falling into the grinder 
at the top! Turn around 180 
degrees and hop onto the plat- 
form to collect more health. 
Hop down, turn right, and make 
your way past the bins of 
bloody body parts. 

make their way to attack you 
very quickly, so duck in and out | 
of the elevator as you fire a 
Shotcycler to wipe them out. 

: Turn left over the metal grat- 
ing and find the exit door. 
Open the door and enter the 
elevator to make your way to 
the Crematorium. 

Turn left into the cell block and 
enter the torture chamber at the 
end of the hall. Inside, you'll 
find Superfly Johnson attached 
to one of Mishima’s massive 
torture devices. He gives you 
information about Mikiko’s 
whereabouts in exchange for his | 
release. He also tells you that 

behind the Mishima panel near the elevator you'll find the card 
you need to enter the higher levels of the fortress. 

Kill the Surgeon and use the 
computer to release Superfly 
from the machine. He’s on 
your side now, as he seeks 

nee revenge against Mishima for 
Be = all his pain and suffering. 
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The First Section of the Crematorium 

Your journey into the 
Crematorium begins as you and 
Superfly walk up the stairs and 
through the first coffin door 
into the main lobby. In this area, 
Mishima Crematorium welcomes 
the families of the deceased to 
see their loved ones one final 
time. On the other side of the 
door, a Ragemaster attacks 
immediately. 

Don’t shoot the painting of Kage 
Mishima! A LaserGat behind 
Kage’s face will attack if you do. 

# + 

Take it down and find your way 
» into the waiting area. As you 

~ enter this area, the painting on Back out of the area to wipe out 
a your left moves to reveal a the LaserGat. Now go back in 
G LaserGat. Back out of the area and destroy the Guard on the 
œ to wipe out the LaserGat. Now right side of 
» go back in and destroy the the room. 

Guard on the right side of 
the room. 
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Blast the top of the coffee 
table to reveal a secret 
passage. Descend the lad- 
der and grab the Power 
Boost at the bottom. 

Duck under the secondary 
gate and turn right, toward 
the security station. Go 
around the station to the 
meta! walkway above the 
swamp. Kill the Guard and 
Cambot near the building 
and follow the walkway 
around to the security sta- 
tion door. Take out the 
Guard, enter the building, 
and eliminate the Worker 
inside. 

Turn around and run to the 
main gate. Watch for a 
LaserGat to attack from its 
post high to the right of the 
gate. Blast it and the Guard 
standing below it. 

Return up the ladder and head 
for the front door. Pass through 
the door to the outside walk- 
way. Take out the Cambot 
ahead before it spots you. Walk 
down the stairs and kill the 
Guard at the bottom. Hop over 
the railing into the pool. 

>. = > 
Approach the left station at the 
main computer and use the key- 
board to open the loading-dock 
door. Use the middle station to 
learn that the main gate is 
locked. Use the right keyboard 
to open the secondary gate. 
Now exit the security station 
onto the walkway. 

Collect the ammo and some 
fruit from the small tree. 
Jump back over onto the 
walkway and venture farther 

As you pass the loading 

| 

| 
| into the parking lot. Another 

| 
L 

dock, a wall panel opens 
ahead and LaserGats attack. 
Shoot them down from a 
distance, and then turn to 
attack the Ragemaster and 
Cambot. 

Cambot lurks around the 
corner, along with a 
Ragemaster. 

Rocket-jump up and off 
the walkway and drop 
into the foggy swamp. 
Grab fruit from the 
small tree on the rock 
at the base of the walk- 
way support. Find your 
way back to bridge sup- 
port farthest from the 
waterfall. 

Find the Plasteel Armor in the water behind the sup- 
port. Now locate the ladder near the waterfall, climb it, 
and blast through the barbed wire on the side of the 
bridge. 

= 

Walk toward the chain link 
fence and turn left between 
the fence and fortress wall. 

A 

Kill the Guard and 
Worker to reveal a 
Hosportal and a couple 
of health packs. Use 
the Hosportal to regain 
as much health as you 
need and have Superfly 
pick up the 
health packs. 
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alk into the main parking lot 
and summon Superfly. Now you 
can enter the loading dock area. 
Shatter the Ragemaster, as well 
as the Guard near the main dock 
entrance. Use the keypad on the 
right-hand wall to open the door. 
First, kill the Guard to your 
immediate left. 

Then turn and wipe out the 
LaserGat in the center of the 
room. Collect the ammo from 
behind the coffins, and then go to | 
the cage on the opposite wall. 
Use the Hosportal on the right to 
regain some health. Shatter the 
Ragemaster and guard and use 
the keypad to open the door. 

Annihilate the guard to your immediate left. 

The Second Section of the Crematorium i 
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To do so, break the hatch off 
the straight pipe in front of 
the fan. Water pours out of 
the pipe and into the fan, 

-D a a j ; É Z i i making it explode to blow 
pe r Š i o à ; TF sata : open the conveyor-belt door 

m : z FHE , -~ with an electric blast. 

Use the keyboard on your 
left to start the coffin lift, 
then grab the sidewinder 
near the door on the left. 

Turn and wipe out the 
LaserGat in the center of 
the room. 
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Grab the health pack on the 
left, and then sneak around 
the right side of the first fan. 
Don’t touch it, or you'll 
explode in a big pile of gibs! 
Crawl around the pipe, inch- 
ing past the second fan and 
toward the far wall. 

Climb the ladder out of the pit 
before the water reaches your level 
or you'll be electrocuted! 

: a Al 
Get on the belt and ride ke 
through the broken door. Open g: 
the second door to enter the ? 
coffin storage area. From the top Fa 
of the conveyor belt, take out k 
the LaserGat mounted on the | x 
walkway above and the Cambot |’ 
at the far end of the room. Go 4 

ra 

Approach the pit ahead with | ~ 
caution. Falling in means a 
violent and bloody death. 
Creep along the thin metal 
support and leap across to 
the other side. Proceed 
through this passage and 
duck into the next section. 
Follow the vent all the way 
to the ladder, climb it, and 
approach the opening to the 
hallway below. 

Drop into the lower passage. 
A LaserGat attacks. Shoot it 
down with your Sidewinder 
as quickly as you can. 

to the bottom of the belt and 
wipe out the Ragemaster and Mishima Guard. 

All doors in this room are 
locked, so you must find anoth- 
er way into the next area.Kill the 
Guard under the conveyor belt 
and grab the ammo there. Make 
sure to save some for Superfly! 
Nab the health from the corner 
of the room, and then head over 
to and jump on the lift. Superfly 

offers to stay behind and explore the area while you find a way 
into the next room. 

Superfly broke into a storage | 
closet while you were gone. 
Use the sparking keypad to 
enter. Grab all the good 
stuff you can hold, and make 
sure Superfly gets his share. 

Drop down and use the key- 
pad to blast the power box 
on the ceiling to open the 

Blast through the wall 
of coffins on the left 
and blow through the 
wall grate. Collect the 
extremely powerful 
Shockwave in the 
opening! 

Jump onto the coffin, and 
from there onto the tiny 
ridge on the support. Hop 
onto the ledge on the left 
and duck into the shaft. 
Wind your way through the 
shaft and out into the area 
below the storage-room 
floor. 

Hit the blue button on the lift 
twice to ascend to the top. 
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Now take Superfly with you 
back into the hallway and pro- 
ceed into the next room. Take 
out the LaserGat and Guard. 
Then use each of the four com- 
puters to observe different areas 
in the Crematorium. Open the 
door, and then get on the lift. 
Push the button to go up, and 
then head out through the door. 

a 

Kill the Guard, climb up 
through the coffin hallway, and 
wipe out all enemies in your 
path. Go through the door at 
the top, taking out the 
Ragemaster ahead and the 
Guard on the left. The door 
ahead is locked, so take a left. 

a 

To get to the next area you will 
have to find a way around the 
locked door. Go through the 
unlocked door, shatter the 
Ragemaster, and enter the small 
control room at the walkway. 
Go through the door at the end 
of the walkway. Climb the stairs 
into the small storage room. 

Blast the grate under the shelf in 
the coffin storage room and 
climb into the vent. Climb 
through the vent until you reach 
the room full of pipes. Grab the 
ammo there and use the 
Hosportal down low. Crawl out 
through the lower vent and head 
toward the door. 



Collect the Chromatic 
Armor from behind a 
pillar all the way to the 
right. 

i BRIERE 

On the left, grab some fruit 
from the potted tree for 
health. Go across the stairs 
and down the set on the 
right. Walk out through the 
glass walkway with a view of | 
the marsh. 

Exit through the rectangular 
door to the right of the 
desk. 

~ 

Now turn and head in the 
opposite direction, toward the 
blue light. Take out the 
Mishima Worker and the 
Guard. 

aoe ah i ae Se 
Blast out the walkway 
glass and jump into the 
water. Ps 

Grab the Goldensoul 
and Chromatic Armor 

from each corner of the 
area. Take the lift back 
up onto the walkway. 

Hop on the belt and go 
through the incinerator 
to the other side. Drop 
off the left side of the 
belt and grab the health 
packs and ammo. 

Now continue into the viewing 
room. Destroy the many Guards 
there and nab the ammo from 
the corner. This room is where 
families come to watch their 
dearly departed enter the crema- 
tion incinerator. To reach the 
incinerator room, blast the cover jæ 
off the vent high on the wall | 
near the bookcase. Hop onto 

the table, and from there to the sign, from the sign to the light, 
and from the light up to the bookcase. 

Jump on the conveyor belt 
alongside a coffin. Then ride 
the lift with it down to 
Processing. 

Now crouch into the vent 
and climb. As you look 
down through the ceiling 

Traverse the length of the 
vent and blast through the 
weaker grate at the top. 

grates, notice that the 
coffins are being carried past 
the incinerator on a convey- 
or belt. 

Drop through it to stand in da ? s 
front of the oven. Crouch Whi i i yl 
down and crawl under it. 
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Originally, this map was called the “Defense Zone” and j 
was built'by SecuriCo as a heavy-duty layer of the i 
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Command Superfly to get 
the Ion Blaster ammo (in the 
corner to the right). 

Locate the first blue 
floor light after the sin- 
gle stair in the middle 
of the hallway. Destroy 
it and a secret passage 
will open up in the 

f i floor. Jump down into 

a 

Use the Hosportal to the left 
of the door to regain 50 
health and let Superfly pick 
up the health pack. Go 
through the metal door and 
climb the stairs. 

~i} it to collect the 
SS] Megashield. 

{ 

Kill the Venomvermin. (Look 
out for the Deathsphere and 
LaserGat just around the 
corner.) Superfly will wait for 
you here. 

mr 

i 

Break the glass and jump out 
the window into the swamp. 
Explore the water and grab all 
the health and ammo you can 
find. Nab the power boost 
from the far corner of the 
swamp. 
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Collect the. Save Gem from 
the water under the arched 
rock near the pipe, and then 
climb up the rock. Jump to 
the nearest rock, and from 
there into the pipe. Snag the 
health and ammo from 
the corner and climb the 
ladder. Look out for the 
Venomvermin at the vent 
entrance. 

the next ladder, climb it, and 
blast through the grate at 
the top. 

— 
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Open the door directly 
ahead to admit Superfly. 
Smash the guard, LaserGat, 
and Deathsphere in this hall- 
way. Use the Hosportal at 
the end of the hall to regain 
some health. 

Kill the worker on the ladder 
and go over the hump into 
the next hall. Shoot down 
the Deathspheres and 
LaserGat. Climb the stairs 
and go through the door at 
the top. 

Look out for a guard, LaserGat, 
and Venomvermin inside on the 
suspended metal walkway. 

Sicraece g y Guide 
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Approach the big computer to 
activate it. Use the keyboard 
to unlock the freezer door. 
Grab the rockets in the corner 
opposite the door, and the 
health near the belt to the 

In the next room, kill the guard, 
and push the button on the left 
to open the elevator door. 
Descend in the elevator and kill 
the guard at the bottom. 
Immediately take out the 
Deathspheres overhead to the 
left and grab the rockets on 
the right. TON 

Use the Hosportal on your 
left, and have Superfly pick up 
the health pack nearby. 

Use the button behind 
the meat vat on the 
wall in the corner. The 
stairs to the exit door 
move to reveal a vent. 
Blast the cover off the 
vent, climb in, and find 

your way to the Attack 
Boost. Use the button 
on the wall to lower the stairs and exit. Take a right and 
return to the packing room. 

Walk behind the pipes 
along the ledge. Behind 
a pipe in the rear cor- 
ner, you'll find the 
Chromatic Armor. 

: : cs 

Go upstairs and crouch under 
the conveyor belt on the left. 
Use the Hosportal for health 
and grab the Save Gem. Climb 
back under the conveyor belt 
and through the door into the 
freezer. Take out the 
Deathspheres, LaserGat, 
Venomvermin, and Guards. Nab 

the Shockwave from the floor near the stairs and the ammo 
from under them. 

Look out for the onslaught of 
enemies in the next room. Take 
out all the Deathspheres and 
Venomvermin; then turn and 
grab the rockets from the floor 
on the right. Let Superfly col- 
lect the Ion Blaster ammo on 
the left. 

From the stairs, climb 

to the higher shelf on 
the right. Crawl along 
the shelf and punch the 
big crate three to the 
left of the door. It 
explodes to reveal a 
Power Boost. 

Climb under the stairs 
at the far end of the 

room and look for a 
small opening on the 
right. Crouch into the 
hole and grab the 
Goldensoul from 
inside. i : 

Jump down, climb the stairs, $ 
and go through the door. Kill m 
the Guards in this room, and K 
then enter the next. Take out the 
Deathsphere, Venomvermin, and 
Mishima Guard. Grab the ammo 
from under the stairs. Go 
upstairs and through the door 
into the shipping dock. 

Go through the door downstairs 
near the stairway. Take out the 
Venomvermin and multiple 
Deathspheres. Climb the stairs 
on the left and go through the 
door past the oven. Take out all 
the baddies in this room under 
the walkway. 



Wipe out the creatures with a 
couple of well-placed Shockwave 
blasts. Tell Superfly to get the 
lon Blaster ammo from behind 

the crates in back on the left. | Just inside the door, 
Grab the health from behind the | jump left over the rail- 
crates under the walkway. Climb ing and down to the 
the stairs and make your way up ground. Collect the 
the metal structure to the door ~~ Plasteel Armor from 
at the top. ; behind the crates in the 

Climb the ladder back to the 
walkway. At the top of the 
stairs, you’ll view a cutscene 
as you and Superfly teleport 
into the Icelab. 

‘map turned out exactly as | envisioned it, thanks to 

the: excellent ame | laid by Steve Rescoe. Many 

< ina ee, 
fi nal version 

of the Icelab 

feels right. There’s plenty of cold nitrogel 

i enshrouded in blue fog and Cryotechs doing their 

eam š | work in front of massive supercomputers. 

Cambot 

Cryotech 
Mishima Worker 

z ame _Deathsphere ie y 
sa LaserGat E 

Mishima Guard 
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The First Section of the Icelab 

Hop over the N-gel onto the 
far metal walkway; then take 
out the Cryotech on the right. 
Turn the valve on the left to 
lower the N-gel that fills the 
bottom of this area. 

ie 
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After you and Superfly tele- Wena) 
port into the Icelab, use the — es 

computer to open the door. 
Look out for the freezing N- 
gel sprayed from the vents. 
It does plenty of damage if 
you touch it. 

Go left and use the computer. 
This alerts security. The door 
opens, and forces on the 
other side stand ready to 
attack. 

Look over the edge of 2 ie Ba a 
2e ge ’ the walkway to the 

‘ ed ies a a r f right of the pipe. Jump 
a ë & w down onto the tiny 

=i: ledge on the right and 
climb into the vent. 
Climb up and grab the 
Vitality Boost. Then 
follow the vent down 
through the pipe. Jump down onto the lower pipe and 
collect the Goldensoul in the opening on the left. 

Go forward through.the door 
and nab the Save Gem to the left 
of the pipe. Turn around and 
descend the 
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Kill the monsters and pro- 
ceed down the hall to the 
large probe. Use the 
Hosportal on the left and 
take a right into the small 
control room. 
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Shatter the guard sitting at 
the computer to get the blue 
control card. Exit the room, 
and then use the blue con- 
trol card on the computer 
near the barred door to 
open it. 

Jump off the big pipe down 
to the lower walkway. 
Ascend in the lift and kill 
the Worker upstairs on 
the right. 

Hop onto the elevated area 
on your right and grab the 
Attack Boost near the end. 
Hop down and enter the 
next room. 

Smash the Guards and 
Worker, and then use the 
computer near the door to 
open the bars. 
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Follow the walkway ahead into k. 
the large open area and walk 
up the ramp on the left. 

Enter the break room and 
collect the Plasteel Armor 
and health from the far end 
of the room. 

Use the door to exit this 
room, climb the stairs, and 
take a right. Grab the health 
at the end of the hall in 
front of the SciCo door. 

Turn left and jump to the 
ladder on the side of the 
structure, taking care not 
to fall into the deadly 
N-gel below. Climb atop 
the structure and pick up 
the Shockwave there. 

Kill the Guard and 
Cryotech, and grab the C4 
ammo and rockets. Pick up 
the Save Gem at the end of 
the metal walkway and 
follow it to the next door. 

Exit and follow the walkway 
to the other side. Use the 
door to enter the next area. 

Drop onto the walkway and 
follow it to the room with 
the four red-lit cryosuit 
holders. Grab the Shotcycler 
shells and have Superfly pick 
up the lon Blaster ammo. 

Crawl down the ladder and 
out onto the pipe to collect 
the Megashield at the end. 

Walk through the door and 
- follow the path to where the 
= metal mesh wall on the right 

ends.Walk through the door 
and follow the path to where 
the metal mesh wall on the 
right ends. 

Walk up the large sup- 
port to the left of the 
metal mesh wall. Slip 
through the opening on 
the left and drop onto 
the surface below. Turn 
slightly left and make 
your way to the edge 
of the floor. Now jump 
over to the roof above the door to acquire the 
Goldensoul. 

Climb back up the ladder and 
exit the room back out to the 
walkway. Look down into the 
N-gel-filled area below. Jump | — 
onto the platform and pick up 
the rockets. 

Use the doors at the top of 
the pipe to exit and kill all 

onto the lift to reach the 
room above. 
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Descend the ramp and call Now ride the lift back down 
the lift using the green wall | | | and go through the SciCo 
button. Take the lift up and | door. Nab the C4 ammo on 
follow the walkway ahead i the other side of the pipe 
and to the right to collect and go through the 
some health and lon Blaster next door. 

| ei 
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Look out for the Inmaters at 
the top of the ramp! Take 
them out, then grab the 
health at the top on the 
right and the Shockwave on 
the left. 

Jump down onto the walkway. 
Go in the direction opposite 
the door and kill the Guard 
and Cryotechs near the 
computers. Use the Hosportal | 
behind the mesh wall. 

; The Third Section of the Icelab ; ae A z Boa rg ; 

A Watch out for the supercooling 
hee N-gel as you follow the 
- 

< 

A stasis field ahead confines 
Mikiko. Go through the door 
and immediately take out the 
Inmaters on the right. Grab 
the C4 on the right, and then 
press the green button near 
the door to open it and enter 
the next area. 

walkway around and kill the 
Inmater at the end. Grab the 
Save Gem on the right and kill 
the guard in the hall on 
the left. 
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Continue along the walkway 
to the stairs. Climb each set 
of stairs and kill the Inmaters 
at the top. Move forward 
through the SciCo door. 

Ho SAAR $, Walk forward toward the but- 
"OOOO ton on the ground. View the 

cutscene as you and Superfly 
rescue Mikiko from the stasis 
field. 

. 
room is very close to the d original vision thanks to 

a i t 4 | Whiteside, who finished off this map. 1 wanted the 

VAULT é Pe wh boss map to be more than just a big monster in the 

i. T, | last room. It needed to be different, so I decided 

€ to make the room itself dangerous and then have | 

k- ‘W f two boss monsters instead of one. So now the | 

i ial room is really fun and your gateway to the rest of | 

-- ei D the game. 
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Shoot the wall grate on 
your right and make 
your way through the 
vent. Go through the 
door and grab the 
health from the ledge. 
Walk across the bridge 
and collect the Save 
Gem and health. 

Take out the Cambot and 
tell Superfly and Mikiko to 
pick up the ammo at the top 
of the next set of stairs. 

Grab the ammo from around 
the pillar on the left and the 
Plasteel Armor from either 
side of the stairs. Have 
Mikiko or Superfly pick up 
the other armor, and then 
head upstairs. a Back out in the main room, 

= descend the ramp to the 
_= lower floor. Use the keypad in 

the wall to bring out the lad- 
der rungs above. Climb the 
ramp and scale the ladder. 

4, = 

Use the keyboard to the right 
of the stairs to open the big 
door. Shoot down the 
Deathspheres hovering ahead 
and watch out for the 
Ragemasters popping out of 
the trapdoors in the floor. 
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After you hit the ground, collect | — 
the health ahead and climb the 
ladder. Try to cross the bridge. 
The cables snap, sending the 
metal slab crashing to the floor. 
Climb back up and jump across 
the gap. Take out the Guards 
surrounding you. Use the key- 
board near the door to admit 

Superfly and Mikiko; then jump back into the pit. Enter the 
small room at the end of the pit and kill the Guards inside. 

Obliterate the guard and 
Workers ahead in the next 
room. Use the keypad to take 
the lift to the lower level. 

a 

Use the keypad at the 
bottom to raise the lift, 
but don’t board it. 
Shoot out the grate 
near the floor and crawl 
into the opening. Climb 
the ladder and follow 
the passage to its end. 
Grab the Goldensoul, 
ammo, and Plasteel Armor from behind the grates there. g p e age 4 

Now go back to the gray 
metal doors and pass 
through them. Climb the 
ramp and slash the worker at 
the top. Turn left at the blue 
and white SciCo sign and 
follow the metal walkway to 
the keypad on the wall. 

With your companions in 
tow, climb the ladder into 
the computer room. Find the | 
Hosportal among the com- | ~ 
puters near the pipes full of 
flowing green liquid. 

= A ot, 
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Summon the lift and ascend. Take the lift down and go 
Return to where the Guard through the door before it 
was and lift the access wall closes. If Superfly and 

panel to open the cage on Mikiko don’t make it, use 
the right. Use the keyboard the keyboard on the other 
to open the door on the side to reopen the door for 
lower floor. them. 

Turn and walk back to 
the SciCo sign and turn 
right. Walk down the 
ramps and circle around 
to the left. Take the 
Plasteel Armor from the 
opening under the 
stairs. 

Climb the ramps again and go 

right at the SciCo sign. Take |- 
the walkway to the other side | 
of the room. Climb the ladder |- 
and enter the pipe. Shatter 
the Venomvermin ahead and 
go through the door at the 
end of the tunnel. 

si a S 

Climb the ramp and kill the 
mass of Venomvermin scur- 
rying along the ground. 
Collect the Save Gem at the 
top and shatter the fan in 

Shatter the Ragemaster and 
Guards on the other side 

and hop into the water 
below the suspended walk- 
way. Use the keypad to open 
the lid on the pipe. Swim 
into the pipe and shoot the 
covering off the end. 

j ne i > # 

cay 

To lower the bridge, shoot the 
Cr power box in the ceiling on S 
= the right near the far wall. 

Walk across the bridge and 
use the door on the other 
side to open it. 
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Find your way to the room 
containing the green 
liquid—filled pipe. Smash the 
Ragemasters and take a left 
toward the smaller room next 
door. Superfly and Mikiko will 
stay behind while you find a 
way to open the door in the 
other room. 

When the platform 
reaches the top, rocket 
jump or Shotcycler 
jump and land on the 
vent just below the ceil- 
ing. Walk to the end of 
the vent and collect the 
rockets. a Pe Jump onto the blocks, and 

“— fia from there into the vent. 
= Crawl through toward the 

health. The vent bottom will 
break and you'll fall into the 
sewage below. 

Jump back onto the final moving | 
platform. Blast the grate from the | 
vent at the top and climb inside. 
Turn right inside the vent and 
find the 50 health at the edge 
of the broken floor. Turn around 
and crawl in the opposite 
direction. Drop into the room 
with the flowing green liquid in 
the center. 
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Shatter the three Sludge 
Minions and climb the ladder on 
the wall to your right. Grab the 
Save Gem from the platform and 
hop over the large moving plat- 
form ahead. (Take care not to be 
crushed between the platform 
and the ceiling!) Make your way 
onto the second platform, and 
then jump across the gap to the 

platform opposite. Grab the Acro Boost from the ledge between 
the two platforms, and then drop onto the next one. 
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Use the keypad on the wall to 
open the door and admit 
Superfly and Mikiko. Walk 
down the hall toward the yel- 
low light. 

The Second Section of the Vault 
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Wipe out the mob of Guards Si oe. 
crowding the room. Use the _ Your first task is to destroy | 
Leelee m He NEE cant each attacking LaserGat. Then 
` i D peta a you must destroy each of the 
own the ramp. At the bottom, three small Brains up near the a 

enter the room on the right. 32 ceiling. Shatter their protec- | 
Grab the health and ammo at 
the other end, wary of the trio 
of Venomvermin that attacks 
from behind. 

BP 
Use the keyboard at the end of 
the hall to open the hatch on 
the vent. Climb in and scale the 
tall ladder ahead. Smash through 
the grate at the end of the vent 
and drop onto the wedge- 
shaped lift below. Ascend 
through the passage and kill the 
Deathspheres you encounter 

Y $ ; z A = tive casing, and then kill the 
gs = Brains themselves. 

Be os 

The shield protecting the main} ~ 
Brain has lowered now, leav- 
ing it vulnerable to attack. : 
Annihilate the defenseless > 
Brain to disable the electric i i 
defenses. Now you can walk a 
anywhere in the room without | ~ 
fear of electrocution. 
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before they can hurt you. Hop onto the ledge near the end of 
this concrete area and grab the health. Shoot the grate at the 
bottom near the slime. 

When the Psyclaws are dead, 
the Daikatana is yours. But 
Mishima soon interrupts 
your celebration and 
attempts to time-travel. Thus 
begins your journey through 
Ancient Greece. 

Doors under the center plat- 
form open to release two 
Psyclaws. With Superfly and 
Mikiko’s help, obliterate the 
two mind-warping creatures. 

i 
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Crawl through until the fan 
blows you up through the 
grate into the room above. 
Descend the ladder and use 
the keypad to admit Mikiko 
and Superfly. 

Go back up the ladder and 
shatter the Ragemaster waiting 
there. Obliterate the Guards 
and Ragemasters ahead and 
grab the Save Gem at the end 
of the hall. Enter the hall on 
the right and shoot down both 
Deathspheres. Use the keypad 
to enter the Daikatana room. 
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Find your way around to the 
entrance and immediately hop 
onto a corner platform. These | — 
platforms are the only safe place || Į 
to be when the floor becomes i 
electrified: when the timers on 

a either side of the Brain reach the |... tf 
(el Bie 5 z floor, they send a sheet of elec- 
mE aa Bei sn tricity over the area. Unless 
you’re on the corner platform, it will hurt you very badly. Tell 
Mikiko and Superfly to come up and join you, and then to stay. 
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chose the ancient Greek setting for the 
second episode because it’s about the 

oldest time period that most people 

can relate to, other than Egypt and 

wacky prehistoric dinosaur land. In 
addition, the Greek time period pro- 
vided plenty of mythology that most 
people have learned, and there’s also 
lots of interesting locations in the 
ancient Greek myths for adventuring. | 

cut the original design of Episode Two 
down a little due to time constraints. 
We used to have King Minos’ Castle, 

the Palace at Knossos, the Labyrinth of 

the Minotaur, and the Isle of the 
Cyclops, which was going to be the 
secret level. Someday, | might get back 
to these. 
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| great place to have an adventure, mostly because 

| there’s so much instantly recognizable mythology that 
| players will have an immediate understanding of the 

| environment and locations they will find themselves in. 
I wanted to pick a set of legendary locations to romp 

around in, so I chose to have Athens at the center and 

the other locations before and after it. | wanted to 

| strand the player on Lemnos Isle, across the sea from 

Athens, and have them find their way off the island to 

start the adventure. The way off the island is to find 

a | Charon’s Horn so you can call him to the shore and 
LEMN 0 5 Re S | pay him with a Drachma for transport across the water. 

Small Spider 

Large Spider ` 

Skeleton 

Charon the Ferryman 

Discus 

Sunflare 

Venomous 

Concept Sketch for Guiding Designers 
of Lemnos Isle 
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Follow the passage through 
the rocks to find the Discus 
in the wheelbarrow. 

The First Section of Lemnos Isle 

the buildings ahead, and kill 
the Skeleton. Descend the 
stairs to the right of the 
fallen pillar. 

Pick up the Discus, approach 

= 

Kill the Skeleton and go to 
the small room at the end of 
the hall. Grab the health 
there, turn around and go 
left into the next hall. 

Enter the open area, kill the 
Skeleton, and take a left into 
the passage at the far end of 
this walkway. 



Continue ahead into the 
large open area with the two 
large statues. Make your way 
down the stairs on either 
side of the courtyard. Jump 
into the water around the 
bridge and collect the Attack 
Boost from under it. 

Hop out and kill the Large 
Spider in the passage ahead. 
Go left and enter the area 
below the statues and water- 
fall. Pick up the Save Gem 
on your left, and then jump 
into the water flowing near 
the base of the statue. 

pm 

Push the two wall buttons to | 
drain the water. A door in 
the rock statue base will 
open. Jump into the opening 
and splash into the water 

O Ee 
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Climb out, kill the Spiders, 
and collect the Silver Armor. 

Jump back into the water and 
swim through the submerged 
tunnel to the next bit of dry 
land. Grab the health to the 
right of the first doorframe 
and kill the Spider ahead. 
Climb through this shaft to 
the top. 



Hang a left through the Exit this area and head back 
golden doors and kill the toward the first pool. This 
Spider on the other side. time, go through the doors 
Grab the health at the ends in the hallway on the right, 
of both left and right heading away from the pool. 
walkways. 

Climb the stairs, turn left, 
and drop into the pool of 
water. 

Exit this passage into the 
outdoor area and pass 
through the large gate. Kill 
the Skeletons and enter the 
building through the large 
golden doors. 

Attack the crack in the 
ceiling. It crumbles and 
Goldensoul falls to the 
ground. Watch out for 
the Small Spiders that 
come with it! 

Grab the Silver Armor there 
and turn left. 

Hop into the stream of 
water on the right that flows 
under the statue. 

Follow the water passage into 
the room with the large statue. 
Hop out of the pool and pro- 

ee wid ceed toward the golden doors. 
Kill the Skeleton and exit the 
building through the big 
golden doors. Destroy 
everything in the courtyard 
and make your way up the 
stairs at the far end. 

Go left and through the 
golden doors. Grab the Save 
Gem from the first pool on 
your right. 

Turn around and go down the 
hall with the water under- 
ground. Take a left, shatter 
the Skeletons, and walk down 
the stairs. 
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In the room beyond the 
doors, grab Charon’s Horn 
from the platform in the 
center of the room. Exit 
through the doors ahead. 
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Pass through the hallways 
and go outside. To enter this ve 
building, go down the 
decline left of the stairs. 
Crawl into the opening there 
and kill the Small Spiders. 

Grab the Save Gem and 
splash down into the water. 
Enter the partially submerged 
room and break through the 
boards on the door to the 
left. 

Turn right and proceed with 
caution; a hole in the floor 
breaks open when you touch 
it. Jump over the hole and 
hang a right through the 
door. 

Make your way through the 
hole in the broken wall, and 
then left through the door. 
Climb the stairs and kill the 
Skeletons at the top. 

Pass through the golden doors 
and kill all the Skeletons in 
the temple. Turn right and 
head upstairs. Grab the 
Drachma from the platform in 
the light. 



The temple statues crumble 
to reveal Skeletons. Kill 
them, descend the stairs, 
and go right. 
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open door. 
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Crouch under the fallen 
pillar and exit through the 

Look out for more Skeletons 
as you make your way across 
the sand and through the 
rocks, back to the seashore. 
When you arrive and give 
Charon the Drachma, he fer- 
ries you to the Catacomb. 

| I didn’t want to make it that easy to get straight into 
‘| Athens, so I figured it would be fun to put players 

deep in a scary underground area for a while, so 

they’d be 

omments-| happy to see 
et Se en the bright 

sun again. | want players to think they’re some- 

place even older than Athens, someplace hidden 

and forgotten. 

|| | also wanted to shift away from the adventurous, 
|| epic-sounding music and open-air feel of the first 

map, go down into the depths for a while, and 

then surface back in Athens. That approach is part 

of how I design games. I try to provide contrast in 

all areas so players don’t get bored experiencing 

the same things over and over. Tight, closed-in 

spaces, then huge open areas; bright outdoor light- 

ing, then dark, dank subterranean passages; epic, 

adventurous tunes changing to creepy, scary music. 
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The First Section of the Catacomb 

Turn to the right of the 
shaft, and then hop up onto 
the rock and into the cavern. 
Kill the Spider and Skeleton 

@ | and hop from rock to rock 
ba” as to the top of the cavern. 

Nab the health and Sunflare 
from the passage. 

Grab the Discus and health 
from behind the rock on the 
left. Walk into the opening 
in the rocks, and kill the 
Thief, Skeleton, and 
Large Spider. 

Charon the Ferryman will 
transport you from Lemnos 
Isle to the Catacomb. 

Splash down into the water and 
grab the health at the bottom. 
Swim out through the opening 
in the rock. Look out for the 
spider at the top of the incline. 
Walk outside and hop over the 
waterfall and up to the next 
plateau. Collect the health, and 
then round the corner. Follow 
the stream to the next waterfall. 

Kill the monsters around the 
small pool under the waterfall. 
Grab the health on the right 
bank. Pass through the tunnel 
into the area below the treed 
overhang. Take out the 
Griffon, Thief, and Spider. 
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Now jump down on the dry side 
of the cliff and nab the Sunflare 
close to the rocks. Walk toward 
the tree-filled area and kill the 
Spiders there. Grab the 25 
health from behind the rock on 
the right and the Save Gem 
from the crevice in the wall 
ahead. Proceed down into the 
underground passage. 

Swim straight up the 
waterfall. Attack the 
rock blocking the 
stream with your Discus 
to destroy it. Grab the 
MegaShield from the 
ground. 

Go upstairs and collect the 
Venomous from the ground near 
the right-hand pillar and ammo 
near the left. Now walk toward 
the flowing water, kill the big 
Spider, and descend the stairs. 
Turn left and grab the Venomous | 
ammo left of the pool. Follow 
the stream to the broken edge. 

Round the corner, wary of the 
Skeleton and Thief that break 
through the wall as you pass 
down the hall. Grab the Silver 
Armor behind you and the 
health on the right. 
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Use the painting on the 
left. It opens to reveal a 
stone dial. Use it to 
open the bars blocking 
the Goldensoul at the 
bottom of the stairs. 
Go down and grab it. 

Jump down and grab the 
Venomous ammo from 
under the broken floor of 
the structure. Follow the 
tunnel, killing all creatures 
along the way, until you 
reach a fork in the passage. 

Turn around, kill the 
Skeleton, and grab the 
Sunflare from behind it. 

Climb the stairs again and exit 
this hall into the rocky cavern. 
Collect the Sunflare from the 
ground on your left. Go 
toward the next structure and 
grab the Venomous ammo on 
the right of the stairs. Enter 
the building and continue into 
the next cavern. 

Travel up the dry land into 
the right-hand tunnel toward 
the torch. Nab the health 
from the ground. Continue 
up toward the next broken- 
down structure and shatter 
the Spiders and Skeletons 
there. 

Pick up the Venomous 
ammo on the left: the wall 
will break open before your 
eyes. Take out the attacking 
Skeleton and grab the Save 
Gem from behind it. Now 
walk downstairs, climb the 
next flight, and turn right. 

r = a? 

As soon as you enter, an earth- 
quake begins and rocks crash 
through the bridge. Kill all the 
monsters in this area, and then 
face the structure you came out 
of. Pick up the health on the left 
of the building. Cross the bridge 
and enter the passage on the 
other side. 

Use the Lifewater Fountain for 
health. Turn right again and 
walk to the end of the hall. 

Climb the dirt pile on 
the other side of the 
building and hop up 
onto the roof to find 
the Gold Armor. 

Ue ro SM. CGC E: 
wea 

Episode 
p” 

G r@ fen, 

r 
Tw te Ka Gri net 

w iih: 



The Third Section of the Catacomb 

At the end of the hall, 
use the painting on the 
left to reveal a secret 
room. Inside is the 
Hades Hammer! Grab it 
and the health from the 
sand pile on your left. 

Stand in the pool of 
water. A small earth- 
quake begins and the 
paintings on the wall 
opposite the pool 
open. Kill the Spiders 
and pick up the 
Goldensoul. 

Exit the secret room and 
turn right. Destroy the 
wooden boards covering the 
opening in the floor and 
jump into it. Then collect 
the health and Sunflare from 
near the wall ahead. 

Turn left and pick up the 
Save Gem from the opening 
in the wall. Go down the 
other hall and use the stone 
dial at the end to open the 
bars in the room above. 

_. Now go back and turn left 
‘a toward the Goldensoul at the 

With Mikiko at your side, climb 
the ladder to exit the under- 
ground area. Walk forward and 
out through the now-open bars. | | 
Let Mikiko grab the 25 health to | 
the left of the doorway. i 



Break through the wooden 
planks and use the LifeWater 
Fountain inside to increase 
your health. Now exit this 
building and make your way 
to the next building down and 
take out the Spider. 

see 

Break down the wooden 
planks, wary of the Skeleton 
and Thief inside. Pick up the 
Sunflare and Venomous 
ammo and exit the building. 

As you traverse the rocky 
passage ahead, a cutscene 
begins. You see the large 
rock ahead roll downhill and 
break through the stone 
wall. Now you’re on your 
way into Athens. 

Fi 
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My original vision of Athens was to have it built on 
a slight slant. That way players could tell they 

were progressing because they were higher up 

than they 

E- IDE sign iC fe) miments i were at 

A Lape the start. 

Instead, the map was built with flat flooring to 

make it easier on the Al, but it still resembles a 

city as it was originally intended. There are some 
really nice fountains, statues, and architecture all 
over the place. This map was reworked several 

times to get the look it has now. 
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Climb the first two ladders 
and tell Mikiko to grab the 
Discus at the top of the 
third ladder. Kill the 
Centurion on the other side, ’ 
and then continue alongside 
the aqueduct. Nab the 
health at the corner as you 
turn left. 

At the edge of the ledge, 
hop onto the waterfall and 
swim out into the water 
ahead. Grab the health 
underwater; swim under the 
bridge and into the stone 
building at the far end. 
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Jump up onto the ledge and 
use the rock with the grape 
design on the left to open it. 
Inside, use the rock again to 
move it out of the way and 
grab the health inside the 
small room behind it. 

Exit the room and turn right. | 
Grab the Save Gem and tell 
Mikiko to get the Discus on 
the other side of the stairs. 
Look out for Skeletons 
ahead, behind the panel that | 
opens as you approach. Pick 
up the health in the open- 
ing, and then go downstairs. | 
Walk through the watery 
area and kill the Spider on 
the platform. 



Press the button on the 
pillar to the right of the 
Spider to open the E “ iis a 
door on the opposite EE ber SRE Taaa gees ad Ve ATATA Ii > wee ea S ses 
side of the platform. es Fe er a . scons Sr 
Enter the room and go Sae ó C> 8 Climb the ladder to exit and Pick up the Goldensoul and 
to the other end. Use A Se ; make your way to the top of a Sunflare from the platform 
the button at the far iA sy JAN the stairs. Use the yellow-lit under the large structure. 
end of the room, and a stone to open the exit and Turn left and grab the 
then turn back around to collect the Silver Armor from i walk outside. Venomous ammo from near 
near the entrance. j x : the wall. 

Spin around and walk along the wall 
toward the waterfall near the original 
entrance. Crouch into the small 
opening near the ground and use the 
stone to open it. Grab the Discus at 
the far end of the area and make your 
way back outside. Cross the bridge 
and enter the building. 

e + 

or. w y 
T Wo: Ancient Gre cece F200 

22 Ps 

Z 



Climb the ladder on the 
right. At the top, turn 
around and hop across the 
gap to collect a health vase. 
Turn around and follow the 
walkway to the third door- 
way on the left. Enter the 
room there and shatter the 
Skeletons inside. 

Wander back out, and it’s a 
straight shot across the yard 
into the temple. Just inside 
you'll find the Hades 
Hammer on the ground. Pick 
it up and hop into the open 
sarcophagus. 

Inside the building, turn left 
at the junction. Follow this 
passage out onto the walk- 
way overlooking the court- 
yard. Go left and grab the 
Sunflare from the ground 
next to the pillar. 

Enter the room on the left 
and make your way down- 
stairs. Enter the room on 
your right and take out the 
Centurions (with Mikiko’s 
help). Open the wooden 
doors at the far side of the 
room. Eliminate the Thief 
and collect the health from 
the bench in the back. Make 
sure Mikiko gets her share! 
Now walk around the banis- 
ter and go downstairs. 

~Y — ss Look out for several Skeletons 
Se = hiding around the corners down 

. here. Kill them all, circle around 
to the right, and climb the stairs. 
Go left and obliterate the attack- 
ing Centurions. Shatter the vases $% 
on the ground nearby. You and 
Mikiko now can grab the two 

f <= ae health vases in the room behind 
FR MEE al Eee them. 

Go through the halls and out 
into the area above the water- 
falls. Hop into the pool and go 
over the first fall. Make your 
way to the middle and grab the 
Save Gem on the lower fall. 
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Drop into the lower 
stream and turn 
around. Crouch under 
the stone structure 
behind the fall and find 
the Silver Armor inside. 

Cross the courtyard and 
enter the door on the right 
on the other side. Annihilate 
the Spider and Skeletons 
that swarm in to attack, and 
nab the Save Gem from the 
recessed area on the ground. 

Exit and descend the 
staircase, wary of the Thief 
hiding under it. Smash him 
and follow the passage out 
onto the courtyard lawn. 
Pick up the Venomous 
ammo from the ground 
around the pillar on 
your left. 

Swim out through the aqueduct 
and into the courtyard. Retrace 
your steps to the temple, into 
the sarcophagus, along the walk- 
way, and back into the open area 
above the falls. Cross the bridge 
this time, and enter the building 
through the wooden front doors. 

Head back outside and turn left 
into the doorway nearby. Defend 
yourself against the Centurions 
inside, and ensure that Mikiko is 
still healthy. Now use the dial on 
the wall near where the water 
flows out into the courtyard. This 
opens the lid on the sarcophagus 
in the temple outside. 
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Locate health vases for you 
and Mikiko in the small 
room the Thieves came 
from, on top of the wooden 
chests. Exit and head toward 
the fountains ahead on the 
left, below the warrior 
statue. 

Leave the room and cross 
the main room’s upper level. 
Go through the opened gate 
and circle left past the foun- 
tains. In the center room, a 
Large Spider drops from the 
ceiling. Slash it and grab the 
Gold Armor from the 
ground there. 

Make your way back out 
into the main room and 
ascend the stairs. Collect the | 
Save Gem at the top and 
turn right. Take out the mass 
of Skeletons in the room 
ahead. Locate the dragon 
pedestal and step onto it to 
lower the gates on the other 
side of the stairs. Pick up 
one health vase opposite the 
dragon pedestal; Mikiko will 
select the other. 

Turn right at the junction 
beyond the staircase in the 
center of the room. Pick up 
one health vasefrom near the 
wall and have Mikiko grab 
the other. Take out the 
Centurions near the large 
vases in back, and continue 
down the hall to the locked 
wooden door. Grab the 
Speed Boost in the center of 
the hallway, wary of more 
Centurions. 
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Eliminate the large Spider and 
pass through the next pair of 
golden doors, wary of Harpies 
attacking from above! Shoot 
them down and proceed to the 
far end of the path, near the 
massive doors. Take the Silver 
Armor from the left ledge and 
the health from the right. 

Drop into the water 
and locate the stone 

pillar marked with drag- 
ons. Use it to open a 
secret underwater pas- 
sage. Swim into the 
submerged room and 
climb out through the 
small hole near the ceil- 
ing. Grab the Trident from the ground and exit through 
the iron gates. 

Slash Spiders of all sizes on 
the other side of the gate. 
Take the Discus from the 
ground near the wooden 
cart—better, give it to 
Mikiko. Open the doors 
nearby and smash the two 
Skeletons on the other side. 
Go through the next set of 

Take all the health from the 
ledge around the area and 
from the openings behind 
the water in the fountain. 
Make sure you and Mikiko 
regain full health before you 
leave this area. Take the 
Power Boost from the ledge 
and exit through the golden 

Turn around and head back 
down the path. Ascend the 
ramp on the right and climb 
the ladder to the top. Make 
your way to the tower and 
slash the Centurion. Use the 
lever in this tower and cross 
the plank to find a second 
lever. Use it to open the 
huge doors below. Descend 
and go through the doors 
toward the statue. 

Find your way back through 
the passage to the huge 
ramp to the Acropolis gates. 
Blast through the crowd of 
Skeletons as you climb to 
the top of the ramp. At the 
foot of the stairs, view the 
cutscene: Hiro explains the 
apparition he saw as he and 
Mikiko first approached 
Athens. Climb the stairs to 
enter the Acropolis. 

doors into the next ; doors. 
courtyard. 

| Initially, the Acropolis (a collection of buildings, not a 
single structure) was designed to resemble the real 

N Acropolis on 
‘s Design the hill above 

Athens, Greece. But all that openness would have 

killed game speed. Instead, we broke it down into five 

main buildings separated by winding mountain roads 
and precipices. The result is an awesomely huge and 

beautiful area of the game. 

omments;: 
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ACROPOLIS "= -| The puzzle is interesting, as well, because you must visit 
| each of four main buildings twice to get past this stage. 

At the end, you reach the impressive entrance to the 
Parthenon, the largest structure in the Acropolis and 
home to Cerberus, the three-headed hell-dog! 



The First Section of the Acropolis [~ 
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From the golden entrance 
doors, cross the bridge and 
grab the Sunflare on the 
ground near the rocks. 

Approach the pedestal 
under the statue of the 
woman holding a dove. 
Attack the right corner 
of the pedestal and it 
will shatter. Search 
amid the debris to find | ; ; 
a MegaShield. es Mraz ra A Jump into the water far 

below and locate the 
Mana Skull hidden 
among the plants in the 
corner farthest from the 
waterfall. 
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Two health vases stand 
behind the statue near the 
bench. Exit the temple and 
turn left to find Venomous 
ammo near the wall. Turn 
around and walk past the 
temple to the far wall. Pass 
through the small enclosure 
and head to the right along 

Proceed up the temple stair- 
way to the second full flight. 
Locate the vases in the niche 
and pick up the two 
Sunflares between them. 
Continue up the stairs to 
the third flight. From there, 
jump over to the flat section 
of the fountain. You’ll find a 
Save Gem on the other side. 
Return to the stairs and 
climb them to the top of the 
temple. 
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Continue through the tunnel 
and down the slope around 
the corner. Use the 
LifeWater Fountain against 
the wall and have Mikiko get 
the health vases. Enter the 
base of the temple and take 
down the attacking Satyr, 
Centurion, and Skeletons. 
Grab the Trident Tips from 
the corner under the stairs. 

Find the foot of the rocky 
“ramp” out of the water 
near the fall. Climb out onto 
the sandy path. Round the 
corner and kill the Fletcher. 
Grab one health vase from 
near the torch and leave the 
other for Mikiko. Climb the 
slope and allow Mikiko to 
collect the Discus from the 
ground near the first pillar. 

the wall. (Be sure to grab 
the ammo and health from 
between the pillars on the 
right.) Turn right and use 
the wall lever to open the 
gold doors. 

Take down the mass of enemies 
in the courtyard. Then locate the 
Trident on the pedestal behind 2 
where the Caryatids stood. Head | 
toward the door on the right side 
of the Propylaea. Pick up the 
Trident Tips in the corner and 
pass through the door, Mikiko 
in tow. 

Swim down into the 
fountain and out the 
opening at the bottom. 
Make your way through 
the cavern and up into 
the hole in the floor 

under the stairs. Nab 
the Goldensoul, and 

then swim back out of 
the fountain. 
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— - 5 = Now climb the stairs on the left, 

Climb the stairs and follow the 4 o = wary of the mass of Small 
upper walkway across the room. a ie Spiders waiting at the top! Round 
In the aqueduct draining room, i = ~~ the corner into the central room 
take down the Satyr and 4 Pog and fight off enemies on your 
Centurion, and then jump over oe © way to the Spider pool. Use the 
the railing into the falling water. ff Es : vA ; LifeWater Fountain in the corner 
Grab the Save Gem on the grate 5 __ and have Mikiko pick up the 
at the bottom. Pick up the health k= $ | Lax na health vases. Swim down into the | 
vase in the corner and climb the E | small pool to collect the ‘A’ tablet—the first of five parts of 

y ladder on the post. Look out for ig the AEGIS (Greek for “shield”) Key you need to complete 

the swarm of attackers around the statue in the next room. $è] = = | the level. Hop out of the pool and climb the opposite 
Obliterate them and collect the health and ammo behind £3 va ramp. Leave the central room and locate the small court- 
the pillars. 3 yard with the warrior statue in the middle. 

Locate the recess in the ; i 
wall opposite the aque- | - F] Climb between the 
duct room. Attack the ; Te a corner pillars and find 
dark section near the poe : co ER the Mana Skull on the 
other staircase and it Š AE ae ground behind the stat- 
will crumble. Grab the : say Nip JN ue. Hop back out and 
Power Boost from -— AA == |_| continue past the 
under the stairs, and Pe on Gt bats ` í courtyard into the 
then get out into the other side room. 
main room. 



Locate the sunlit golden stone in 
the ground in an alcove. Tell 
Mikiko to step on the button to 
unbar the main Propylaea exit 
doors. Then tell her to stay. Run 
up the stairs, back into the main 

room, down to the Spider pool, 
and up the side stairs. Walk out- 
side; now summon Mikiko. The 
doors will close when she steps 

off the button, so use the lever near the door to keep them 
open for her. After she rejoins you, take down the Griffon, 
Spider, and Satyr, and then climb the steep incline on the 
right. 

When you reach the foot of 
the stairs, jump over the railing fS 
into the water. Find and pick 
up the Venomous ammo and 
health from along the wall 
under water. Use the ladder on 
the opposite wall to climb out 
onto the walkway. 

Make your way to the large 

structure at the top of the path. 
Locate and take the Trident Tips 
from between the rocks and the 
structure’s far wall. Proceed to 
the entrance. Inside, turn right to 
enter the main courtyard. 

Take down the attacking mythical 
beasts and continue toward the 
large flame at the back of the 
courtyard. There you'll find the 
‘ŞS’ tablet, the fifth part of the 
AEGIS Key, in front of the large 
flame on the ground. Use the 
LifeWater Fountain on the 
pedestal and tell Mikiko to pick 

= up the health vases. 
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Turn right and walk toward the large dial on the wall. Turn it to lower a large rock blocking a passage 
on the second level. Now turn toward the opposite wall to find more ammo on the ground. 
Command Mikiko to retrieve the Discus from the central fountain. After exploring the area complete- 
ly, turn and leave the building the way you came in. Head downhill toward the Propylaea. Curve 
around the rocks at the bottom, cross the bridge, and shuffle downhill alongside the flowing water. 

Proceed to the large building. 
Cross the bridge and pick up the 
Trident Tips on either side of the 
stairs. Find your way along the 
wall to the left and shoot down 
the Satyr. Pick up a health vase 
and give one to Mikiko. Now 
jump into the river below. You’ll 
find a Save Gem underwater in a 
crevice near where you land. 

Enter the building and find your 
way through the doors to the 
rear area. Take the Sunflare from 
the ground on your left. Locate 
the large wall dial and turn it to 
lower a rock blocking your pas- 
sage on this building’s second 
level. Now walk toward the near- | 
by fountain to find the ‘F’ tablet, 
the second piece of the AEGIS 

Follow the river around to the other side and climb the ae Key, on the pedestal in the rear corner of the room. 
rocks onto the path. Pick up the Venomous ammo and : i 
return up the hill to the stairs. 



Turn and leave the building the 
way you entered. Descend the 
stairs and head left down the 
path. Enter the cave and proceed 
toward the small fire at the end. 

Grab the health from behind the 
far pillar, walk around the build- 
ing, and locate the stairs. Collect 
the Trident Tips from the porch; 
then head inside and descend the 
stairs. Take the health vase from 
the water and the ammo from 
near the wall dial. 

Hop over the pool and 
behind the torch to find 
a MegaShield in an 
opening under the 
stairs. 



Return to the wall dial and turn it 
to lower the rock above. Once 
it’s out of the way, leave the 
building the way you came in and 
descend the stairs outside. Go 
left and around the fallen rock. 

An Attack Boost lies 
hidden behind the pillar 
near the building next 
to the rock enclosure. 
Pick it up, turn around, 
and enter the cave. 

Slash the Spiders and other 
beasts as you make your way to 
the end of the cavern. Take a 
health vase from the crevice 
ahead and tell Mikiko to get the 
other one. Walk along the rocks 
until you find the path to the 
structure built into them. Climb 
up onto the porch. Grab the 
Trident Tips on either side of the 

doorway. Enter, obliterate your enemies, and use the 
LifeWater Fountain on the pedestal on the left. Enter the 
small hallway in back, slash the Thieves, and turn the dial 
at the end to lower the final rock. In the main room, the 
bars blocking the armor will lower. Grab the goods and 
leave the building the way you entered. 
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Return the way you came—out of 
the building, down the path, 
through the cave, past the next 
building, and into the cavern. 
When you reach the building 
over the river, climb the stairs 
and reenter it. Walk toward the 
dial; then turn right around the 
pillar, climb the stairs, and pass 
through the doorway. 

Crumble the Caryatids on the 
porch to advance. Grab the 
ammo and have Mikiko pick up 

the Discus. Climb the stairs, go 
through the door, and traverse 
the walkway. Grab the Save Gem 
from the outer rim of this second 
porch. Climb the stairs and walk 
out onto the suspended walkway. 
Make a running jump for the top 

of the torch, and from there to the ledge, to get the Gold 
Armor. Pick it up and jump back to the walkway. 
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Go through the nearby 
doors onto the balcony. 
Walk to the far end, use the 
LifeWater Fountain, and tell 
Mikiko to get the health 
vases. Inside, nab the 
Venomous ammo and 
Trident Tips from the 
ground near the stairs. 
Ascend the stairs and cross 
the bridge over the rock 
door you lowered earlier. 
Command Mikiko to get the 
Silver Armor outside at the 
end of the balcony. 

Walk outside onto the 
porch ahead. Turn to 
the right; then jump up 
into the small opening 
and onto the roof of 
the adjacent porch. 
Take the Save Gem 
from the corner, 
crouch, and return to 
the porch you came from. 

— 

Leap onto the pedestal near 
the edge to obtain the ‘G’ 
tablet, the third piece of the 
AEGIS Key. Now get down 
and go back inside. Use the 
LifeWater Fountain on the 
right, and then climb the 
stairs and exit through the 
highest door. Share the 
health and ammo on the 
small outdoor porch with 
Mikiko. Cross the bridge 
over the rock and go up the 
incline into the cavern. 

== 

Proceed toward the rocks 
and enter the cave. Make the} | 
long jump from your loca- 
tion to the low area to the 
right of the waterfall. Find 
your way along the rock 
bridge over the river and 
into the next cavern. Trudge 
through the cave, enter the 
building, and then take the 
Acro Boost from the ledge 
on your right. 
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Quickly do away with the 
Skeleton near the entrance 
and snag the Discus on the | 
right. Proceed and smash the | 
Small Spiders confronting 
you. Proceed with caution 
here: a large drop lies ahead. 
Carefully navigate your way 
along the narrow ledge, tak- 
ing out evil creatures one by 
one. Grab the ammo at the 
top, and then find your way 
back out into the fading sun- 
light. 



Ascend the path to the top and 
follow the walkway to the build- 
ing entrance. Make your way to 
the dial at the end of the hall and 
use it to open the iron gates. 
Cross the bridge over the court- 

- yard. Continue into the next pas- 
sage and over the fallen rock to 
the top of the stairs. 

Get to the porch, pick up the 
two Sunflares, and go inside. 
Collect the ammo and health 
from the second porch farther 
down the hall on your right. Back 
inside, pick up the Trident Tips 
from the ground under the can- 
dlelit ledge on the left. Continue 
down the stairs through the 

temple. At the bottom, jump down next to the pool of 
water. (If you need them, health and ammo lie hidden on a 
the ground beside the stairs.) 

Drop into the narrow 
opening between the 
top of the stairs and 
the wall. Grab the 
Goldensoul; then 
crouch and crawl 
toward the light. 

Locate the hidden 
MegaShield behind the 
pillar in the corner 
under the stairs. 

Climb the small ladder near the 
iron gate and pick up the ‘I’ 
tablet—the fourth piece of the 
AEGIS Key. Now climb the stairs 
and walk over the rock. Nab the 
Sunflares and Save Gem from the 
small shelves. Enter the next 
room, round the corner, and exit 

s through the wooden door—wary 
of the edb onslaught. Grab the ammo and use the 
LifeWater Fountain here, then command Mikiko to get the 
health vase. Hop over the railing into the water and pick 
up the Gold Armor in the corner. Climb back up and reen- 
ter the cave. 

When the gate opens, pass 
through to the other side: 
the bars ahead slam shut, 
forcing you to explore the 
small cave on the left. 
Cerberus, the three-headed 
dog, awaits you at the end. 
Fight it to the death. Once 
you defeat Cerberus, the 
bars will open and admit 
you to the Parthenon. 

Use the LifeWater TER 
near the door and give 
Mikiko the health vases. 
Leave the building through 
the gold doors and pick up 
the Trident Tips and 
Venomous ammo to the 
right of the stairs outside. 
Now approach the five key- 
stones in the wall near the 
gate and use each piece of 
the AEGIS Key to open the 
large iron gates. 
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Ro m ero’s Design @omments] of eight 
maps in 

this episode. Getting those finished would have 

required more time than we had, so | chose to 

end the episode here at the Lair of Medusa, 
hidden deep below the fabled Parthenon. | 

wanted the player’s journey to be one of con- 

stantly descending into the earth, getting dark- 
er and more dangerous, visiting ever more 

ancient architecture (as if the Parthenon was 
built upon a millennia of dead cities). At the 

end of your journey, you face the hideous 
Medusa. Her dead soul provides the power for 

the Daikatana to take you forward in time, out 

of this era. The other three locations that were 
designed to be in this episode were the Temple 
at Knossos (the home of King Minos who was 
originally going to power up the Daikatana), the 

Labyrinth of the Minotaur (which you had to 
defeat to gain Minos’s respect so he would help 
you), and finally the secret level—the Isle of the 

Cyclops. 



The First Section of the Lair of Medusa 

Walk forward and grab the 
discus from the bench, or 
tell Mikiko to get it. Turn 
around and take a right at 
the top of the stairs. Go for- | 
ward through the door and 
up the large flight of stairs. 

Tar 

Beyond the door, take 
another right and make your }, 
way around to the Eye of 
Zeus that rests on a bench. 
When you pick it up, a bolt 
of lightning blasts through 
the ceiling, destroys the 
statue in the center of the 
room, and blows a hole in 
the floor. 

Run back downstairs and 
crouch into the hole. Pick up | 
the health, kill the Spider, 
and check to make sure 
Mikiko is following you. 

Destroy the Harpies on the 
other side of the water with 
the Eye of Zeus. Now cau- 
tiously drop onto the ledge 
in front of you near the 
water, but don’t fall in! Grab | 
the Venomous and Gold 
Armor. Climb back up the 
rock stairs, and then make a 
running jump for the rocks 
on the other side of the 
river. Collect the Venomous 
ammo, and then jump into 
the river. 



Let the current carry you 
into the lower room. You'll 
splash down into the pool. 
Take out the Spider and 
Harpy in the cavern and turn 
left into the passage. Make a 
left and continue into the 
next room. 
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Jump up to the ledge on the 
left, follow it back to the 
corner, and grab the health. 
Turn right and hop to the 
next ledge; collect the health : 
there, as well. 

Hop off the ledge and kill the 
Skeleton near the rocks blocking 
the doorway. 
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Attack the rocks that 
block the doorway and 
walk into the hidden 
room. Collect the 
Sunflare from the stairs 
and the Discus from the 
center of the room (or 
have Mikiko get it). 
Grab it quickly so the 
fire doesn’t do much damage. Make your way up the 
other stairs, grab the Sunflare, and attack the rocks to 
open an exit. 

Go left, and then right, and head 
upstairs. Go left at the pool and 
nab the Discus at the top of the 
stairs. 



Pass through the door into 
the next large room. Locate 
the ladder on the left, and 
take out Satyrs and Harpies 
as they attack. Climb the 
ladder and hang a right. 
Follow this elevated walkway 
around and through the 
door. 

Attack the crack in the 
wall and the rocks will 
crumble. Crouch into 
the hole, kill the 
Skeleton, and grab the 
Goldensoul from atop 
the grate. Hop onto the 
waterfall and slosh 
through the stream to 
the opening in the floor. 

Drop through the hole and 
take out the Skeleton and 
Satyr nearby. Walk down the } 
hall to your left. Take out 
the Satyr in the big room 
and all hovering Harpies. Go | 
downstairs and walk into the | 
water. 

On the other side, grab the 
Discus, and then locate the 
crack on the wall to the left 
far from the door. 

Swim through the underwa- 
ter passage to the ruins. 
Climb the submerged ruins 
and take out the Harpies 
above. 
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Go left and cautiously make your 
way along the ledge. Grab the 
Discus and locate the door. Take 
out the Skeletons on the left 
beyond the door. Shatter the 
next Skeleton and jump through 
the hole in the floor into the 
water. 

Swim forward, and then take a 
left, wary of the Harpy overhead. 
At the small waterfall, turn right 
and jump onto the ledge. Hop 
back to the walkway, follow it to 
the back, and collect the Silver 
Armor. 

Drop back into the water and 
grab the Antidote on the ledge 
ahead to avoid poisoning. Swim 
with the current until you drop 
into the pool of fetid green 
liquid. Hop out of the pool and 
pick up the health vases and the 
Antidote on the ledge. 

Now swim down into the open- 
ing at the bottom of the green 
pool. Grab the Discus from the 
tunnel floor. 
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Take a right at the T-junction 
and grab the Eyes from the 
bottom of the tunnel. 
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Proceed forward to the end 
of the tunnel and swim to 
the surface. Hop out and 
collect the Silver Armor. 

Now swim back to the next 
intersection and go left. Take 
the next left, proceed to the 
end of this short tunnel, and 
then go right. Pop out of the 
water and pick up the 
Vitality Boost from the 

$ 
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Drop back into the water, go 
left into the tunnel, and 
make another immediate left. 
Climb the ladder on the wall 
and take out the Spider and 
Harpy in the room on 
your left. 



Find your way to the next golden 
floor grate. Kill the massive 
Spider on the left. 

You and Mikiko each should 
grab the health on either 
side of the path at the bot- 
tom of the stairs. Nab the 
Cobra Venom near the wall | 
ahead, and then take a right. 

Pick up the health from the 
corner of the room. Because 
Mikiko rejoins you here, tell 
her to get the health in the 
opposite corner. Exit this 
room through the arch on 
the right. Watch for the 
Skeleton and Satyr ahead as 
you make your way through 
the hall and down the stairs. 

Grab the Attack Boost from 
the golden grate and go left. 
Destroy the mob of Harpies 

Continue through the hall, 
up the stairs, and into the 
main room. Smash all the 
Harpies there and find the 
entrance to the next tunnel. 

Use the lever to open the 
gate ahead. Enter the next 
room and go right. Follow 
the tunnel over the bridges 
and downstairs. 

; se and Skeletons in the tunnel 
> { ahead. 

Keep going until you find a 
lever on the ground on the 
right. 



Go downstairs and to the 
right into the large, pillar- 
filled room. Take out the 
Harpy and the Satyr at the 
bottom of the next flight of 
stairs. Find the tunnel on the 
lowest level of this area and 
turn left into it. 

Walk around the huge open- 
ing in the middle of the 
room and find the pit on the | 
other side. Climb the ladder 
-down into the pit and turn 
toward the center of the 
room. Make your way down 
the rocky path to the base 
of the waterfall and the door 

Kill the Spiders there and 
walk out onto the tongue to 
enter Medusa’s Lair. First, 
you must battle Medusa to 
the death. She can only be 
killed using the Eye of Zeus. 
Blast her to death and the 
stone creatures in the room 
come to life. 
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Superfly is among them. He 
comes back to life just in 
time to help you fight the 
mass of now-living creatures. 
Kill them all, and you’ll be 
ready to use the Daikatana 
to travel through time again. 
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"gayr Wi T = | For years | have wanted to work on a medieval Le 
A b game, hands on. Sure, | worked on Heretic and | 

~ Hexen, but only as a game designer—never actually 
worked on 

> S Design @omments. maps or code 

or artwork, | was always suggesting which creatures 
should stay, which should go ... what the overall 
idea of the game would be, etc. So, now was my 

chance! I could design a medieval episode for i 
Daikatana and dip my toes in the dark, muddy water =| 
of the Dark Ages ... and it’s turned out to be B 
one of the most fun episodes to design in the 

game. All the mappers secretly (and some not- 

so-secretly) wanted to design maps for the Dark | 

Ages because the setting, graphics, weapons, and, A 

am monsters were all so fun. á 
a l aa W E 

j orking on Hexen, | came up with the idea of having a = 
P hub-based layout of the levels where you needed to’. = 

s complete all the maps in a hub before moving onto i 

the next hub. With Daikatana, I originally had designed, =~ 
this episode as a hub, but since it was so different | oe 

from the rest of the other episodes, | chose consis- | "d 

tency over confusion. This is also the episode with: 7 ° 

the most bosses in it! c 
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on 
| The opening of the Dark Ages episode was supposed 

a : á z i to be foreboding and depressing. Instead of 
n a ZN ingin =O 

ia ; Romero's Besign Eom ments: ey £ | 

á | warm, clear-skied region, you ended up on the out- A 

| skirts of a freezing mountain village with snow | 

falling and rotting carcasses and rotting monsters 

hounding you all the way. Musilde the Priest, 

who’s holed himself up in the local church to keep 

himself safe from the Buboids, tells the story of 

this time period and gives you the information you 

need to start your journey. Your first task, though, 

is to get yourself out of the village, and that’s 

accomplished by finding the three keystones. 
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Romero’s concept sketch for the central 
area of the Plague Village Map 
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Hiro, Mikiko, and Superfly 
start their journey into the 
Plague Village at the top of a 
ridge overlooking the town. 
Enter the cave on the left 
and follow it down toward 
the village. Your first goal 
there is to find weapons for 
each person in your party. 

Walk past the building and 
continue through the rocky 
passage until you reach the 
broken bridge. Mikiko will 
grab the Bolter from the 
snowy bridge. 

Turn around and head back 
to the building. Run under 
the archway and take out the 
Buboid on the right. Destroy 
the barrels ahead and grab 
the health from inside. 

Walk farther into the village 
and go to the right of the 
building ahead. Enter the 
building through the door 
on the left and climb the 
stairs. . 



Destroy the Plague Rat and 
shatter the barrels. Nab the 
health from inside, or give it 
to Mikiko and Superfly. Pick 
up the Bolter from the table 
in the back of the room. 

Exit the building, walk up 
the small incline, and turn 
right to climb the stairs. 
Make your way through the 
snowy passage until you 
reach the fog-shrouded, icy 
river. Don’t fall in! 

Eliminate the Doombats 
that attack from over- 
head and find the 
entrance to the building 
near the river. Shoot 
the barrels outside and 
collect the Acro Boost. 
Go inside and kill the 
Plague Rat. Tell Superfly 
to take the Bolter from the ground just outside the door. 
Jump up into the loft and grab the Save Gem and Chain 
Mail. Hop back down and leave the building. Now climb 
through the snowy passage to the building overlooking 
the lower village area. 



Leave the armory, follow the , 
path to the right, and pass Enter the inn, take out the 

under the arched doorway. Buboids, and climb the 
Now go downstairs and con-| °| stairs. From left to right: In 

tinue along the path until the first room, you'll find 

Inn on your left. F health, in the third room is a | 
- z Save Gem, and in the fourth 

a Black Chest. Open the 
Black Chest to reveal an 
Invincibility artifact and 
shoot the barrels to find 
Bolter ammo. 

Proceed into the village and X| Climb the stairs, smash the 
go through the first doorway Buboid, and exit through the 
on the left. Take out the wooden door. Shatter the 
Plague Rats and Buboid _ | three barrels at the end of 
beyond, and destroy the .| the outdoor walkway to 
barrels under the stairs to _| reveal more health for you, 
reveal some health. = Mikiko, or Superfly. Now go 

‘ downstairs and leave the 
building the way you 
entered. 
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gmg = ! a Go downstairs to the 
Walk toward the dragon stat- Swim up, jump out onto the = main level and locate 
ue and break a hole in the snow, and head toward the c the chimney. Shoot 
ice over the water at its «| stairs nearby. Enter the (lee straight up and some 
base. Drop into the water |>] building and obliterate the rocks will crumble 
and grab the Quad Keystone | | Plague Rat there. Go left i dropping a MegaShield |} : 
at the bottom. through the door and kill AT] directly into your 5 A pee 

7 mer the Buboid. Shatter the FE hands. j E E 
> > .| rightmost barrel to receive 

y} the Attack Boost. 

Now go downstairs and through 
the lower door in the inn. Kill 
the Buboids in the cellar and 
destroy all the barrels to reveal 
Bolter ammo, health vials, and a 
Power Boost. Have Superfly get 
the Bolter from the back corner 
of the room. 

Exit this small area and move| | Leave the building through 
forward to enter the room | | the door and descend the 
opposite. Smash the Buboids Į“ stairs. Turn right and 
and destroy the barrels to "| approach Thor’s Hammer 
reveal health. | Armory. Shoot down any 

Doombats in the area. Grab 
the health on the ground, or 

tell your most damaged “| | Climb under the stairs 
companion to get it. Enter [4] <f at the cellar entrance to 
the armory and attack any find a Goldensoul con- 

Buboids inside. Pick up the cealed in a wall crevice. 
Silverclaw from behind the 
counter. 
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Turn right and climb the lad- 
der into the loft. Shoot the 
barrels there to reveal Black 
Adamant Armor. Hop down 
and make your way out of 
the building. Turn left and 
head toward the iron gates 
ahead. 

Kill the Buboid. Then 
destroy the barrels under 
the stairs and grab the 
health from inside. Climb 
the stairs and shatter the 
barrels at the top for Bolter 
ammo. 

Crawl out of the secret area 
and climb the stairs to exit 
the cellar. Exit the inn and 
walk forward and slightly to 
the right toward the torch |= 
ahead. Open the door to the 
left of the torch and go 
inside. 

Go outside, and then enter 
the building next door. 
Shoot the barrel in the first 
room on the right for some 
health. Walk past the other 
rooms toward the far end of 
the building. 
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Open the iron gates and 
enter the church. In the 
ensuing cutscene, Musilde 
reveals much about King 
Gharroth, the Purifier 
Sword, and the keystones. 
You must locate each of 
the three keystones and 
one Purifier Shard in 
Plague Village. 

Go through the gates and 
turn left toward the next 
iron gate. Use the switch on 
the left to open the gate, 
and then grab the Chain 
Mail Armor near the wall. 
Now return to the main 
door and enter the building. 

Kill all the Buboids inside 
right away. Take the Save 
Gem from the pedestal; a 
staircase appears in the floor 
around it. Descend into the 
underground cavern. 

After speaking with Musilde, | 
go through the single door | 
at the far end of the church. 
(Superfly and Mikiko stay 
behind.) Shatter the barrels 
beyond the door and grab 
the health. Climb the ladder 

E. there and the rope above. 
ma Hop off the rope into the 
~ open window on the left. 
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Stand in the coffin and face 
the wall. Now turn right and 
find your way to the room’s 
rear corner. There you'll find 
the Hex Keystone! Leave the 
cavern, climb the stairs, and 
exit the building’s front 
door into the freezing 
graveyard. With the three 
keystones in hand, you can 
leave Plague Village. 

Hop from ledge to ledge. In |- _ 
the middle at the back of the = 
room, collect the Purifier 
Shard from the coffin on 
the ground. 

Drop to the lower roof and Now turn around, approach 
climb through the small ne the podium, and use the 
open window into the a organ. A trapdoor under 
church. Climb across the you feet drops you into a 
rafters to the ladder on the water-filled basement. 
other side. 

Take out the Buboid and Plague 
Rat nearby and hop into the m -- 
water. Make your way to the Quickly make your way through 
back ofthe ani aid wall è (the graveyard, past the iron 

through the door on the right. | eae J {g= ; sates, and through the rocky pas- 
Jump onto the platform in the Eene ~a “&— = sage to the church. Run around 
back and collect the Trigon the church and through the next 

Keystone there. Now head back set of iron gates and climb the to the front: usel the leveron the Pi as" stairs. Continue forward and take | 

wall to the left of the platform to raise a ladder. Make your ; a left to reach H Dragon/Claw 
way up into the rafters and out through the window. Rejoin Inn. Follow this path past Thor’s Hammer ory and the 
Mikiko and Superfly inside the church. large dragon statue into the next area. 
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Exit the church and follow the 
outer wall all the way around to 
the back of the building. Find the 
opening in the rocks and walk 
into the passage. Follow this path 
to the broken iron gate and open 

a it to enter the graveyard. To open |. 
wage, 18 wll the next gate, use the gravestone 

| i in the middle of the dier left of the path. 
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Turn right down the stairs and 
locate the next flight that leads 
below the building. Outside the 
tunnel, cross the bridge over the 
river and turn left. 
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Climb the craggy path 
past the waterfall to the 
broken bridge near the 
village gate. Walk in 
front of the building 
and make the difficult 
jump over the river and 
around the corner of 
the building. There is a 
Black Chest near the wall on the ground. 

/ 

| This area was originally titled “The Journey/Mountain 

Jump back around to the front of 
the building and then find the 
wheelbarrow near the wall on the 
side. Destroy the wheelbarrow to 
blow a hole in the wall. Go 
inside and use each of the three 
keystones to escape Plague 
Village. 

Passage,” because in the first design of this episode, 

s Design Bommencs.- rs R | 

to get into Gharroth’s castle—either up through 
the dungeon, or up the mountain passage that 
would take you to the front of the castle. But that 
would have been inconsistent with the rest of the 

game’s design, so | decided to keep the path linear 

and keep the more interesting method of getting 
into the castle—through the dungeon. The inter- 
esting part of this area is the way you start outside 
and adventure for a while in the snowy mountains, 
but eventually find yourself in a lava-filled cavern 
beneath the dungeon. 
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You escaped Plague Village. 
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Grab a Bolter ammo from Scoot down the hill and up Cross the bridge, wind 

Now you must make it 
through the freezing moun- 
tain pass alive in your search 
for King Gharroth. 

left of the door, and have 
Superfly and Mikiko each 
grab one, as well. Give the 
health to the left of the gate 
to the party member who 
needs it most. 

the snow-covered passage to 
the bridge. 

through the caves, and 
descend the stairs. Kill the 
Buboids at the bottom and 
continue. 
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With Superfly and Mikiko’s 
help, shoot the two 
Fletchers on the bluff ahead. 

Collect the health from the 
crevice on the right and 
trudge ahead. 

Proceed forward, and then 
head to the right, up the 
bluff, to find a wooden 

As you scale the hill, a 
Lycanthir tears through the 
rocks on the left and runs at 
you to attack. Take him 
down and gib him with your f 
Silverclaw. Grab the Save 
Gem from the opening the 
Lycanthir attacked from. 

Turn left into the next pas- 
sage, destroy the Lycanthir, 
and find your way to the 
bluff where the Fletchers 
stood. Pick up the Bolter 
ammo and head back out to 
the passage entrance. 

Leap down and turn right, 
toward the tree at the end of 
the cave. 

> 
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Turn around and destroy the 
Fletcher and Buboid nearby. 

Pass beneath the arch and 
onto the broken bridge. Find Pe 
some Bolts on the left, and 
Ballista Logs in a crevice 
near the wall to the right of 
the gateway. 

Hop onto the small 
ledge on the right side 
of the waterfall. A 
Ballista rests on the 
ledge behind the water. 
Pick it up and hop from 
the ledge back to the 
bridge. 

To get the items 
stashed atop the gate- 
way, you must perform 
a Ballista jump: run 
from the edge of the 
bridge toward the 
structure, look at the 
ground, and fire the 

i 

Climb the steady incline to 
the gateway with torches on 
either side. 

Now turn and face the 
waterfall. 

Ballista. The blast sends 
you flying. From the roof, perform another Ballista jump 
to land on the center of the roof. Grab the Ballista Logs, 
Save Gem, Bolts, and health. 

Turn right at the tree and collect 
the health from near the rocks at 
the end of the path. 



From atop the gate- 
house, perform another 
Ballista jump to reach 
the items on the castle 
entrance: face away 
from the castle, run 
backward, and fire at 
the ground to perform 
a backward Ballista 
jump. Land on the castle to collect Ballista Logs, Black 
Adamant Armor, and a Goldensoul. 
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Position yourself at the 
edge of the rocks, fac- 
ing the spinning wheel. 
As it comes around, 
jump onto a paddle and 
ride to the top. Hop 
onto the ledge on the 
side of the building, 
and from there through 

eS. 

Head back out through the gate- 
way. Make your way down the 
icy path to the bridge over the 
river. 

Jump to the ground near the tree 
on the riverbank. Enter the build- d 
ing through the small wooden 
door near the front corner. 
Smash the Plague Rats inside and B.: 
grab the Chain Mail Armor. Tell 
Superfly and Mikiko to grab the 
Bolts in the corner. 
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Exit the building and walk toward 
the waterwheel. 

the window. Grab the Power Boost in the window, and 
the ammo and Save Gem inside. 

Jump out the window and 
back to the ground. Walk 
around the building and 

4 

Hang a right at the door on 
the other side of the bridge 
and grab the Chain Mail 
Armor and Bolts from the 
corner near the rocks. 

Now turn around, walk back 
up the path a bit, and look 
left. Jump down to the 
ground at the cave entrance 
where you see a torch on 
the wall. Three Doombats 
attack from the left. 

With Mikiko and Superfly in 
tow, turn left over the first 
rock bridge high above the 
lava. Kill the Fletcher, 
Doombat, and Lycanthir as 
they attack. 

Head back over the bridge 
and continue along the left 
path down toward the lava. 
Grab the Ballista Logs and 
health from the end of 
the path. 

Pick up the health ahead, 
and then go left over the 
bridge. In the middle, you'll 
find a Purifier Sword Shard! 
Next, hop through the hole 
in the rocks ahead: you’re 
on your way into the 
Dungeon. 



| dungeon level? My original idea was to have a very 
a z < tall vertical 
Ro mero’s Bj esign @omments. dungeon 

; centered around a massive pillar with huge bridges 
crisscrossing all the way up, and dead bodies hang- 
ing under the bridges. But, again, drawing speed 
was a problem because it was so open, vertically. So 

k it was redesigned to be a little more horizontal. It’s 
still a pretty vertical climb through some real nasty 

s =|| trapped areas. In the middle of this fetid hellhole is 

Stavros the Sorcerer, lord of lava and one of King 
Gharroth’s three powerful wizards. Dispatching 
Stavros earns you his weapon, the Stavros’s Stave. 

At the end of the dungeon, you finally see the light 

and get yourself into Gharroth’s castle. 

ured Was Restruct! 
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As you enter the Dungeon, 
Mikiko’s condition worsens. 
Until you can find a cure for 
her illness, Superfly must 
carry her. Both your com- 
panions will be unable to 
defend themselves or help 
you attack. 

Find your way out of this 
cave and into the massive, 
lava-filled cavern. Take out 
the attacking Plague Rat and 
Doombats from near the 
lava. Go left and slash the 
Dwarf to pieces. Grab the 
ammo and health from near 
the cavern wall. 

Crouch under the boul- 
der left of the Dwarf. A 
WraithOrb lies hidden 
behind the rock. 

: te Seley 
Look out for several Skeletons 
hiding around the corners down 
here. Kill them all, circle around 
to the right, and climb the stairs. 
Go left and obliterate the attack- 
ing Centurions. Shatter the vases 
on the ground nearby. You and 
Mikiko now can grab the two 
health vases in the room behind 
them. 



Superfly will stay here with 
Mikiko. Climb up the thin piece 
of fallen metal into the ceiling. 
Squeeze through the small open- 
ing into the ceiling of the cell 
next door. Walk toward the rear 
corner; you'll fall through the 
weak metal bars to the ground. 
Slice through the Buboids and 
grab the health in the corner. Exit | 

the cell through the open door. Look out for the Dwarf on 
the ledge to your left! Find 
the door to the next cell and 
open it using the wall switch 
to the right of it. Superfly 
offers to stay behind with 
Mikiko until you find a suit- 
able path for them. 

Climb back out and go over 
the rock bridge. Destroy the 
Doombats, Dwarves, and 
Rotworms on the other side. 
Follow the rock path ahead 
and curve around into the 
blue-lit cave on the left. Nab 
the Bolts from the ground 
and climb the jagged incline 
through the crumbled 
Dungeon wall. 

Let Mikiko and Superfly out of 
the next cell over using the 
switch on the wall, and then use 
the wooden switch on the left to 

; raise the big door. Take out the 
Lycanthir in the next room and gib 
it with your Silverclaw. Pick up 
the health, if you need it, or 
leave it for Superfly and Mikiko. Obliterate the Buboid i in the cel 

and blast through the crack in 
- the wall. Crawl out onto the 
. ledge and shoot down the 

Doombat and Dwarf with your 
& Bolter. LS 

Go through the big door on the 
Ag ‘hoa , right and kill the Doombat and 
% ae | Buboid. Pick up the Ballista 

Hess | ammo from the left and jump to» 
the other side of the room to 

~ 4 nab the Save Gem. Use the 
-= wooden switch on the left to 

open the bars. Pick up the health 
4 + Carefully jump from the a on Fy left and Chain Mail Armor ; 

=" f ledge to the lip of gat Ss in the rear corner. 

= | ground where the ne be = ee 
Dwarf stood. Go left ' s é A yaw J á a . d 

i into the cave and grab y . 

r the Ring of Fire Tra € a 

~~ Protection. Crouch into eon. 
the cave: the rocks 
ahead crumble, allowing 
you to exit the secret area. Exit this cell and shoot the wall 

crack on your immediate left. 
Superfly can carry Mikiko 

re = 3 through this opening and follow 
oo Hee ; í you to the next area. Open the 

Climb back up the incline and H . - wooden door and have Superfly 
reenter the first cell. Creep out yaik. Efe | Ba grab the health on the right. Go 

onto the ledge and Superfly will : ee through the wooden door ahead. 

follow. Break through the brittle © 
stone and climb into the rear of $ 
the cell. Annihilate the Buboids |,” 
inside and grab the Ballista and |. 
ammo from near the door. 
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Use the switch to open the 
door ahead. Enter and kill as 
many creatures as you can 
from where you are. After 
you neutralize the threat, 
walk the path over the lava. 

Follow the path around the 
structure in the center and 
into the next block of hold- 
ing cells. Enter each of the 
four cells and kill the 
Buboids inside. Collect 
ammo in the first cell, 50 
health in the second, and 25 
health in the third. Give the 
health to the party member 
who needs it most. 

In the cell on the far 
right, take out all the 
Buboids and approach 
the rear wall. Grab the 
MegaShield from the 
crevice under the floor. 

Return to the cell block’s main 
room. Use the lever in the mid- 

= dle to open the bars over the 
_ central tower stairway. Proceed 

back to the main room and 

ee over the lava. Pass through the 
jë = œ opened bars and nab the health 

EFREN aa and ammo from the ground. 
wig +0 hue 1. Climb the stairs to the second 
level. Look out for the Lycanthir halfway up and kill the 
Rotworm at the top. Walk toward the dragon tapestry 
ahead. 
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Take out the Dwarf and Doombat 
ba G as you scale the stairs and gib 

© the Lycanthir at the top. Battle all 
mo -> the creatures in the big room at 

: the top of the stairs and find 
your way to the rear corner. Grab 

`- the ammo, health, and Black 
y _ Adamant Armor from atop the 

Se es wooden platform. 

Walk out onto the 
wooden trim that encir- 
cles the room. Stay up 
against this wall and 
creep across the trim to 
the other side and grab 
the Goldensoul from 
the ledge. 

Attack the wooden wall 
marked with a penta- 
gram until it crumbles. 
Grab the Invincibility 
artifact from the plat- 

= í form inside. 

A ise 

Go oraid ae the sight 
at the end of the hall, and 
then turn left. Shatter the 
Dwarf, Rat, and Rotworm 
and find the door on the 
right. Open it using the wall 
switch. Hop over the Buboid 
corpses and grab the health 
at the end of the cell. Exit 
this cell and open the door 
to the cell opposite. Pick up 
the ammo at the far end. 

Make your way back up the 
stairs, walk toward the drag- 
on tapestry, and kill the 
Lycanthir on the left. Behind 
it a Save Gem lies on a rail 
over a large lava pit. Walk 
along the edge of the pit 
and out onto the rail. Grab 
the Save Gem and get away 
from the pit. 

Now walk out into the main 
room and climb the tiny ledge on 
the right to the upper level of the 
Dungeon. Take out the swooping 
Doombats at the top. If you need 
health, find it in the corner 
opposite the door ahead. 

E= 
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Come back and go left down the 
stairs into the underground hold- |- 

ing area. Grab one health box 
É from inside the cell and have y 

* Superfly pick up the other. Climb | 
out through the hole in the wall 
and over the broken torch. 

Enter the tower and 
descend the stairs. 

Grab the Power Boost 
from the lowest step. 

Take out the Dwarf and 
Lycanthirs in the hallway and 
pass the bars blocking the stairs 
on the right. Grab the ammo in | 
the corner ahead. Find the cell at 
the end of the hall and flip the : 
wall switch to open it. Prepare to |” 
battle the mass of captive crea- | 
tures here! Eliminate them all one | ~~ 

Climb the stairs and enter the 
= passage ahead. Kill the Dwarves 
L on the stairs and the Buboid in 
- the cell at the bottom. Head 

down the hallway and turn right 
to descend the stairs. Pick up the 
health on the right and curve 

-at a time. Now enter the cell and around and down the next small 
E yan the Purifi jer Shard from the wooden platform. Turn the | ee ashi hee se ate hi 
e crank to raise the bars blocking the stairs nearby. P ammo from behind the Lycanthir 

prz continue down the spiral staircase on the left. 



At the bottom of the stairs, 
approach the bars and pick up 
the health from the ground. 
Make your way back to the main 
staircase. Look out for the sharp 
blade swinging toward you. Wait | 
until the blade hits the bottom of 
the stairs, and then crawl 
under it. 

Run upstairs and collect the 
Chain Mail Armor on the left. 
Go down the hall and flip the 
wall switch to open the bars. 
Step onto the metal floor grate 
to fall to the level below. Open 
the wooden door nearby and 
walk down the hall. 

The Third Section of the Dungeon 

i Tu o ee T 
s Pass through the door at the end 

of the hall. Approach the heavy 
bars blocking the way to the lava 
pit. You must turn three dials in 
the area to lower them. Go left 
around the wall, kill all the 
creatures in your path, and make 
your way upstairs. Enter the 
room on the right, slash the 

iY. - Lycanthir, and turn the first dial. 
Continue down the hall through this area and turn the 
other two dials. =A 

Return to the main room and 
walk out onto the platform over 
the lava. Stavros the Sorcerer will 
spawn on the rock in the middle. 
Strafe from along the platform as 
you attack him. 
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When Stavros dies, a spiral stair- 
case breaks through the rocks 
where he stood. Grab the 
Stavros’s Stave from the bottom 
of the stairs and climb to the 
top. Make sure Superfly and 
Mikiko are following you again. 
Slash the Lycanthir and take out 

onto the ledge overlooking the 
the Plague Rat on the left. Climb i 

Eae, QE ee ee 

Take out the Dwarf i in = miede 
of the bridge and go up the 
stairs. Blast the door to the cell 
at the top. Then kill the Buboid 
inside and grab the Save Gem 
from the ground behind it. 
Descend the stairs and locate the 
rocky lava pit. You must jump 
across the pit and activate the 

lava pit and grab the ammo from under the supports. bridge so Superfly can cross. 
Jump from ledge to ledge on the left and up onto the 
stairs. Flip the switch and summon Superfly. Pick up a 
health from farther up the stairs and tell Superfly to grab : 
the other. 
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Use the lever on the left to open E 
the door and enter the room 

At the edge of the 
wooden ledge, climb 
onto the tiny ledge 
over the lava. Walk to 
the hole in the wall in _» ahead. Look out for the Rotworm M 
the corner. Crouch into ~ `g that drops from the ceiling as 

the hidden area and “you nab the ammo near the mid- J 

take the Black Adamant dle torch on the right. Hop peg 
around the left edge of the lava 
pit. (Pick up the ammo as 

you go.) 

Armor from inside. 

Climb back across the ledge to 
j i the door to the stairs in the cor- 

ner. Watch for a mass of attack- 
ing creatures in the next main 

inè room. Collect the ammo from 
2 the right side of the entrance and 
e ey Í. y m walk around the center tower to 

the door behind it. Turn right 
we cer Mi ana A into the hallway; stay as close to 
the wall as you can to avoid the lethal spikes that descend. 

From the walkway high 
above the floor of the 
main room, look down 
to the ledge on your 
left. Jump down to land 
on the Attack Boost on 
the edge. 

At the next corner, turn 
left toward the wall. 
Crouch and use the 
small hidden door 
under the banner. 
Crawl into the opening 
and climb the stairs to 
the top. Go left 
through the door and 
grab the Goldensoul from the ledge on the other side. 

Retrace your steps to the highest 
walkway and pass through the 
next door. Climb both flights of 
stairs and continue outside 
through the double doors at the 
top. A cutscene begins, and $ 
you'll start your journey to 
Wyndrax Tower. 

EIN 

Go back through the trapped 
hallway. This time, turn right at 
the corner. Pass the stairs and 
jump over the lava pit at the end 
of the hall to collect ammo and 
health. Find your way back to the |. 
stairs and battle across the dam- 
aged floor to the next stairway. 
Enter each cell at the top of the 

; > stairs to collect both health and 
ammo. Exit this room into the rocky tunnel, and move 
from there onto the bridge. 



| At the start of the project, this map was a hub city 

level with lots of houses and buildings, and was 

s Design @omments] the center of | 
the castle. It 

had three exits, each leading to a boss level | 

(Stavros, Wyndrax, Nharre); you’d finish off the | 

boss and return to the hub to find the next boss 
entrance. The episode flow was redesigned 
because the original hub map was too complex 

and confusing. Having a main hub like that would 

be inconsistent with the rest of the game, so | 

made the flow linear and put Wyndrax Tower— 

the second boss map in the episode—in its place. 

"Hellfire Paladl i 
¥ lycanthir © ae, 

LPU Ra / in 
} Wyndrax F Wi are 
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Hiro, Superfly, and Mikiko 
start this level just outside 
the Dungeon in a snowy 
courtyard near the main cas- 
tle entrance. Walk beneath 
the archway on the right and 
grab the ammo on the left 
past the door. 

Slice through the Dwarf near 
the campfire around the cor- 
ner. Shoot the Doombat out 
of the sky and grab the 
health and ammo from the 
ground. Make your way into 
the cold blue cave ahead, 
and from there down to the 
ice. Slide out onto the ice 
and around the rock on your |` 

> 
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Locate the path and climb 
the rock stairs into the 
castle. Pick up the health 
and ammo from the ground 
and kill the Doombat hover- 
ing above you. Climb the 
stairs and turn right at the 
top, toward the drawbridge. 

When you pick up the 
Purifier Shard, you’ll start 
the barrel rolling off the 
bridge and down through 
the ice. Jump down and 
enter the water through the 
hole in the ice. Swim 
through the broken grate to 
the opening on the right. 

Ez 2 E 



Swim down into the 
tunnel and come up 
inside the hidden cav- 
ern. Pick up the 
Goldensoul and swim 
back out of the tunnel. 

Go out through the opened 
door. Destroy the Lycanthirs. 
(Remember to gib them with 

Continue up the stairs until 
you find the Hellfire Paladin 
at the top. Kill him and 
reenter the castle on the left. 
Climb the spiral staircase to 
the top. Grab the Save Gem 
there and obliterate the | 
Hellfire Paladin. If you found 
the Ring of Fire Protection in 

: the Dungeon, you will have 
wae = = 2 as extra protection against the 

er i ts or Hellfire Paladin. 
wee? + Se 

your Silverclaw so they don’t 
come back to life.) 

Locate the hole in the ice 
above and leave the water. 
Nab the health and climb the 
ladder on the wall. Slash the 
Fletcher and grab the ammo 
on the right. Use the lever 
ahead to lower the draw- 
bridge. Climb back down the 
ladder and return to the 
water through the ice hole. 

Swim through the broken 
grate and up through the 
hole on the other side. 
Make your way up the path 
and climb the stairs. 
Superfly, still carrying 
Mikiko, meets you at the 

Walk toward the castle 
wall and find the large 
crack. Shoot a Bolt or 
Ballista Log at the bar- 
rel inside. It explodes, 
blowing a large hole in 
the wall. Jump into the 
room through the hole 
and find the Ring of 
Lightning Protection in the back. 

Jump back onto the roof and 
walk toward the stairs. From 
there, jump onto the big, flat 

Inside the castle, grab the roof ahead. Grab the Save Gem in the 
middle of the bridge and ammo on the floor to your | 
proceed toward the door right and destroy the nearby 
ahead. Lycanthir. Go right, through 

the skull-marked doorway. 
Pick up the health on the 
left, or give it to Superfly 
and Mikiko if they need it, 
and scale the stairs. 

Drop down near the 
castle wall and enter 
the small room ahead. 
Follow the passage to 
the wooden door, go 

through, and find the 
Power Boost in the hid- 
den room ahead. 

Smash the Plague Rats and grab 
the health at the top. Press the 
button to open the door down- 
stairs. Make your way back down 
to the bottom floor. 



( Just beyond the first set of rocks 3 ae . This time, turn left and go down 
on the right, jump over the wall TA i & the spiral stairs to the wooden 

_ to the right of the stairs and into » . lift at the bottom. Board the lift 
| the icy water. : : _ and push the button to descend. 

Locate the opening in 
the wall on the right 
and swim up into it. iii ; = ; 
Grab the Attack Boost sd os nt ag, 
and health from inside. : ` Tair een W 
Swim back out and A cal te A ee 
climb the ladder back SE T was eve A ae 
up onto the stairs. Rela ods | aps ee 

Run quickly through the Leave this room through the 
lightning-filled hallway and -| wooden door, go back 
through the wooden door. | | through the lightning hall- 
In the room beyond, you'll way, and take the lift up. Go 

Beet E find the Crypt Key ahead. left and climb the spiral 
é Exit via the wooden door, find Grab it and take out the stairs to the crypt door. Use 
& the part of the roof just above Buboids that spring from the the Crypt Key to open the 
= the blue flags, and jump to the coffins on either side of | door and enter. 

stairs below. Climb the outdoor i | the room. 
Stairs to the top and pass Fi : 
beneath the arch. a i 

eS 

4 The Second Section of Wyndrax Tower 
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Descend the stairs on the 
right to the floor below. 
Take out the Plague Rats, 
enter the tunnel on the 
right, and pick up the ammo 3 
on the ground. Enter the 
next tunnel on the left and 
walk past the iron gates to 
the middle staircase. 

Smash the window 
behind the table 
Wyndrax’s Spellbook 
rests on. Jump through 
the window into the 
outdoor courtyard. 
Grab the Speed Boost. 
Then climb the ladder 
on the wall and crawl 
back into the room. 

Key on the lock to open the gate blocking the nearby door. 

Go downstairs and grab the i 
Save Gem on the table. Turn | } 
and walk to the right of the 
stairs and kill the Fletcher. 
Walk down the ramp and 
slash the Hellfire Paladins at 
the bottom. Collect the 
Wyndrax Key and health 
from the ground, and 
Wyndrax’s Spellbook from 
the table. 

Locate the altar on the opposite 
side of the room. Use the 
Wyndrax Spellbook on the altar: 
the lightning in the center causes 
the structure to explode. With 
the lightning disabled, you can 
enter Wyndrax’s lair. 

Exit this room and turn right 
toward the main stairs. Go 
downstairs and beneath the arch 
on the right. Again, go through 
the next tunnel on the right and 
through the door into 
Wyndrax’s lair. 

Wyndrax summons lightning to 
battle you with. The fight 
continues until Wyndrax is badly 
hurt. Then he’ll flee through a 
secret opening behind the left 

! bookcase. 

Exit the way you entered— 
through the tunnel, up the ramp, 
around the corner, and up the 
big staircase. Turn left at the top 
of the stairs and go under the 
small arch. Climb the main stair- 
case to the crypt’s second level. 
Continue along this path to the 
rear corner. Use the Wyndrax 

Pursue Wyndrax down the 
curved staircase and grab the | 
health and ammo at the bot- 
tom. Go outside to find 
Wyndrax gathering wisps 
from the trees. Fight him 
again as he hurls wisps to 
attack you. 

eer te Se i > ee 

Proceed back toward the main 
room, curve to the left, and go 
through the unblocked door on 

When Wyndrax is dead, col- 
lect Wyndrax’s Wisp from 
the ground near his body. 
Now make your way back 
through the rocks to the 
gate. Pass through the open 
gate to enter Nharre’s 
Crypt. 



| I wanted this level to be really scary and creepy and 

deep under the ground, close to the lower lava 
layer under 

o's DE sign ICE mments- the castle; a 

place where an evil presence would reside: 

Nharre the Necromancer. | also wanted to convey 

the feeling that the area was really old, so lots of 

broken structure is down there as well, along 
with lots of Doombats. | think this map was 

pulled off very well. Originally it was much dif- 

ferent, but that original effort was replaced with 

something more cohesive and stylized, which is 

what you see today. 
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Cross the bridge over the lava 
and release a wisp into the next 

A oe "ee Re room to bring down the 
E After vou leave Wyndrax Tower, i A pam ¿<= Doombats. Open the black chest 

ł $ y y ower Tn ’ near the wall ahead, and then 
the fastest path to Gharroth lies (back up in case it explodes. Grab 
through the Crypt of Nharre. he healelh and anno: rom 

behind the pillars on the left, and 
then go downstairs. 

$: 

; Ease YY 
ss wn 
Gib the Lycanthir below with 
your Silverclaw and squash the 
Rotworms. Use the unlit torch 
next to the coffin to open the 
secret passage in the floor. Open 
the wooden door at the bottom 
of the stairs and head down into 
the rocky cavern. 

Turn around and run 
back to the entrance 
gate. Pick up the Power 
Boost from the left side 
of the gate. 

Kill the Dwarf and hop from the 
© first rock pillar to next, and then 
© over to the other side of the pit. 

he & Release another wisp on the 
E- he Č Dwarves near the structure in the 

pi A ¿ rock cleft. 

Run back to the crypt doors and 
enter. Descend the curving stair- 
case into the depths of the tomb. 
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Go through the skull door, 
descend the stairs, and grab the 
health from the ground. Pass 
through the second wooden door 
and decimate the swarm of 
attacking Doombats in the 
rafters. Cross the jagged path 
over the lava toward the next 
door. Collect the wisps and bolts 
on the other side. 

After a few seconds, enter the 
room and carefully traverse the 
bars. Pick up the Chain Mail 
Armor from the center of the za 
room and leave through the door 
ahead. 

From the top of the 
stairs, perform a Ballista 
jump and land on the 
rafters overhead. Pick 
up the Goldensoul and 
drop back to the 
ground. 

Prepare for a major assault at 
the bottom of the stairs. 
Two Hellfire Paladins and a 
Voltaic Valkyrie await you 
there. Attack them with 
Stavros’s Stave and 
Wyndrax’s Wisp until they 
can fight no longer. Pick up 
the Save Gem and health, 
and then turn left at the end 
of this hall. 

Saunter down the spiral 
stairs and prepare to fight 
Nharre the Necromancer. 
Nharre summons a mass of 
Buboids to fight you, in 
addition to his Nightmare 
attack. 

Exit via the door at the top of 
the stairs. Release a wisp as soon 
as you open the door to obliter- 
ate the Doombat, Plague Rats, 
and Voltaic Valkyrie. 

Use the two triangular 
buttons on the front of 
the tomb and its doors 
will slide open. Climb 
down the stairs and 
take the Ring of 
Undead Protection 
from atop the coffin. 
When you touch it, two 
nasty Rotworms drop from the ceiling. 

i? r 

If you’re in sight when he After you finally destroy 
uses the Nightmare, it sum- Nharre, find your way to the 

A mons a demon to tear you gate at the rear of the crypt. 

ae to pieces. Stay back and a ; 
ma i 9i : fight him as you duck á 
A wan e behind pillars. 

Exit the tomb and turn left 
beyond the door there. Ascend 
the stairs and pick up the Lava 
Rocks at the top. Open the door 
there, release a wisp into the : 

. next room, and allow the door to | * 
| close so the wisp has a chance to | 

kill the Doombats awaiting you 
there. 

Trudge through the torch-lit cave 
and find the lava pit. Grasp the 

| Purifier Shard on the edge of the 
lava pit in front of Nharre’s 
partially summoned demon. 
Approach the wooden door and 
you will be one step closer to 
Gharroth’s Throne. 
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Because this was the last level in this episode, | | 
% j wanted something really cool-looking and a i 

f A EEFE ESA gameplay | 
i x j ' ORGAN ro E ORT TT idea not | 

à e 5 * explored anywhere else in the game. So | came 
r f = t -> ‘up with the idea of having the egress from ' 

i E ` x a 1 Nharre’s Crypt being from way down under the | 
. ~e = | 

jo i - earth at the top of the lava layer under | 

k <€ < Gharroth’s Throne Tower. | liked the idea of see- | 
P ` = F= ing snow falling down from the cold world above | 
> x | into the burning lava and the player riding a 

corkscrewing bridge all the way up to the top 

past legions of Gharroth’s elite corps. Instead of 

finding an opulent throne room, the player is 

shocked to find an insane king drooling in his 

ruined sanctum, hinting at glory days gone by, a 

time when the kingdom wasn’t engulfed in an 

endless winter wrought by the king’s turncoat 
necromancer, 

Plague Rat) 
“RotWorm a Ate 8 
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SECRET 

e anan f At the end of the path, just 
7 Because Superfly carries : three rocks in turn, taking =| over the lava and collect the 

vou es Hens ap F Mikiko, he offers to stay 7 care not to stay on any one |` health and Lava Rocks. Grab 
the Chain Mail on the ¿| behind while you check |") too long; otherwise you'll the wisp ammo hovering in 
third rock. "| things out. Hop from the Fl be dipped into scalding lava. this here. 

first rock to the second, and 
then jump to the rock on 
the left. 

Pick up the Save Gem and health 
; in the big open cavern near the 

Leap from rock to rock until you 8 op 
reach solid ground. Duck into 
the small opening and stay to 
the left. 



Climb to the top of the 
stairs and grab the health 
from behind the Valkyrie. 
Use this lever to call the 
lift again. 

Walk across it and use the 
lever on the opposite wall. 
The lift will slowly wind 
toward the top of the 
cavern. 

Hop on the lift when it gets 
in range to ascend to the 
first level. 

Shoot down the Doombats 
attacking from near the cen- 
ter pole. Use the lever at the 
edge of the stone to activate 
the large lift in the center of | 
the lava pool. 

vere 

Look out, Fletchers attack 
from atop the castle wall as 
soon as you’re in sight. 
Slash everything attacking 
from the ground before you 
turn your Ballista to the 
skies. 

After you annihilate the 
attackers, find the ammo 
near the lever in the corner. 
Pick it up and open the 
Black Chest! Back away as it 
opens to avoid injury if it 
explodes. 

Look out for the Voltaic 
Valkyrie just inside the first 
doorway. Take it down and 
destroy the two Fletchers 
inside on the left. 

Grab the Chain Mail Armor 
and health on the left. 

Turn around and run up the Collect the health and 
stairs to the Hellfire Paladin. Ballista Logs from the 
Avoid his fiery attacks as corner and use the lever to 
you destroy him from a summon the lift. 
distance. 

Make your way toward 
Gharroth’s Throne Room: 
turn left twice and locate the | 
first archway. Kill the Hellfire | 
Paladins in the area near the 
arch, and be wary of the 
two Voltaic Valkyries 
behind them. 

Hit the switch on the wall to | 
summon the lift, and 
Superfly and Mikiko with it. 

With all your visible enemies 
obliterated, head toward the two 
dragon statues in the distance. 
Grab the Black Adamant Armor 
from the ground between them. 

Head upstairs and smash the | 
Voltaic Valkyrie and 1% 
Fletchers. Grab the Bolts on 
the left and slice the Hellfire 
Paladin. 

When the lift arrives, cross it 
and go through the door 
ahead. Pick up the ammo 
from near the wall ahead and 
turn right. 
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Collect the ammo and health 
here before opening the 
door. Be prepared to con- 
front two Valkyries and a 
Paladin on the other side. 
Wipe them out and go 
through the door at the end 
of the bridge. . 

Turn around and nab the Continue forward to the 
health from near the pillar door on the right. Climb the - 
on the right. stairs and slash the Hellfire E 

Paladins in the room at the 

Throne Room. Superfly and 
Hiro plead with the insane 
king to help them charge the 
Daikatana. or 

Walk through the flag 
on the wall opposite 
the first door behind 
the Save Gem to find a 
hidden Goldensoul in a 
wall opening. 

To help you in the ensuing 
battle, locate the stockpile of 
health and ammo down- 

Fight Gharroth until he 
yields. Then view the 
cutscene: the Purifier Sword 
returns Gharroth to sanity, 
and he willingly sends you 
forward in time. So begins 
the next leg of your 
journey—the Rock. 
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| The reason | came up with the idea of having 

San Francisco 2030 C.E. be the fourth episode 

Wesign Bommencs) "because | 
a setting similar to Duke Nukem 3D’s—something 

near-future where we could have more military 
weapons. | didn’t choose Los Angeles for the set- 
ting because, well, that would have been a little 

too obvious! And putting the player in a location 

where a military base is located also helped with 

| the enemy character design ideas. 
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“| + l always thought crawling through Alcatraz would 
we be a really 

LCA ËT 4.4 Ss Besign Bomments- : fun game 

i level—exploring all the nooks and crannies and 
Pri decimating dozens of deserving inmates! The 
+ i picture that stayed in my head was this: you run 

$ out into the main yard and see a group of 
inmates playing a game of basketball. You run 
over to the group and just start blasting them 

-with a heavy-duty shred gun while they start 
| running and try to pelt you with rocks and the 

basketball. Boom! There goes that basketball— 
| along with everything else. Heh. They’re com- 

pletely helpless and you’re in there like the 
Predator with your superior firepower. 

| risoners 

Pipe Rat 

“ Screenshot of Alcatraz in the Quake Q 
3 Engine 
i “ia F 

ae 
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Reenter the main vent and fol- 
low it to the next grate on the 
right. Smash the grate open 
and grab the ammo from inside 
on the right. 

iy yoo + BE € kesty 
-r 

Walk out into the courtyard 
and grab one of the Glocks 
sitting on the ground. Run 
to the far end of the yard 
and enter the cell on the 
left. 

After landing on the Rock, 
you and your companions 
will need to ask the locals 
about the details of your 
present position. After some 
coercion from Superfly, 
Ratchett Cassetti gives you 
the information you need. 

Hop onto the pipe cas- 
ing, and from there 

onto the small double 

pipes. Jump up to the 
ledge ahead and crawl 
behind the pipes. 
Around the corner in 
back you’ll find a 
Slugger. 

Take out the Prisoners, grab the 
ammo, and attack the wall grate 

to open it. Blast the grate on 
your immediate left to open it. 
Collect the Kevlar Armor and 
empty bottle from inside. You’Il 
need this bottle, along with salt- 
peter, coal, and sulphur, to make 
a small bomb and blast your way 
out of Alcatraz. 

Drop back into the main vent and 
head toward the orange light. 
Blast the grate and pick up the 
slugs and health from the floor. 
Pull the lever on the wall; it 
blows up to allow access to the 
room next door. 
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- Take out the Pipe Rats in the 
next room. Walk toward the hole 
in the ground and find your way 
around it. Circle the pipes on the Kei 
right closely and grab the health hy 
hidden in the middle. Come back | $ 
out and go down into the hole in 
the floor. Crawl along the narrow 
pipes and jump out of this 
passage through the manhole. 

Annihilate the Prisoners and nab 
the health from near the barrel. 

» Exit this room and pick up the 
` ammo just outside the door on 

the right. Hang a left and find the 
door to solitary confinement 
there on the left. Enter solitary 
confinement and take out the 

' Prisoners there. 
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Use the lever on the wall ahead 
to open all the cell doors. 
Superfly and Mikiko rejoin you 
now. All three of you must head 
to the opposite end of the yard 
and enter the cell on the right. 
Have Mikiko or Superfly pick up 
the Glock on the floor. Grab the 
ammo and Save Gem, then make 

your way back to the lever used to open the cell doors. 
Exit this area as a group via the solitary confinement door, 
and then enter the cell on the left. Take out the mob of 
Prisoners as they attack and pick up the health and ammo 
from just inside the door. 

s 
wee +100 r jes ro | 

Enter the laundry room through 
the door ahead. Blow up the 

"4 e “4 barrel between the dryers and 
: à à flip the switch on the wall 

behind. Duck into the open dryer 
* to collect the Ebonite Armor. 

(The dryer activates briefly and 
you take a small amount of 
damage.) Get out of the dryer 

and go left toward the fire burning in the barrel. Take out 
the Prisoners, grab some ammo, and go straight through 
the next two doorframes. 

— 

The Second Section of Alcatraz 
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Exit the building 
through the double 
doors and you will be 
in the yard. Turn right 
and climb the thin 
pipes on the wall up to 
the ledge. Walk along 
the ledge around the 
corner, climb the next 
set of small pipes and accumulate the Goldensoul and 
ammo in the small room. 

Open the cabinet on the 
right and grab the health. 
Walk to the back of the big 
room with the tables in it. 
Climb atop the table in the 
rear corner, and then jump 
onto the board suspended 
from the ceiling. 

Immediately take out the 
mass of attacking Prisoners 
and grab the health from just 
around the corner on the 
right. Then walk down the 
tunnel ahead and collect all 
the ammo you can find. 
Now turn around and return 
to your point of entry. Walk 
around the wall to the rigħt 
and go through the hole in 
the wall. Climb back out onto 

the ledge and follow it 
over the light in the 
corner. Jump the gap 
and continue along the 17 
ledge until you find the |... 
small tower on the 
right. Jump up into it 
and grab all of the 
ammo on the table and in the lockers, and also the 
Speed Boost. 

_ Leave this cell and walk ahead to 
- the far wall, taking out all attack- 

ing Prisoners. Hang a left 
through the metal door. Look up 
at the top of the collapsed stair- 
case and locate the black metal 
barrel. Shoot it and the entire 
staircase will explode and fall. 

(SecreT 5] | 
Shoot the second barrel 
at the top of the stairs. 
The pillar will fall. 
Climb the pillar and 
grab all the ammo from 
the ledge. 

Exit the tower and get 
back on the ledge. Go 
left, and at the corner 
of the tower, drop 
down onto the small 
path. Follow this path 
around the tower and 

grab the slugs, 
Kineticore, and Power 
Boost behind it. 

Now climb into the vent in the 
corner and kill the Pipe Rats Walk back around the corner and 

{so 4 

wall. Jump from there to the small board below the 
window, and then crawl inside. 

l hop onto the tiny ledge along the 
edge of this walkway. Climb the 
incline and look across this small 
area of the yard into the window 
in the wall ahead. Jump from 
your current position to the top 
of the vent coming out of the 
ground at the bottom of the far 
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tunnel and drop through the hole in the cell ceiling. 
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there. Shoot off the grate at the 
other end and descend the ladder 
into the tunnel below. Grab the 
health, slugs, and Mana Skull as 
you make your way through the 
narrow, Prisoner-filled tunnel. 
Scale the ladder at the end of the 
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Climb the ladder in the 
rear corner to find a 
MegaShield atop this 
ledge. 

Ei 

Walk forward past where the 
armor was, past the burning 
barrel, to the barred door in 
the small room on the left. 
Flip the switch to unbar the 
door and enter the room. 
You’re back at the staircase 
you destroyed earlier. 

Exit the cell, and go to the 
far-right end of the cell- 
block. Nab the armor at the 
opposite end of the yard 
and enter the left corner 
cell. Collect the health and 
ammo from the shelves and 
exit the cell. 

Return down the ladder and 
make your way back to the 

Descend the stairs, pass central area of the cell. Walk left 
through the door ahead, and | 17. m toward the fiery barrel on 
continue onto the walkway Eo o sS the right. 
around the yard. @ De = ge 
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Locate and enter the cell in the 
opposite corner of the area. Find 
your way into the area behind 
the cell, grab the ammo from the 
ground, and make your way 
through the pipes on the right. 

The Third Section of Alcatraz 
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You'll find the lump of coal 
you need to build your 
bomb on the ground on the 
other side of the showers. 
Destroy the Prisoners, grab 
the coal, and leave the 
showers. 

Obliterate the Prisoners 
swarming the area and turn 
left down the first corridor. 
Grab the ammo from the 
ground, exit this corridor, 
and continue around to the 
left. Grab the Save Gem at 
the end of this passage and 
flip the wall switch to lower 
the bars over the windows. 

As soon as you enter the next 
room, the large support and 
structure collapse. Grab the 
shells on the table to the right, 
and then crawl into the small 

fallen structure. Run up to find 
Kevlar Armor, a Slugger, a Save 
Gem, and some slugs on the 

ledge above. Hop back down and exit this room by crawl- 
ing under the fallen structure through the door. Take the 
Acro Boost from the next room. 

Quickly locate the hole 
in the ceiling in the 
small room ahead. 
Jump up into the hole 
and pick up the Attack 
Boost there. 
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Drop to the ground and continue 
up the small incline. Take out the 
Prisoners one by one with your 
Slugger. Shoot the debris block- 
ing your exit at the end of the 
hall. Descend the ladder into the 
water below and grab the health 
there. 

ETN 

opening under the left side of the 

Prima , 
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Swim to the end of the pas- 
sage and exit the water into 
the yard. Pick up the ammo 
from behind the broken bars 
in the lower area. Make your 
way toward the door and 
collect the health and ammo 
on the left. 

Exit and go left toward the 
burning barrels. Pick up the 
ammo and open the fence 
door. Take out the Prisoners 
and Pipe Rats and grab the 
health from near the left 
wall. Jump onto the barrel, 
and from there onto the 
ladder that hangs from the 
ceiling. 
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Inside, stand as far back as 
you can and shoot the black 
barrels to make them 
explode. Now walk forward 
through the chain link door 
to obtain the WraithOrb. 
Turn left; near the back wall 
you will find the vial of salt- 
peter you need to build the 
small explosive. 

Perch on the lip of the vent 
ahead and hop onto a near- 
by support. Leap to grab the 
torn metal mesh dangling | 
from the level above and 
climb into the next area. 
Shoot the thin metal piece 
holding up the ladder to 
make it drop. 

Climb the ladder, jump onto the 
black barrel, and from there onto 
the level above. Shoot the thin 
metal support for the weight 
overhead and yet another ladder 
will drop. Continue through the 
tower, hopping from support to 
support, to the top ladder. 
Climb it and kill the Prisoners 
at the top. 

The pouch of sulphur for your 
explosive lies on the ground on 
the other side of this room. Grab 
it, and then open the metal door 
in the middle of the room. 
Descend the ladder into the vent. 
Crawl through to the bottom, 
collecting health and killing Pipe 
Rats as you go. 
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Turn and find the crack in 
the nearby wall. Walk toward 
it to view the cutscene: 
you'll use the explosive you 
made to blow a hole in the 
wall. Crouch through the 
hole and pick up the health 
ahead. Jump over the wall 
on the left. Follow the rocky 
path to the massive opening 
in the rocks. 

At the bottom of the vent 
go down through the long 
shaft into the water. Take a 
breath of air, and then go 
underwater to use valve 
number one, and then valve 
number three. This raises 
the water level considerably. 
Swim up and catch a breath, 
and then use the single valve 
above the lower four. 

Now go back down and use 
number two, followed by 
number four. Swim up and 
into the pipe opposite the 
higher valve and leave the 
water via the ladder. Proceed 
through the pipe, and then 
drop into the rushing water. 
Ride through this pressur- 
ized pipe to shoot out into 
the prison yard. 

Jump to the rock ledge 
ahead, and from there to the 
lower ledge on the right. 
Leap for the broken ladder 
dangling from the rocks. 
Climb it, and then jump to 
the rocks under the tower. 
You’ve made it out of 
Alcatraz. Now you must find 
your way beneath the Rock! 

you have to get off the island. But I didn’t want to 
make it just | 

that simple, 

so we Created an entire quaked-down subterranean 
area. You have to swim around avoiding sharks 

~] and figuring out how to make your way through 
the wreckage. When you swim to the surface, you 
might have a flashback to the “Pirates of the 
Caribbean” ride at Disneyland. The fire-lit, 
destroyed buildings and the water all set the 

mood. 
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Screenshot of Beneath the Rock Early in | | n sre 
Development . 
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Hop off the grating and grab 
the Slugger and ammo near 
the fence ahead. Bust down 
the boards and pass through 
the gate. 

Head out through the rocky 
tunnel and take out the 
Prisoner on the right. At the 
end of the tunnel, grab the 
Attack Boost from the ledge 
on your right. 

E p iso die mho Wr: San 

Climb the rock on the left. 
Jump onto the fence and 
nab the ammo. Walk on the 
fence up the incline and 
drop onto the rock to 
collect the Kevlar Armor. 

Continue down the path and |% 
fire a bullet at the barrels in 
the cave on the left. Let 
Mikiko and Superfly each 
pick up some Glock ammo 
as you collect the Kineticore 
and Ripgun ammo near the 
barrel. 
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Continue down the hill, destroy- 
ing Prisoners as you go. Collect 
the Kineticore ammo on the 
downward slope and give the 
health to the party member who 
needs it most. There are more 
Glock shells on the right, near 
the rock wall, for Superfly and 

Mikiko. Pick up the Save Gem left of the path. 
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Look out for Chaingunners, 
Uzi Gang guys, and the 
Rocket Gang member at the 
bottom of the hill. 
Annihilate them all, with 
your friends’ help, and pro- 
ceed downhill. Each of you 
will find one health box on 
the way down. When you 
reach the dock at the bot- 
tom, stay where you are and 
destroy every monster in the 
vicinity. Tell Superfly and 
Mikiko to stay behind. You'll 
meet up with them later. 
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Return up the hill past the 
cave with the burning barrel 
to the ledge where you 
found the Attack Boost. 
Climb out onto the ledge 
and look at the rocks ahead. 
Make a running jump over 
the path into the small, high 
opening and drop into the 
water below. 

14 ba 



Collect the kinespheres and slugs 
at the top of the waterfall before 
going over. 

Climb out along the 
ledge on the left side of 
the cavern above the 
falls. At the other end 
you'll find some health. 
Climb back out of the 
opening and drop at 
the base of the 
waterfall. 

Look out for the Gang 
Chaingunners and the 
Uzi Gang guys in this 
area. Turn around and 
enter the opening in 
the rocks behind the 
waterfall. Follow the 
tunnel to the burning 
barrel and grab the 
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Exit the tunnel and drop off 
the cliff over the next set of 
falls: sharks swarm you 
immediately from all angles! 
Swim forward toward the 
building, and then move to 
the right. 

Cordite and slugs from the ground. 

Locate the section of broken 
building in the water. Grab 
the Power and Speed boosts 
from the fallen edifice and 
swim back out. Make your 
way under this part of the 
structure, grab the health 
from the bottom, and then 
swim back to the area near 
the falls. 

Take a right through the 
cracked wall into the build- 
ing and slash the Sharks 
nearby. Paddle forward to 
the third room and collect 
all three health boxes from 
the floor. 

Walk back inside and collect 
the Save Gem left of the 
water entrance. 

Go right at the burning 
barrel to the cavern outside. 
Take down the Chaingunners, 
and then turn left. Run up the 
piece of broken metal, and 
then jump onto the broken 
building. Hop to the balcony 
of the building ahead. 
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Return to the middle room. 
Climb onto the broken piece 
of floor to leave the water, 
wary of the Rocket Gang 
member at the top. Eliminate 
him, and then go through 
the door ahead. Shatter the 
Gang Chicks and grab the 
Ebonite Armor from the bal- 
cony outside. 

Now proceed into the next 
area and destroy the Gang 
guy with the Uzi. Hop down 
into the small pool, turn, 
and climb the ladder. Smash 
the Rocketeer in the room 
above, climb the stairs, and 
obliterate the Uzi guys 
there. 

EAT. z LHE PRIS. ¢ 

If you need health or armor, 
at the end of the walkway 
ahead, jump over the railing 
and down to the ground. 
You'll find Ebonite Armor in 
the corner, a health box to 
the right, and three more 
health boxes under the wall 
of the fallen building. If you 
jump down to the rocks, 
you must retrace your steps 
back up to the balcony. 
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g poe From the balcony corner, turn left 
3 and slice through the Knifers. we 
% k i ~ Enter the building and walk to 

nan 5 : ~ the back of the room behind the 
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Now turn around and head back 
toward the building. Jump to the 
lowest balcony and enter the 
building through the window on 
the left. 

Find the small crack in 
the wall to the right of 
the middle metal beam. 
Shoot it: the wall 
explodes to reveal a ae 
secret area. Grab the ju 
Ripgun and ammo from a ; er Take out the Chaingunner inside 

inside the hidden va too iyu euo. i NANN A S `“ yọ and proceed up the rocky tunnel. 
room. se ~ Obliterate the Uzi Gang guys in 

the cavern at the top of the tun- 
nel and grab the Acro Boost on 
the left. 

Go back down through 
the tunnel and out onto 
the balcony. Turn right 
and hop down to the 
rocks. Find your way to 
the burning barrel at 
the end. Using the 
Acro Boost, jump to 
the rocks above and 
collect the MegaShield. 
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Turn left and shoot the black 
barrels at the end of the 
walkway from a distance. 
Walk to that corner and 
turn left; then grab the 
Goldensoul near the rocks 
at the end. 

Crawl back out into the 
main room and climb the 
ladder there. Shoot the black |- 
barrels to blow a hole in the | 
wall. Enter the next room 
and wipe out the mass of 
attacking enemies. Shoot 
through the boards over the 
window and walk out onto 
the balcony. 

Go back inside and up through 
the rocky tunnel. Climb through 
the rocks into the building at the 
top. Use the lever on the left to 
open the door in the next room. 
Go through the door ahead and 
use the switch on the tram to 
descend. 

_ Turn around and make your way 
, to the far end of the walkway. 
= Drop onto the rocks and take out 
= any enemies patrolling the area. 
T Grab the novacells, Kevlar 

a 

-© Armor, and health box from the 

rocks near the burning barrel. 
Notice the MegaShield on the 
rock up high on the right; you’ll 

have to come back for that later. 
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Quickly shoot the bar- 
rels in the cave high in 
the rocks ahead. Now 
jump onto the boxes to 
make your way into the 
cave. Climb up the 
rocks, grab the ammo 
from the ground, and 
go through the first 
mesh door. Climb the ladder and use the button at the 
top to lift the box below. Now descend and hop onto 
the box. Jump to the ledge ahead and collect the 
Power Boost. 

=. y $ ‘a 
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Superfly and Mikiko wait 
right where you left them. 
Take out the swarm of 

Follow the path around the 
corner. When you walk out 
onto the boards, they break 
and you fall into the water. 
Be prepared to take on a 
school of Sharks immediately. 
Slice them as you swim to the 
right of the boat and walk 
up the ramp there. Shatter 
the Uzi Gang guy and turn 
right into the 
big cave. 

attacking creatures and enter 
the structure in the rocks 
through the door ahead. 

Crawl down and out of this 
secret area. Exit this cavern and 
go right. At the end of the plat- 
form a cutscene engages: live 
through the boat chase, and 
you’re on your way to the Tower 
of Crime. 

| Because anarchy rules on the mainland after the Big 
N One hit, 

Rlomero’s I wanted 

to have roaming gangs everywhere. A 
quake-destroyed building provides the perfect 
HQ for a band of thieving punks. | wanted the 
player to have a fun time figuring out how to get 

through the wrecked building to the tramway. 
It’s not that easy because everything inside is all 
jumbled up; the nonfunctioning elevator, 

collapsed staircases, and so on prevent a nice, 
normal progression. 
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Climb the stairs and 
find your way around 
the structure. On the 
ground around the 
corner you'll find a 

L- WraithOrb. 
First, turn left and enter the y qË — eh ro 
fallen structure. Take out the BRIG ys.) — : ’ 
Gang Chaingunners and SS 
Knifer ahead. Climb the 
stairs and go right. Eliminate 
the Knifer who comes out 
of the building and the Uzi- 
wielding Gang guys ahead. 

Your goal is to make it to 
the top of the Tower of 
Crime and into the tramway 
above. 

Walk out to the front of the 
building and attack the large 

A explosive boxes on the ground. 
: | When they explode, the huge 

ba : a sign above falls and blasts a hole 
‘a ; l = in the ground. Jump into the 

: hole (make sure Mikiko follows 
you in). Pick up the Save Gem from the 

ground near the building. Go i fe o fas 
around the corner of the building ` 
and take out the guys with Uzis. 
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Enter the next room and nab 
the Kineticore from the 
ground behind the desk. 
After you’ve decimated all 
your enemies, open the 
door to the elevator in the 
corner. 

Jump across the shaft and Jump onto the boxes and 
crawl out along the pipes. 
Take a left at the junction of 
pipes and traverse them to 
the end. Crouch into the 
vent there and smash the 
Pipe Rats beyond. 

Trudge through the water, 
past the fallen support and 
through the door frame on 
the right. Turn left into the 
hallway and go to the end of 
the passage. Go left toward 
the crumbled section of the 
floor, and then right, toward 
the small entrance, to the 
red-lit room. 

grab the ladder on the other 
side. Climb and step off 
onto the highest ledge you 
can reach. Open the door 
and face off with the Knifer 
and Uzi guy on the right; 
then have Mikiko grab the 
Glock ammo from the 

n ground. 

Find your way to the door in the 
= room’s far corner. Walk toward 

a -| the far side of the room and 
11P= obliterate the Rocketeers beyond 
¿œm © the doorway. Pick up the health 
SS and ammo in the corner and 

climb the stairs. 

At the vent, jump into 
the small room above. 
Turn right and locate 
the Power Boost near 
the grate in the next 
room. Grab it and make 
your way back into the 
duct. Break through the 
grate at the end of the 
duct and jump up into the corridor overhead. 

Head back into the main room 
and climb the stairs. Grab the 
Save Gem from the ground at the 
top. Nab the health in the corner 
and open the door on your left. 
Go through the door on the left 
and collect the slugs and health 
in the corner. Immediately shoot 

down the Chaingunners ahead and locate more slugs near the 
burning barrel. 

Destroy the 
Chaingunners in the 
hallway and go toward 
the red light, and then 5 = gH 
left through the door. es : Ss ooo o 
Shoot the explosive an ; 
boxes at the end of this 
passage and grab the 
Goldensoul on the 
other side of the busted door. 

wi 
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The Third Section of the Tower of Crime 

; Make your way to the eleva- Shoot down the Rocketeer at 
Climb the stairs and turn Destroy the Uzi Gang mem- | f tor doors on the other side the top and enter the room 
left. Annihilate the Uzi guys bers at the top and enter the = | of the room and pick up the on the left. Locate the bul- 
and the Knifer; then have room on the left. Pick up Kevlar Armor there. The lets near the flamin EA ; . g barrel 
Mikiko grab the bullets and the health in the corner, and doors are locked, so go back and then cdimb into the il- 
health. Head back out and then make your way into the out to the stairs and climb en air duct. Look out for the 
climb the next set of stairs. next room. Through the another flight. Pipe Rat at the end! Jump 

grating you can see the tram 
+L A down out of the vent and go 

you and Mikiko are trying to left to the slugs on the floor. 
reach. Take out the Knifer Return to where you exited 

andi dzi guysrand theni el the vent and get the health 
ae Daae a EL Leet on the floor of the air duct. 
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Descend the ladder one 
floor and hop onto the 
ledge in front of the 
door. Open the door 
and go inside to find 
the Novabeam on the 
ground. 

wae. 00% We) aad 
* 

Find your way to the Slugs 
in the corner, near the pieces 
of broken structure. Take the 
Save Gem from the doorway 
in the next room. Again, 
you must climb the stairs to 
the next level. 

Leave this room and ascend 
the stairs ahead. Shatter the 
Rocketeer at the top and the 
Uzi Gang guy on the left. 

Le 
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Pick up the health from near 
his corpse and follow the 
passage into the main room. 

Reenter the elevator shaft and 
* carefully descend the ladder onto 
Ë the top of the elevator. Shoot out 

the grate and drop in. 

Destroy the Knifer and enter Make your way back out and 5 

the hallway on the left. climb the final set of stairs. . = ay A Shoot the board off the door and 
Follow it to the back room Turn left into the corridor, ©) ee | FS climb out. Locate the stairs on 
and shoot down all Uzi and then right. Grab the h v i = cÆ the other side of the tram plat- 
Gang members, Rocketeers, ammo from the ground near j ——— fom. Open the tram door: you 
and Chaingunners in your the wall there, and then A i RRS and Mikiko are on your way to 
path. Locate the Ebonite enter the big room on the "we MWE : œ: Mishima Labs. 
Armor on the supports at right. 
the rear of the room. 

Obliterate the Chaingunners Turn them into gibs, and 
and climb across the metal then open the 8th-floor 
supports into the next room. elevator doors. Jump to the 
Watch out for the three far side of the shaft and grab 
Rocketeers inside. hold of the ladder. 

f’ 
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j Screenshot of Mishima Labs Early in 
Development a 

=a 

Prima = 

| wanted players to feel they were finally getting 
close to 
Mishima’s 

location. Why wouldn't he be hanging out at the 
company he controls? This is where players are 
introduced to the military units and come to 
understand that Mishima’s reach is long: even the 
military is on his payroll. 

After making your way through this complex, at last 

you reach the research wing—and instead find 

Mikiko’s distant ancestor, the discoverer of the 
MMP vaccine! He says you'll find Mishima in a 

penthouse atop the very building you’re in—so 
close! 

| 

Or so you'll believe .... 

Gang/Chaingunner 

Gang/Knife gs Fi 
Gang/Rocketeer ss 

Gang/Uzi 

Lab Monkey > í 

SEAL Commando 

SEAL Captain 
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The closer you get to Kage, 
the greater the numbers 
confronting you. Take time 
to explore the tram platform 
and collect the ammo 
scattered around the area. 

Make sure Mikiko gets her 
share. Pass through the gray 
metal doors and pick up the 
Kevlar Armor from the 
bench ahead. 

Take out the attacking SEAL 
Commandos and grab the 
kinespheres and health on 
the right. Enter the next 
passage and grab the health 
and ammo near the pillars 
around the room. Take out 
the mass of attacking 
male and female SEAL 
Commandos with Mikiko’s 
help. Grab the Save Gem 
from the bench in the 
next hall. 

The First Section of Mishima Labs 

Follow either path—left or 
right—to the second level of 
labs. Both paths contain health, 
so explore both if either of you 
are hurting. 

As you move along the 
left path to the second 
level, jump into the 
plants on the right side 
of the walkway. At the 
top, in the corner, a 
WraithOrb lies hidden 
among the ferns. 

= 2 
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Take out the SEAL Commandos 
behind the desk in the main 
room. You’ll find the Novabeam 
and some kinespheres on the 
ground there. Proceed into the 
glass-walled room near the desk 
and obliterate the SEAL forces. 

a Grab the Novacell on the ledge 
near the rear glass wall. Now walk toward the desk and 
enter the corridor directly behind it. 

? 
pad ae 

- Take the bullets from the ground 
in the corner and the Ebonite 
Armor from the bench on the 
left. Enter the room with the 
large fountain, jump into the 

: fountain, and collect the 
o =; Goldensoul at the top. Then 

drop in and grab the Green 
Control Card underwater. Hop out and climb the stairs. 

va eee eo) E 
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The Second Section of Mishima Labs 
- = ‘ 
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Annihilate the attacking SEAL 
Commandos and descend the 
stairs. Pass through the metal 
doors and traverse the elevated 

4 walkway over the tram platform. 
Enter the next corridor and take 
out the SEAL Commandos. Take 
a left and use the green button to 
open the bars using the Green 
Control Card. 

tp 
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Pick up the bullets on the right 
(or leave them all for Mikiko). 
Ascend in the lift and smash the 
Monkey on the right. Climb the 
stairs and ladder; then open the 
smaller metal door. Shoot down . 
the Shotgunner and proceed to 
the next door. Open it and 
destroy the Commando on the 

other side. Use the elevator doors and board it. (Make 
sure Mikiko gets in, too!) Press the yellow button to 
ascend; get out on the second level. 

Proceed through the doors 
ahead and grab the Cordite 
Grenades and Kevlar Armor 
beyond. Climb the stairs and 
retrieve the Novacells from 
the floor. Be sure Mikiko 
gets the bullets as you blow 
down the SEAL Commando 
on your way to the transport 
entrance ahead. Slash the 
SEAL Shotgunners and 
Captain in the central area, 

Climb the ramp to the con- 
trol room above, take out 
the Captains inside, and pick 
up the health box. Push the 
yellow button and return to 
the central area below. When 
the transport arrives, hop in 
to travel to another lab area. 

Shatter the Commandos on the 
left and the Captain in the con- 
trol room on the right. If you or 
Mikiko are hurting, health lies on 
either side of the transport. Use 
the Green Control Card to pass 
through the lower doors. Expect 
to confront hordes of 
Commando guards in this area. 

en ee i: Follow the corridor to the large 
D ar metal door marked “Mishima 

Corporation.” Use the yellow button on the right to enter 
the loading dock. 

Turn right and head through 
the glass doors into the con- 
trol room. Obliterate the 
SEAL Captains and shatter 
the glass. Hop out onto the 
rafters on the far side of the 
loading dock. Pluck the 
Goldensoul from high above 
the dock. 

Jump back into the control 
room and blast through the 
floor grate near the glass 
doors. Immediately turn 
around 180 degrees and 
shoot out the wall grate. 
Pick up the Speed Boost and 
smash the Pipe Rat. Reenter 
the vent and proceed toward 
the red light. 

Turn right, toward the transport. 
Pick up the Kevlar Armor (or 
give it to Mikiko, if she’s taken 
more damage). Shatter the grate 
and drop into the air vent below. 
Continue through the vent, ever 
wary of Pipe Rats. Climb the lad- 
der at the end and blast through 
the grate above. 

w+ 100° © E 

Inside, take down the 
Commandos and Pipe Rats. 
Beware—the crates below 
contain Lab Monkeys. If you 
get too close, the crates will 
open and the Monkeys will 
attack. Jump down and find 
your way to the health hid- 
den between the crates on 
the left. Grab it, kill the Pipe 
Rat, and turn to face the 
Monkeys. 

Hop onto the small ridge 
near the large dock exit 
door, and from there onto 
the crates. Locate and collect 
the Save Gem behind the 
crates in the rear corner of 
the room. Climb out and 
head for the lift on the 
other side. 

Grab the ammo on your right 
and have Mikiko collect the bul- 
lets on the left. Pass through the 

n : glass doors and move left. Take 
rise a out the Shotgunner and proceed 
Be through the next metal door into 

the bunkroom. Before you 
explore for hidden stock, take 

tier 3 down the attacking mass of 
Shotgunners, with Mikiko’s help. 



Use a Metamaser to take down 
all the Captains. One will drop a 

This room holds eight sets of 
lockers. The first lies nearest the 
entrance. The second locker Yellow Control Card. Grab it, 
holds a Mana Skull, the fourth a and then locate another Yellow 
some Cordite Grenades, the fifth = oo ~ Control Card in the farthest 
some health. Additional health locker on the left. Control Card 
for you or Mikiko lies on the in hand, use the keypad near the 
ground between the sixth and ‘24 4, metal double doors to exit. Go 
seventh lockers. Exit through the so 100 Sr es ea OA right, and continue through the 

side door and descend the stairs to the showers. glass doors. Use the Yellow Control Card to access the 
second glass door. 

Climb the ramp and use the key- 
pad to enter the control room on 
the left. Destroy the Shotgunner 
and Captain inside and take the 
health from the ground near the 
computers. Use the keypad 
above the health to close the 

x door and gain access to the Blue 
ee - Control Card on the ground 

behind it. Exit this control room 
and board the transport. Press the yellow button to return 
to the main transport area. 

bt 
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Eliminate the Commando, 
go left through the bench- 
lined room, and climb the 
stairs. Pass through the 
metal door at the top and 
mow down the mass of 
Commandos in this second 
bunkroom. Next, locate the 
MegaShield in the lockers 
left of the entrance door. 
Also, find the novacells in 
the bank of lockers in the 
corner to the right opposite 
the entrance. 

Look out for the Shotgunner 
below. Nab the health from 
the benches near the shower 
entrance. Inside the shower 
area, move left. Be on the 
lookout for tummy-scrubbing 
Commandos! Shoot down the | — 
Commando in the first set of | — 
showers and distribute the 
health between you and 
Mikiko. Continue through 
the shower area and take 
the novacells from the bench | 
ahead. 

At the end of the tunnel, wait for 
the transport door to open, and 
then get off. Press the yellow 
button ahead to summon the 
opposite transport. Board it and 
ride to your next destination. 
When the door opens, exit, wary 
of the Commando and 
Shotgunner lurking near the cor- 
ners to either side. Give the bul- 

lets to Mikiko and collect the health in the control room. 
Now head out, descend the ramp, and use the blue button 
to unlock the glass doors. | SECRET 

Open the doors to the 
largest bank of lockers 
facing the entrance to 
find Ripgun ammo, 

Metamasers, bullets, 
and slugs. 

Follow the corridor to the shoot- 
ing range. Shooting each target 
opens a separate glass case in the 
wall to reveal Kinespheres, 
Cordite Grenades, a Save Gem, 
health, novacells, and an Attack 
Boost. After you’ve activated all 
the targets, the central room 
opens and you can collect the 
Ebonite Armor within. 

Turn around and leave the way 
you entered. Return downstairs 
to the showers and turn left. Kill 
the Captain at the top of the 
stairs and pass through the metal 
door into the Officers’ Quarters. 

With Mikiko in tow, leave this 
area and return down the hallway 

to the transport. Board it to 
return to the central transport 
area. Climb the far-left ramp and 
exit through the double metal 
doors. Turn left into the marble 
corridor and continue to the end. 
Turn left again and use the yellow 
button to enter the next area. 
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Pass through the metal doors and 
let Mikiko grab the bullets from 
the ground. Fell the Commando, 
pick up the novacell, and climb 
the ramp on the right. Take out 
the Commandos and 

; ammo, and then use the yellow 
button to summon the transport on the left. Board it and 
travel to the end of the track. Burn through the group of 
SEALs guarding the transport arrival area. One will drop a 
Green Control Card. Grab it, along with health and ammo, 
and reenter the transport. In the main area, hit the yellow 
button across the way to summon the opposite transport. 

Leave the transport at the other 
- end of the track and obliterate 

~ the mass of SEALs guarding the 
labs. You’ll find health in both 
left and right control stations. 
Descend the ramp and use the 
button to unlock the glass doors. 
Follow the corridor back to the 
hydroponics lab in the back. 

Destroy the Commandos down low, and then climb the 
ramp ahead. 

ce eee a) & Koa 
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The Third Section of Mishima Labs 

Shotgunners in this central trans- § 
port area. Grab all the scattered gg 

Take the Mana Skull from the 
ground on the right and blast 
through the nearby Captains. A 
Blue Control Card lies behind the 
last terminal. Grab it and walk 
back toward the ramp. You'll find 
health on the ground near the 
ramp. Grab it and return to the 

E transport. Board it and travel 
back to the main area; then press the button to resummon 
the opposite transport. Grab the health from the ground 
and make sure Mikiko feels all right. 

i e WE ma 

When the transport arrives, jump 
in and travel to the next remote 
lab. Because you’ve been here 
already, no SEALs impede you. 
Collect the Ebonite Armor from 
the control room on the right. 
Use the Blue Control Card to 
unlock the doors at the bottom 
of the ramp; then pass through 

both sets of glass doors. Take out the Commandos and 
turn right into the corridor. Pick up a health box at the end 
of the hall and give one to Mikiko. ; 

. r 



Make your way around the large, 
central structure and locate the 
computer with the numeric key- 
pad. Use it to lower the bars. 
Enter the enclosure and collect 
the Power Boost and health box. 
Step onto the lift to descend to 
the main cage area. To reactivate 
the lift, you first must open each 

Monkey cage using the four keypads in each corner (inside 
the small overhangs) and slash the Monkeys as they 
escape. Then reboard the active lift. 

Now turn around and head 
back the other way, through 
the glass doors. Pass 
through two metal doors, 
wiping out Commandos as 
you go. Take down the 
Shotgunners in the security 
station at the end of the hall 
and grab the novacells on 
the ground. Use the com- 
puter keypad to raise the 
bars you passed in the hall. 
Exit the security station and 
go back through both 
metal doors. 

Enter the unblocked opening 
on the left and press the 
keypad to descend in the 
lift. You must destroy both 
power generators on this 
lower level. To do so, follow | 
each ramp around to its end. 
Face the generator and shoot 
at the red light near the sur- 
face of the liquid. Destroy 
both. Make sure to pick up 
the Save Gem and health 
down here before you 
reboard the lift. Ascend, 
and then go left to the 
glass doors. 
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Shatter the Commandos at 
the top and pick up the 
health box. Leave this room 
and walk toward the wood- 
floored corridor. Take the 
health on the left, and then 
enter the corridor. Smash 
the Shotgunners and , 
Commando, and then 
approach the door on 
the left. 

Together, you and Mikiko 
must confront Dr. Ebihara. 
Convince him to help you, 
and you’re on your way to 
Mishima’s Hideout. 

ps md 

Reenter the control area and get dh 
back on the transport. Return to 7, 
the main area and climb the ramp 4 Ag 
into the control room above. : 
Pick up the Ebonite Armor and 
press the yellow button to sum- 
mon the transport below. 
Descend the stairs and board it. 
Halfway through the ride, several 

escaped Lab Monkeys damage the transport. 

Climb out and take down the , 
nearby Monkeys. Crouch into the 
vent ahead and follow it into the 
Monkey cage. Annihilate the 
crowd of Monkeys, and then 
shoot out the grate overhead. 

2 Jump up and climb into the vent. 
fem Grab the health and novacells; 
wine ee then climb up and out the other 

end, wary of the many SEALs guarding this area. 

wee. 

To reach the Kevlar Armor atop 
the crate, climb the nearby ramp 
and break the large glass pane 
behind the crate stack. Jump 
from there to the lower crate, 
from there to the higher section 
of the computer, and then to the 
highest crate. Grab the Kevlar 
Armor and jump down. 
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|I wanted to surprise the player when they got to the | 

ofS i E leat | 

hideout is a recreation of a traditional Japanese | 
pagoda, something to make Mishima feel like he’s | 
back home in Japan. The only difference here is that | 
he has some pretty lethal military guards holding | 
down the fort, and just when you think you’ve | 
tracked Mishima down to the final room of the | 
place—poof, he’s gone. | 

(a 

Gang Chaingunner 

SEAL Commando 

SEAL Rocketeer <, 

iL Shotgunner _ 
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= | A screenshot of Mishima’s Hideout early Metam aser = 
in development. i 
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Before you try to blast your 
way through Mishima’s 
Hideout, first distribute the 
health, ammo, and armor on 
the ground in the entrance 
hallway. 

Open the doors and go left 
through the door marked 
“Garden.” Head upstairs 
and take out the SEAL 
Rocketeer at the top. Pick up f 
the health at the top of the 
stairs and go right through 
the door. 

Look out for the two Rocketeers 
behind you as you ascend the 
second set of stairs. Take them 
down and nab the kinespheres 
and health where they once 
stood. Go inside and grab the 
Kevlar Armor on the ground on 
the way out to the helipad. 

Prima g Orffi al 

Shoot down the swarm of 
Chaingunners attacking from 
overhead. Be sure to grab all 
of the ammo and health sur- 
rounding the helipad before 
finding the next doorway. 
Obtain the slugs to the right 
side of the next doorframe 
past the small hallway. Take 
down the horde of gang 
members in the courtyard 
and give Mikiko the Ebonite 
Armor in the corner. 

Strategy 

Scoot downstairs and find 
the novacells at the bottom. 
Pass through the door and 
go down the next set of 
stairs. Eliminate all SEALs in 
the small covered area near 
the small waterfall. Pick up 
the Save Gem in the back, 
and also the health on the 
other side of the flowing 
water. Go through the door 
behind the wooden posts, 
collect the bullets, and enter 
the Zen Garden. 

G unde 



Quickly run through the central 
area to avoid being trapped and 
fried by the lasers. Battle the 
Commando in the small com- 
mand center and use the switch 
behind him to lower a second 
ladder. Grab the health in the 
corner and turn around. 

5 Approach the blue-lit mechanism 
in ie. corner and shatter it to raise the gates in the main 
room. Find your way out through the sliding door and 

Amass the bullets and health 
underwater and swim toward 
the busted grate. Blast it 
into metal shards and swim 
into the opening. Nab the 
slugs in the tiny room above 
the water. Discharge your 
weapon toward the small 
crack in the wall on the 
other side of the pipe. 

First dive into the small pool 
under the wooden planks 
and gather the Ripgun ammo 
on the bottom. Swim up and 
hop back out onto the grass. 
Now jump into the larger 
pool under the main bridge. 

Watch out for the throng of SEAL 
forces on the other side of the 
door. Fight your way downstairs 
and collect the ammo and health 
on the ledge around the room if 
necessary. 

a 

Walk through the waterfall and 
immediately eliminate the Rocket 
MPs guarding the area. Press the 
button on the wall on your left 
to open the door and allow 
Mikiko to rejoin you. Now make 
your way through the next metal 
door into the dim passage. a [> 

Face the left wall at the 
bottom of the stairs. 
You will notice an area 
of the wall that looks 
slightly different. Use 
this secret door to 
reveal a hidden 
passage. Grab the 
kinespheres and Save 
Gem inside and walk back out to the bottom of the stairs. 

Face the wall opposite 
the glass case in the 
middle of the corridor. 
Use the wall to make it 
open and receive the : l 
hidden Power Boost (e= : A 

inside. ; 

Now turn and exit the hallway 
through the next door out into 
the rock garden. Before you 
explore, annihilate the mass of 
nasty Chaingunners. To reach the 
higher levels of the Hideout you 
must lower a series of ladders to 
the loft. You must push a total of 

š R ES four small buttons, one on each 
z in the garden, to lower one of the ladders. 

Go left and nab the health 
just before you pass through 
the next metal door. Now 
back in the main room, go 
left through the door 
marked as “Chambers.” 

Pass through the first metal 
door and annihilate the 
Rocketeers. Now go through 
the door between the gar- 
goyles toward Mishima’s 
bedroom. Get the health 
and ammo at the end of the 
hall and enter the chambers 
through the sliding door. 
Extinguish the Commandos 
and Rocketeers before taking 
a look around. 

Once your task is complete, 
climb the wooden ladder and 
carefully walk along the tiny 
ledge around the corner and into 
the window. Pick up the Kevlar 
Armor, and then turn and head 
through the door. Make an 
immediate left through the light 
colored door and cremate the 
SEAL forces inside. 

"y i 
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Locate the small button 

of Mishima’s bed. Press 
the button and a 
hidden ladder will rise 
from the floor just 
behind the post. Climb 
the ladder and crawl 
along the tiny ledge 
above the bed. Destroy the banner hanging next to the 
bed and use the Mishima plaque directly over the bed to 
open it. Inside you will find a MegaShield! 

Hop down to the ground 
and be sure to pick up the 
health and ammo on either 
side of the bed. Face the 
wall opposite the bed, 
approach the tree painting, 
and use the small button 
near the floor below it. 

Use the door on the right to 
open it and escape. Cross 
the helipad area and go 
through the doorframe 
straight ahead. Take off 
down the two flights of 
Stairs. 

on the post to the right my 

The floor below your feet 
will open up and a lift will 
take you to a hidden area 
under the Hideout. Take 
down the horde of escaped 
Lab Monkeys as you find 
your way to the ladder at 
the end of the hall. Climb to 
the top and use the switch 
directly ahead to lower 
another ladder. 

284 + 100 = 1 si} 

Keep on going until you 
reach the main room. Walk 
straight ahead through the 
Chambers door again. Go 
through either metal 
entrance door, then step 
onto the yellow-lit lift 
between the two doors. 

s Official 

On your way up on the 
lift, shoot out the light- 
colored glass directly in 
front of you. Step onto 
this ledge over the 
lower passage. First 
find the kinespheres to 
your left, then locate 
the Kevlar Armor 

Get back on the lift and ride 
the lift to the higher level of 
the Hideout and open the 
sliding door ahead. Splatter 
the Monkeys running loose 
in the loft. Use the small, 
red button at the bottom of 
the light on the left corner 
farthest from the door. 

Climb the second ladder, 
round the corner, and then 
ascend the third. Eliminate 
the Captain waiting for you 
here and then climb the 
fourth and final ladder. Nab 
the Cordite Grenades near 
the statue before you 
approach the window. 

behind more glass on the other side of the room. 
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This button will lower the 
ladder in this room, giving 
access to the highest levels 
of the Hideout. Pick up the 
slugs at the far end of the 
hallway and then climb the 
ladder. Look out for the 
Monkey waiting for you at 
the top! 

From the window Hiro and 
Mikiko will spy Mishima 
leaving the Hideout in a 
military helicopter. Once 
Superfly finds you and 
Mikiko you will be on your 
way to the Navy SEAL 
Training Center. 

G u ide 
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heart of the Navy SEAL Training Center and must | 
navigate one bizarre training area after another J 
until you reach the final encounter with Kage 

Mishima. I wanted a surprise ending after you kill | 
Kage, and | thought Mikiko’s betrayal would be | 
the a device. 

LOADING ii a: 

si Commando 

SEAL Rocketeer 

SEAL Captain 

Shark 

age Mishima 

KPT 

Episode Foar: Sam- Franci 



Take the health from the ground 
and distribute it according to 
need; then crawl over the plat- 

©- Get off the lift and walk into the | |. 3 form that’s level with this walk- 
: first area of the Training Center. | | =- ge S IA% way. Trudge through the hall, 

Locate the ladder up the wall on ; L H slaughtering the Rocketeers in 
your right. Fs ; à a your path. Obliterate the 

; 4 Commando at the end and use 
SF viS, the wall switch to descend in 

the lift. Superfly and Mikiko remain here while you 
forge ahead. 

Grab the novacells at m i a 
the top and gun down 3 > 

Slash the Rocketeers on the 
lower level and gather the Save 
Gem, ammo, and health. 

the Shotgunner ahead. 
Immediately turn 
around and climb the 
massive ladder on the 

a 
pipe. Turn right at the a tit S ate A me, Sy Aco 
top and collect the | TE T E ae Si E AA 
Goldensoul in the vent. 
Descend and continue. ‘y © ee 
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The Second Section of the SEAL Training Center 

Open the door on the far 
side and annihilate the 
Commandos beyond. Grab 
the Save Gem on the next 
ground pad and proceed 
into the next training area. 
Avoid the crushing metal 
arms as you jump from 
platform to platform. 

Se Pass through the next corri- 
{ dor and through another 

door to access the second 
training area. Jump from sur- 
face to surface as the next 
section becomes level with 
the ground. 

In the passage ahead, walk 
around the large central pil- 
lar and step onto the round 
pad to open the door. , 

Ahead lies the first training 
area. Wait for the next 
platform to flatten. Jump on, 
and then jump again quickly 
to the next platform. If you 
fall off, make your way back 
up onto the starting plat- 
form. After you navigate the 
course, step on the pad to 
open the next large door. 

Round the corner in the next cor- 
ridor and climb the ladder in the 
center pillar. Pick up the health 
and Save Gem; then turn around 
to find Ripgun ammo. 

Episode Four: San Frang >! 
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Push each of the two red 
buttons on the pillars near 
the middle of the room. 
Then walk around the lift 
and step through the now- 
open doors to board it. 
Press the red button to 
ascend. 

Enter the hallway and grab 
the slugs on either side at 
the end of the path. Quickly 
grab the Attack Boost in the 
middle of the room; you'll 
need it to destroy the mass 
of SEALs here. Before you 
continue, collect the health 
boxes from either side of 
the room. 

Swim through the tunnel as 
fast as you can, frying 
Sharks the moment they 
come into sight. At the top 
of the pipe, hop out of the 
water and immediately do 
away with the Shotgunner 
and Commando. Gather the 
health and bullets, and then 
step on the pad to open the 
door ahead. 

Take out the attacking 
Rocketeers and Commandos, 
and then make your way to 
the far side of the upper 
walkway. Nab the Speed 
Boost and quickly dive into 
the Shark tank below. Head 
for the health in the corner, 
collect it, and swim straight 
down into the pipe in the 
tank floor. 

Before you pass through, blast 
_ the Rocketeers who attack from 

across the pool. When they're § 
down, descend the ladder to the A 
ledge below. Hop carefully from 
platform to platform to the other 

Se 

$ Shoot down the Commandos at 
the top and pick up the Ebonite 
Armor and health. Blast down 
the wall grate behind the armor 
and jump into the water. 

OEN y 

side. Nab the Kevlar Armor in o t: re ‘= 
the corner and scale the ladder. 

Sarre Take the Save Gem, health, and 
Cordite Grenades from the corner before exiting through 
the big metal door. 

wo E Pa aN 7 

Open the hatch in the side of the 
lower corridor to rejoin Superfly 
and Mikiko. With your team 
reassembled, climb the ladder on 
the wall and reenter the room 
you left earlier through the bro- 
ken grate. 

Walk through the passage and 
. open the second door to access 

' the fifth training area. Cautiously 
make your way across the room 
on each spinning platform. Exit 
through the door on the other 
side and walk around the central 
corridor’s pillar. 

Head downstairs and go left over 
the fans in the floor. Demolish 
the two Rocketeers and descend 
one more flight. Shatter the 
SEALs in the next room and nab 
the health from near the boxes. 
Use the huge metal hatch to 
open it. Nab the ammo, Ebonite 

ae eae Z Armor, and Save Gem from the 
| corridor beyond. 
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The Third Section of the Navy SEAL Training Center 

Proceed to the end of the 
hall and grab the Save Gem 
to the left of the platform 
overlooking the submarine. 
Climb down the ladder to 
come face to face with Kage 
Mishima. 

Hiro rushes back through time on 
his own and recovers the 
Daikatana to keep it out of evil 
hands. His friends, none the 
wiser, go on to lead happy and 
productive lives, free of the 
tyranny of the sword. Although 
disappointed by their failure, 
Mikiko and her father move on 
to nobler pursuits. 

After Kage knocks out Superfly 
and Mikiko, you’re left to fight 
him to the death. Each blow he 
lands with the Daikatana costs 
you one hit point. After you take 
Kage down at last with your 

_ superior skills, Superfly and 
== Mikiko revive. 
ae a A AL 

e 

The Daikatana disappears quickly, | x 
and you must make a mad dash {Į 
for the past. Your party makes its 
way to the sub’s nuclear reactor. 
Hiro places the Daikatana in the 
reactor to recharge it. Superfly is Chief Security Officer 

at Ebihara Labs. 

The lights go out, and Mikiko 
steals the Daikatana. Her lust for 

4 power outweighs her bond with 
ey those who brought her to the 

- c= sword. You have no choice: you 
f SS = must fight Mikiko. Destroy her to 

r- \ Ò = ¿© acquire the power to alter 
ee 

A calm Hiro rests at home, the 
Daikatana locked in its case 
far underground. The three 
adventurers have been saved 
from horrific alternative fates. 
Peace settles on a restored 
Kyoto. 

history. 
WSS = Re 
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The simple goal in Deathmatch is to Kill more players than your opponents 

do. You can play to frag, time, or experience limits. If Teamplay is on, frag 

limits apply to the total team frag count. Players who get a frag when the 

skill system is enabled acquire 10 percent of the killed player’s experience 
points. 

Participants may play as Hiro, Mikiko, or Superfly. Each has strengths useful 

for Deathmatch play. 

© Hiro attacks more quickly and powerfully. 

© Mikiko runs faster and jumps higher. 

E Superfly starts with a default health of 150 and is more powerful. 

GAME OPTIONS 
You may select from the following options on a Deathmatch server: 

Weapons Stay: When a player picks up a weapon, it doesn’t go away. 

Items Respawn: Items picked up by players reappear after 30 seconds. 
Spawn Farthest: Killed players respawn in the area farthest from the action. 

Allow Exiting: Players may leave the level via the exit. 

Same Map: When the game ends, the server will run the same map again. 
Force Respawn: Player respawns five seconds after dying. 

Falling Damage: Players take damage from falls. 

Allow Power-ups: Allows power-ups (Goldensoul, MegaShield, and the like) to spawn. 

Allow Health: Health may spawn. 

Allow Armor: Armor may spawn. 
Infinite Ammo: Weapons require no ammo and ammo doesn’t spawn. 

Teamplay: Players with the same team name are on a team and accumulate team frags. 

Hurt Teammates: “Friendly” gunfire can damage teammates. 
Fast Switch: Weapons switch almost instantly. 
Footsteps: Footstep sounds accompany walking or running movements. 
Allow Hook: Grappling hook is available at all times. 
Shotgun Shells: Shotgun shells eject and bounce on the floor. 
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eats STRATEGIES 
Deathmatch may seem chaotic, but a good strategy is essential to victory. Move quickly, 

but use your brain and map out a good plan of attack for each opponent you face. Quick 
thinking often makes up for skill deficiencies against talented opponents. 

USE THE MOUSE 

AS 
fi Mae 

To become a competitive deathmatcher, it’s absolutely essential you use a mouse. The mouse-key- 
board setup allows for optimal movement and aiming. If it feels uncomfortable at first, spend 

some time practicing. Once you're used to it, you'll find it much easier to aim and chase your 

opponents with a mouse in hand. (Make sure you activate Mouse Look in the Mouse menu.) 

Spend some time getting comfortable with your mouse setup, and change your settings 

where necessary. In the Mouse menu, you can modify X and Y sensitivity and invert the 

Y-axis control to customize your controls so you’re comfortable with them. 

LISTEN FOR SOUND CUES 

Sound cues are extremely important to Deathmatch success, and play a particularly important 

role in one-on-one games. 

Listen for sounds such as a player picking up a weapon or jumping to locate or to track 

your enemy. 

WATCH FOR PATTERNS 

Even the best players develop patterns on familiar levels over time. Pay attention to your 

Opponent’s movements throughout a game. Learn which side of the map the enemy 

favors. Once you learn the pattern, you can predict your opponent’s movements with 

greater success. And disrupting your enemy’s pattern can throw him or her off balance. 

Often, you find you’ve been running a pattern that complements your opponent’s without 

even noticing. Change your own pattern and show up in unexpected areas to surprise 

your adversary. Changing your movements will force your foe to reassess and change his 

or her pattern, thus giving you the control and advantage. 
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= COOPERATIVE 
Cooperative mode can include up to three players at a time. Start a server alone for an 

extra challenge, or with one or two additional players controlled by your friends. The 

server starts the single-player game on the first level and participants may play through 

of Pc far ‘ to completion. The server will always play as Hiro, and the additional players will join 

x : z as either Mikiko or Superfly. 

STRATEGIES 

TRAVEL IN & GROUP 
Daikatana’s monsters can be lethal, so stick with your teammates at all times. You’ll find 

numbers afford you a great deal of strength against such creatures. Three players can 
take out a group of monsters far more quickly than Hiro could on his own, giving the 

creatures less opportunity to do damage to you. 

USE EACH CHARACTER’S STRENGTHS 

Exploit each character’s strengths to win more decisively. For example, say you must get 

somewhere quickly to push a button. Send Mikiko: she’s fastest. If defeating the mon- 

sters confronting you will require more force than usual, send Superfly ahead, with his 

powerful attacks and higher health. 

DEATHTAG 
DeathTag is an extremely intense team game played by two teams of two players. (Craig 

Wessel and Lance Lancaster originated DeathTag mode for Doom II.) DeathTag gives each 
team a home base, with a scoring area between bases. Often play continues to a final 
score of five points. 

Each base features a bomb in an enclosed area. The goal of each team is for a runner to 

grab the bomb from his or her home base, run through the scoring area, and hit the 

trigger at the end to score a point. To gain access to the bomb in your home base, how- 

ever, your team first must flip a switch in the enemy base. Each team assigns one person 

to the home base to serve as bomb carrier, and one to the enemy base as switch-flip- 

per. To score, the switch-flipper hits the switch, and the bomb carrier runs and grabs 

the bomb, and then runs to the scoring area and hits the scoring pad. 

Note that, once it’s been flipped, there’s a delay before the switch becomes active again. 

Don’t hit the switch haphazardly, or you risk having to wait for another opportunity. 

Additionally, if a player touches the other team’s bomb it will immediately detonate. If 

a bomb carrier is killed his bomb will drop to the ground. His teammate can pick it up 

and run with it, or the opposing team can blow it up by touching it. If the bomb does 
not reach the scoring pad within the time limit it will automatically detonate. 

DeathTag isn’t as easy as it sounds! You'll battle constantly just to stay alive long enough 
to perform your role, let alone make it to the scoring area in one piece. You must frag 

your opponents constantly and prevent them from scoring points. 
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STRATEGIES 

COMMUNICATE 
Of all multiplayer forms, DeathTag most demands instant communication. Communicate 

vocally with your partner whenever you can. If voice communication isn’t possible, set 

up a good system for communicating enemy locations and other pertinent information. 
You and your partner should update each other constantly on bomb and switch status 

and enemy whereabouts. If the other team has the bomb, your partner must know imme- 
diately to help track down the runner! 

Instant communication is important to scoring points, as well. The switch-flipper must 

alert the bomb-grabber as soon as the switch is flipped. The bomb guy has only a lim- 
ited time to grab that bomb and run, and so must know the moment the bomb becomes 

available. Team communication ensures an organized and efficient team—essential to 
success in Daikatana DeathTag. 

HOLO YOUR POSITION 

DeathTag isn’t just cat-and-mouse. The action is hardcore and in your face. You must hold 

your position in your assigned castle. If you’re the switch-flipper, don’t allow yourself 
to be pulled away from the switch. If you’re the runner, be prepared to grab the bomb 

at any moment. Even a one-second delay can spell missed opportunity. 

Stay in the immediate area of the switch or bomb, and kill your opponent each time he or 

she enters. Take up a new position in the base each time your opponent dies so your 
foe won't know which direction you’ll attack from when he or she reenters. Do your 
best to keep the enemy guessing. Leave your base only when the other team’s runner 

successful grabs their bomb. Then make a mad dash to catch the runner before your foe 
can score. When the chase ends, quickly return to your position. If both team members 
hold their positions well, your chances of scoring and defending will increase. 
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CAPTURE THE FLAS 
Capture the Flag is a very popular large team game. In the Daikalana version, two teams 

battle to reach a capture or team-frag limit. The server selects the limit type. In the case 

of a frag limit, the server sets a flag value—the number of frags awarded to the team 
that captures the flag. The game ends when one team reaches the set number of flag 

captures or frags. 

Know Your ROLE 
In a big-team game such as Capture the Flag, not every player can be the flag runner. An 

effective team demands that players fill a variety of roles. 

Some team members must hang back and defend the home base to prevent the other 

team from entering and taking the flag. Others may form a strike team to rush the 

enemy base and bring back the flag. 

When you enter a game, assess your team’s strengths and weaknesses and fill any area 

or role your team seems to be neglecting. Find an undefended spot and defend it, or 

aid the flag runner if he or she died upon grabbing the flag. 

Use EFFECTIVE MACROS 

Communication plays an important role in Capture the Flag, although it can be difficult to 

bring such a large team together. It benefits the team to know the status of both teams’ flags. 

Setting and using macros—important commands accessed via hotkeys—will help keep the 

information flowing. 

Say you’re chasing the enemy flag runner into a tunnel and you need help to keep the runner 
from scoring. It will be too time-consuming to stop and type a message to your teammates. 

To prevent this, set macros beforehand, binding one key to send the message “Enemy has 

flag” and another key to send the message “Enemy in tunnel.” 

Now when you chase the enemy down the tunnel, you need hit only two keys to make 

your teammates aware of your situation and the location of the enemy flag. 

You can store macros permanently in your configuration file. Simply bind them and resave 
your configuration in the Config menu. 
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Cheats can be useful in a myriad of situations. Whether you seek a better look at the 
details of the game or just want an edge on your foes, the following cheats will do 

the job. 

+SET CONSOLE 1 
To type in cheat codes, you first must gain access to the console. To activate it, first 

run the game with the parameter “+set console 1” on the command line. Then, from 

within the game, press (~) to bring up the console. 

CHEATS 1 
From within the game, and with console access (press {~}), type “cheats 1” in the con- 

sole to activate all cheats. If you’re running a map already, the cheats won't be acti- 
vated until you restart the map. 

G00 
God mode renders you invincible. 

GIVE_ALL_WEAPONS 
Use this command to receive every weapon available in the current episode. 

WEAPON _SIVE_# 
You can issue this command for any weapon in the current time period. For example, 

in Episode One, “weapon_give_1” gives you the Disrupter Glove. The Daikatana is 
weapon seven in every time period. 

Cheats and: Pave ak i nage t 



WEAPQN_SELECT_# 
This command functions like the “weapon_give” command, but instead of giving a 

weapon, it selects the weapon of your choice and brings it to the ready position. 

NOCLIP 
The “noclip” command allows you to move wherever you want in a map, even through 

walls. 

NOTARGET 
In notarget mode creatures can’t see you. 

MASSACRE 
This command kills all monsters and sidekicks on the current level. 

R_FULLBRISHT 1 

Normally, r_fullbright is set to “0.” When set to “1,” there’s no real lighting and the level 
is “fullbright.” This is useful if you are looking for something in dark areas. 

MAP 
To load a specific map, type “map [mapname]” at the console. 
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The following pages provide information on Daikatana-specific level editing and entities. 
Daikatana uses a modified Quake II engine, so the level editing process is similar to previous 

Quake- and Quake II-engine games. Beginning designers will find ample level design tutorials 

on the Internet. The game-design Web site, Rust (http://www.gamedesign.net/), is an 
excellent resource for design tutorials and detailed information about basic entities in the 

Quake II engine. 

ve i Screenshot of a Daikatana Level in 
lonRadiant 

> Ayee 

Experiment with architecture creation in lonRadiant and get comfortable with the editor. 

Study the following text for essential information on the requirements of a Daikatana level 

and on creating complex entities to enhance the look of your creation. Although it’s by 

no means exhaustive, it will give you a good start. 

SETTING UP 
The first time you run lonRadiant, a Preferences dialog box appears. Set your game to 

“Daikatana” and all other preferences to your liking. Set your game path with the loca- 

tion of the Daikatana executable file and check the boxes for Write Face Color Info, 

Entities Are DLL Based, and Snapshots. 

With your options selected, click OK, and the editor will open. Inside the editor, open the 

Textures menu and select “Load from List.” Double-click to select a texture directory. 

Now you have a full-texture window to select from, and can begin creating architecture. 

To modify the surface of content flags on a brush or face, press (S) to bring up the Surface 

Property window. Click the right mouse button to bring up the Entity Creation list. 

Using these basic tools, you can start creating a level. The editor will save snapshots of 
your map in a subdirectory below your main editing directory. If your system crashes at 

any point, simply rename the most recent snapshot to a “.map” file and load it in 
lonRadiant. 
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DAIKATANA WORLUS PAYA 
ANU ENTITIES 
What follows is a basic guide to entities and modifications unique to Daikatana to start you 

on your way to creating cool effects and unique situations. The worldspawn information 
is vital for running a Daikatana level properly. The remaining entity descriptions detail how 
to generate specific effects and get monsters to move properly. 

WORLOSPAWN INFORMATION 
You must set certain key/value pairs in the worldspawn to make a functioning Daikatana 

level. To begin with, set an Episode key with a corresponding numeric value. For an 
Episode One map, for example, the key/value will be “episode” “1.” 

You must set a Palette key that corresponds to the texture directory you’re using, as well. 

You can use only one texture directory per level. If you’re using the e2m4 texture direc- 

tory, for example, set the Palette to “e2m4.” 

You may set several other options on the worldspawn. To initialize an Al script, set an “aiscript” 

key/value pair with the corresponding name of the Al script. You may set a loading screen the 

same way, with a “loadscreen” key/value pair. For levels with outdoor areas, set a “sky” 

key/value pair with the name of the sky you wish to use (that is, “e2m4”). 

Set world distance fog values in the worldspawn, as well. Applicable keys for modifying 

fog are “fog value,” “ color,” “fog start,” “fog end,” and “fog skyend.” Set fog value 
to “0” for no fog, or “1” to make fog visible. Once fog is on, experiment with other 

values to adjust its thickness and color. (Press (K) to use the color wheel.) 

EFFECT_LIGHTNING AND TARGET_ATTRACTOR 
The lightning entity is useful for creating long, scalable shafts of lightning. You must tar- 

get the effect_lightning on at least one target_attractor. You may set both scale and color. 

EFFECT_RAIN AND EFFECT_SNOW 
This entity creates a rain volume the size of the brush. To make rain, draw a brush the exact 

distance you want the rain to fall in a given space. Make it into an effect_rain, and it will 

calculate the height of the rainfall automatically. Rain will fall through solid surfaces if 
you set the height improperly. It will splash automatically once it falls its set height. 

Effect_rain falls only in a rectangular volume, even if the brush is an irregular shape. For 

efficiency, your effect_rain brushes should be no bigger than 256x256 units. 

Effect_snow functions like effect_rain, with one minor difference. Whereas effect_rain falls 
straight down automatically, effect_snow moves around in the air and doesn’t fall straight. If 
you place an effect_snow near a window or wall, the snow can come in through the wall. To 

fix it, check the FALL STRAIGHT box to make snow fall straight down. 
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Fire: LIGHT_E* 
This entity is the fire effect you see throughout Daikatana. Each episode has a unique fire 

style. You may set both a light and _color value using light_e*. 

FUNC_DEBRIS AND FUNC_DEBRIS_ VISIBLE 
Use func_debris to make falling rocks, exploding bridges, and the like. Each piece of 

debris must contain an origin brush (a brush with the origin texture and origin flag 

checked in Surface Properties). The debris will rotate around this origin brush. 

Func_debris_visible functions identically, but it’s visible before triggered; func_debris 
appears when triggered. You can target these entities at an info_not_null and they'll fly 
toward it when triggered. 

Asi Ji THOS 

Func_debris creates realistic explo- 

FUNC_DOOR AND FUNC_DOOR_ROTATE 
These entities work as they did in the Quake Il engine, with some minor modifications. 

Doors touching each other, or whose bounding boxes intersect, are teamed automati- 

cally and will activate each other. To unlink doors, check the door_dont_link box. When 
the STRUGGLE flag is checked on a targeted door, Hiro’s struggle sound will play when 
he tries to use it. You can set sound volume, min, and max on doors. The SWING flag 

allows a door to swing open both ways. 

FUNC_EVENT_GENERATOR 
This entity can trigger several entities at variable times. To use it, set the key to the tar- 

getname of the entity to be triggered, and the value to the number of seconds to delay 

beforehand. You can use each func_event_generator this way to trigger an unlimited 
és number of entities. Check the trigger_once box to trigger the func_event_generator 
A only one time. Check the trigger_touchable box to make the func_event_generator a 

ihe touch trigger that activates when a character walks into it. 
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> Func GIB 
You can use this gib generator to produce a shower of gibs. You may set several variables, 

as described in the comments. 

[NFO_CAMERA AND FUNC_MONITOR 
Use an info_camera to show the player a remote map area. To use this entity, first create a 

func_monitor. This entity will be visible unless you click the Nodraw box in the Surface 

Property window. You can set several variables on the func_monitor, as described in the 
comments. Target the func_monitor at an info_camera, which you've placed where the 

view will be. Then target the info_camera at an into_not_null. This is where the camera 
will look when activated. 

Cc. Vi I id h El M4, è i NE boa” | INFO_PLAYERTEAMT AND INFO_PLAYERTEAMZ 
a t These entities are the player starts for Capture the Flag. It’s a good idea to place multiple 

player starts for each team. 

“LIGHTS 
ee 
ose A ae "A 3 iis In addition to the standard light options, you can set a cap value. In this case, the “light” value 

SEIRI ai ie AE eee indicates the distance light will travel from the source, and the “ cap” value determines the 
a TS lis deb eed ses j : ee = 
z y RAS Spy TURLE A light’s brightness. This key is useful for creating dim lights that brighten large areas. 

NODE_NODE 
Daikatana’s monsters and sidekicks use the node system to navigate a level. For the mon- 

sters on your level to function properly, you must lay nodes throughout the map and 

edit them for efficiency. 

The four kinds of nodes are for ground, air, water, and track. The first time you run your 

map, nodes will drop automatically. They'll require some work and tweaking, however. 

The “.nod” file for each map is saved in data\maps\nodes. 

It’s best to start with a clean slate and drop a fresh set of nodes when a level is complete. 

Commands you can use in the game to work with the node system include “node_tog- 

gle” (makes nodes visible in-game), “node_start” (starts dropping nodes wherever you 

walk), “node_stop” (stops dropping nodes), “node_save” (saves out a “.nod” file), and 

“node_load” (loads a preexisting “.nod” file). You can edit nodes in lonRadiant, as well. 

Tweak these nodes in the editor to ensure your monsters move naturally. Press (N) to 
bring up the information on a selected node. 

When you've placed, saved, and tested a set of nodes, it’s time to generate an octree for 
it. To do this, load Daikatana and the map for which you wish to build the octree. The 

octree file isn’t a total of both node file and area determinants; rather, it’s the area deter- 

minants for the nodes. 
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When you load the map, first type “node_build_octree” at the console. This generates the 

octree in memory. If no errors are found, save the octree out, using 

“node_save_octree.” This writes out the octree information. The next time the map is 
loaded, both nodes and octree will load automatically. Compiling your nodes this way 

increases the speed on your map dramatically, because monsters can access the node 
system more efficiently. 

SFX_COMPLEX_PARTICLE 
— This entity is one of the game’s most useful for creating cool effects. You can use it to cre- 

"ate several particle types including simple spheres, triangles, rain, smoke, flares, debris, 

soft round spheres, and bubbles. Set a count of particles to be emitted each frame. (A 
count of two or three should be plenty.) You may specify color, spread, and velocity, 

among others. Experiment with this entity to create all sorts of effects. 

TARGET_EARTHQUAKES 
Ras, Pa Me The earthquake effect is very modifiable. You can set speed, count, damage, and radius 

Re Re ye ~~ * keyhalue pairs for this entity. 
e 

TARGET_SPEAKER AND SOUND_AMBIENT 
Daikatana’s target_speaker is far more versatile than that of previous games. To determine 

how far sound will travel, set min and max radius keys. Sound starts at full volume at 

min and diminishes as it approaches max. You may set a volume between zero and 1, as 
well. Sound_ambient defaults to a medium volume and radius. 

Target_speaker Min and Max $ 

Radius Rings, Shown in lonRadiant s 
ooo Ia 

CsA =i TRIGGER_CAPTURE_FLAG1 AND 

> © TRIGGER_CAPTURE_FLAGZ 
-> These entities are the flags for Capture the Flag. Place one flag in each base. 

Pia 

TRIGGER_CHANGEMUSIC 
Trigger_changemusic changes the music from the current file to the song indicated by the 

path key/value pair. Specify the path and file extension for the path key/value pair—for 

example, “music/eld.mp3.” 

ELA 
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This entity is used to trigger the beginning of either a specific Al script or a cinematic script. 

AMBIENT CREATURES 
- E seagulls and fish_* are simple creatures that can add life to an otherwise static level. 

Although these creatures don’t attack, the player can kill them. In Node Wander mode, 

the creature must have a set of appropriate nearby nodes to follow. In Path Follow mode, 

you should target the animal at a circuit of monster_path_corners. 

To have a sidekick pick up an item without asking Hiro’s permission, check the flag for that 
>a specific sidekick on the Item entity. To require a sidekick to be with Hiro at a level tran- 

| \ >~ sition, you must set the corresponding sidekick flag on trigger_changelevel. If the 

required sidekick isn’t with Hiro, he’ll pass through the trigger_changelevel without trig- 

gering the level change, and then make a comment about being unable to leave without 

Superfly or Mikiko. To keep him from moving past the trigger_changelevel, place a clip 
brush just beyond it. Other sidekick triggers include trigger_sidekick_teleport, 

trigger_sidekick_stop, trigger_mikiko_spawn, and trigger_superfly_spawn. Use these trig- 

gers to move the sidekicks around the map at certain points. Use triggers to control Mikiko and 
Superfly’s motion through the 

To create volumetric fog, make a brush the size of the fog volume. In the Surface Properties 
window, check both the Fog Surface flag on the left and the Fog Content flag on the right. 

Click on the Color button to set fog color. The number in the Value field in the left col- 
umn determines fog density. This number represents the amount of space the fog requires 

to go from transparent to opaque. On a fog brush 64 units high, a value of 512 will pro- 

? duce very thin fog, and a value of 32 produces thick, opaque fog. 
pa 

A E 
Volumetric Fog in E3M1, “Plague 
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For the complete version 

i! of this interview, direct 

your web browser to 

primagames.com 

To countless gamers around the world, the name John Romero is synonymous with 
the first-person shooter. As an enthusiastic gamer, Romero designs games that he 

enjoys as much as the hardcore players do. His success with such genre-defining 

games as Wolfenstein 3D, Doom, Doom I, and Quake made him a household name and 

brought his work into the homes of millions. Known as much for his gracious 

eccentricity as he is for his work, Romero is a legend among game designers. From 

the early days of id to his most recent venture, lon Storm, he’s been a strong 

presence in the worldwide gaming community. | sat down with John Romero near 

the end of Daikatana’s development to discuss his early days in game design, his 

journey to lon Storm, and what is still to come. The portion reprinted here deals 

specifically with Daikatana and its development. Look for the complete interview at 
primagames.com. 

RAISING A STORM 
Q: When did you create the original story line for Daikatana? What was the original 

inspiration for the theme and what influences can be seen in it? 

A: After leaving id, Tom Hall and | were playing lots of games in our spare time to 
prep us for getting back into the creative beginning stages of game design. | knew 

I was going to make a 3-D shooter and that the idea would come when it was 
time. Since Tom was going to be doing an RPG, I got him to play ChronoTrigger from 

SquareSoft, which came out in 1995. It came out a year before I left id, and I’d 

already played it and beaten it. It was just the best game I’d ever played. Tom was 

blown away by it, as well. There were so many cool things about that game that 

i; š we both borrowed ideas from it to put in our own games. I knew I wanted a game 
pipiens Me Pa, Seong a ee that had a lot of variety. 
~ [on Storm occupies the top two "3 
x z floors of the Chase Tower in i 

| Dallas. 
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| didn’t want them to 

be conventional 
either, so | created 

Superfly Johnson, 
this big, strong black 

dude, and Mikiko 

Ebihara, who’s a 

really smart Japanese 

woman. | thought 

that would be a good 

mix of characters 
that was unlike most 
games out there. The 
sidekicks would each 

8 : have to help you 

| didn’t want to do Egyptian, through the game, and | wanted the player to worry about them 
because we'd tried to do and keep them alive: if the sidekicks die, the game is over. | 
that style in Quake and just didn’t just want them to be simple, or just shoot things and 
weren't inspired enough. | die. | wanted to make it even more RPG-ish, with experience 
thought of the ancient points where you kill monsters and get experience and go up 
Greek time period, because levels. When you go up a level you get to add a skill point to 
there’s so much good refer- one of your five skills. I just tried to take all these different ele- 
ence material for that. | ments that were really fun and put them into one game. 
wanted to have a near-future 

\Z i = type time period, kind of like 
-A haunting medieval setting—The Duke Nukem, and that’s the 
| Plague Village. San Francisco episode. | 

ON thought the game should 
start with something far- 

future, which ended up 

I spent a lot of time thinking about what the first-person shooter 

genre was like. People were making a lot of maps without conti- 

nuity, and there was very little story being told. You were just 
going from one map to another. One of the other problems—I 
saw a standard number of monsters, usually around 16, that 

you’d see throughout the entire game. Also, there wasn’t much 

diversity in the music. 

Since | was used to making games in episodes, | figured that was a 

good way of breaking a story up into pieces and to have lots of 

variety in those pieces. | decided to make a game with four 
episodes, like Quake had, because that seemed to be a good An early concept drawing of Hiro, 

number. | wanted to have different time periods, because it -= Mikiko, and Superfly. 
worked so well in ChronoTrigger. | knew we had to have medieval 
in there, because it’s so cool. 

The name Daikatana came from a weapon I used in John Carmack’s 

D&D campaign in the early ‘90s. I had a really cool sword that 

was an ancient +5 daikatana, and | thought that was a really 

neat name for a sword. It’s a single word that’s not too short, 

and | thought it would work well. 

being the 2455 C.E. Kyoto, Japan, episode. Q: What were the biggest hurdles you faced during the develop- 
Once | had the four different time periods, | wanted to make sure ment of Daikatana, and how did you overcome them? 

each of them was really different and unique. Everything needed A: Trying to teach people what’s good, quality stuff to have in a 

to be unique—weapons, music, monsters, locations, textures, game and what doesn’t belong in a game was tough. It’s just 

and everything else. It was a lot of figuring out what types of | been a challenge trying to get the right people working on it. | 
weapons would work well and making sure none of them dupli- think the toughest thing for the team was dealing with the 
cated the weapon sets in the other episodes. changeover from the Quake engine to the Quake IL engine. That 

The idea for the daikatana sword came about because | really liked was probably the biggest obstacle, because we expected it to 

playing Zelda, and it has a sword that gets more powerful as you just be a drop-in of the code. Instead, the entire engine had 

progress. | wanted to do something similar, and | thought it been rewritten. It took us a lot of time to get the game back 

would be great to have a main character that was Japanese into the mode it was running in before we switched engines. 

instead of some big, white B.J. Blazcowitz or a space marine. | That was a major setback. The second major setback was when 

didn’t want the lead guy to be this big, blonde monster taking that big part of the team left. After that, the tough part was 

on the world by himself. | decided to make him Japanese, but getting another team together and bringing them up to speed. 

still a big guy, and really good with a sword. | thought it was 

fun going through ChronoTrigger with sidekicks or multiple charac- 

ters, like most RPGs have. | wanted to do that in an action 

game, and that’s where the idea for the two sidekicks 

came from. A: At the very beginning of the project, my role was to design 

the game. | started at the beginning creating the lists of assets 

to be created by all the team members—the artists, program- 

mers, musician, sound engineer, and mappers. It was a lot of 

Q: What’s your role in the development of the game? What sort 

of work do you do on a day-to-day basis? 
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concept work at the very beginning, and trying to get the design you see or hear in the game. That concept and detail work was 
document together to show what the game was going to be like. very time-consuming, simply because Daikatana is such a 

After that I started to do some mapping, but that wasn’t working massive game. 

out because there were just so many questions to answer while 

developing the game. The team needed to know how things Q: Do you want to expand on the ideas behind Daikatana in the 
should look and animate, or how many hit points something future, or are you ready to move on to something different? 
should have, how things should move, and just everything else 

associated with the gameplay. My role evolved into that of a full- 

time game designer and project leader. 

A: I’m always ready to move onto something different, but I will 
continue to use what I’ve learned in all my projects. Putting 
sidekicks in an FPS game and getting them to work correctly 

My job was to make sure with the player was definitely an interesting experience, but | 
everyone's think it’s definitely something | would really like to expand 
questions were upon or streamline with future games. 
answered, solving 

problems with 
technology and hard- Q: What stands out about Daikatana in your mind and makes it a 

ware, and making fun game? 

decisions for the A: The thing that really stands out about Daikatana is just the huge 
business. The majority amount of variety in the game and how big it is. What makes it 
of it was working with fun is the exploration, the variety, the different monsters, the 

a: LATE SSSI IES the team on game weapons, the cool story that you get to play through, and the 
POTo wore aes cee details, drawing concept sidekicks you have to watch out for and take care of. | just think 
Cicer: . _ sketches for the that the entire game, just as a whole, has a lot of good things in 
Ee Mappers, or explaining it. All together they make a really unique, different game. 

to the artists what | 
needed them to model. 

I usually spend lots of time writing emails to various team members Q: What do you plan to include in the Daikatana mission pack that 

about the things they’re working on, and making sure the high-priority your team will be producing once the game is complete? 
items are getting done. | spend most of my time directing the game, A: We will be creating a new episode that takes place in a 
because that’s my job. At the end of development, I get in there and different time era that includes all new monsters, weapons, etc. 
start modifying maps. | focus on architectural and entity detailing, and so we stay true to the original Daikatana. It’s going to be a fun, 
adding gameplay and puzzles. | make sure every detail is covered and quick project! 
the game turns out like | want it to. 

Q: Did you get the opportunity to contribute any content to the 

game? 

A: | didn’t do any programming in Daikatana. Level design-wise, | did 

work on some of the maps. Several times | had to take a map that 

was somewhat confused and straighten it out to make it a little 

less confusing, better looking, and more fun. 

There were some situations 

that came up where | 

just needed to doa 

bunch of map work all 

at once to straighten 

something out and get it 

finished so we could 

move on to another 

task. | created the idea 
ae = for and directed the 
_ Romero spending quality time in detailed development of 

the map editor with Lemnos Isle, a , 
Daikatana Episode Two level. nearly everything that 
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I. *** SUPER-TERRORISM AND THE 

MANIPULATION OF THE HUMAN SPECIES. 

I.Since the 1990's, technology available to terrorists has improved, 

the scope of their destruction has expanded. S##=eeesweaexuRessaicoxk 

Sources say Deus Ex was created by Ion Storm to uncover the 

truth. Some say it’s merely the latest conspiracy fueled by 

a madman. And some say it’s a future training tool made to 

look like a hyperrealistic 3-D roleplaying computer game. 

Whatever it is, proceed with caution. They know you want it. 
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X II. A recent pandemic, popularly referred to as the "Gray Death", 

d has made an already chaotic world situation even worse. 

$ According to a report by the Federal Disease Control Center, 

a Ca it is the worst virus since AIDS. It is not yet known what 

| 

| 
! 
| 

compounds make up this deadly virus, but current data shows 

MUGEEMMEMEMRERX are likely candidates. Qmbrosia} the virus’ 

stabilizer, has been linked to VersaLife. at is significant 

about the number 12? Does UNATCO maintain control over Ambrosia 

B EN distribution? mpmisepede@? can only mean www.unatco.com. 
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Fig. 2.2 Fig. 2.1 Fig. 2.6 Advanced Al and conversation systems. 

25 weapon types known. Trave! through New York to Hong Kong These people are real! 

III. J.C Denton is a powerful, nano-augmented agent for an 

anti-terrorist organization. Little is known about this person, 

but it seems that he is on a mission. 

He works for UNATCO but what side he is working for is 

inconclusive at the moment. *sneexbetx 

Ed XKXXSDEKOINK Can he be the one to save this world 

| from complete annihilation? 

| 
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MO6-MO9: Get augmentations functioning again! a 
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a. Subdermal (2) o 
b. Cranial (1) a 

c. Eyes (1) ° 

d. Torso (3) 5 

e. Arms (1) 

E: legs (1) 
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ə 2, 3 and 4 Tech Level Upgrades Available! 

¢ 20 Augmentations to Choose From! 

+ Much More! 

Through the gift of science and technology YOU can now GENETICALLY 

MODIFY YOUR BODY to cope with the everyday demands of espionage and £ $ J 

anti-terrorist activities! s į a $ È ps 
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Stevie “KillCreek” Case is best known for beating 
John Romero; co-creator of Doomańd Quake~ ` 

among other legendary titles, in a one-on-one 

a specific interest in first-person,shooters, 
She left the political science program at the 

University of Kansas in!1997°to pursue a.cateer in 

gaming..In July of that year, Stevie was:hired as the 
first full-time professional gamer'with the — 
Cyberathletic Organization, later to become the 
Cyberathlete Professional League (CPL). 

After designing several user levels for Quake II and writing two strategy 
for Prima Games, she signed on as a Quality Assurance Tester at ton Storm. 

~ Several months later she was promoted to the position of level designer on the 

Daikatana team. 
In 1999 Case rejoined the CPL as a member of the Board of Directors. In her 

free time she has also contributed to and modeled for magazines, including PC 
Accelerator, Details, Rolling Stone, and Playboy. 

I Ui 31999 0"M86874"5 1483" "6 9"78 

Quake deathmatch. Stevie is a life-long gamer with 4 
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