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While Samus Aran made her debut in the
late 1980s, 2002 has been her best year to

date. Her three earlier games span three
Nintendo systems.

METROID ass7)

Released in 1986 for the Japanese Famicom system, Metroid made it to the original Nintendo Entertainment
System (NES) in 1987. It is one of the first games ever to use a password for saving progress and establishes a game
play style that emphasizes athletic moves and open exploration. Samus Aran's original arsenal features the now
classic Screw Attack and Varia Suit, along with the player's choice of the freezing lce Beam or the powerful
but unpredictable Wave Beam. The story follows the discovery of the deadly Metroid species and Samus's first
battles with Kraid, Ridley and Mother Brain on the planet Zebes. Samuss identity is masked throughout the
p— e adventure. Only the game’s

ez i ~ 7| best endings reveal that
she is a woman.
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The Game Boy debut of the Metroid series is twice the size of the original game and one of the first Game
Boy games with battery backup. In the adventure, Samus visits SR388, the Metroids’ home planet, to inves-
tigate rumors that the Metroids are growing in size and number. As always, Samus is the human race’s first
and last line of defense when it comes to eradicating the Metroid menace. The game introduces different
types of Metroids, such as the Gamma Metroid, Omega Metroid and the all-powerful Queen Metroid. Along
with the Metroid punulatlon Samus’s choice of weapons graws too. Among the new items are the Spring
T T T T T T e e . Ball, which allows
Samus to jump in
ball form, and the
Spider Ball, which
_..{ gives Samus the
¥ ability to stich-to
walls and ceilings.

,.;f“?"”‘ SUPER METROID a994)

“-"ﬁ 0

l'? 4 . The incredible story of Samus Aran continues in a 24-Megabit Super NES adventure that far exceeds the size
1""":, i and scope of the previous Metroid games. Samus returns to the planet Zebes to discover a wide variety of
.a‘. ; f i ., habitats, acid rain, Chozo Statues and, of course, Kraid, Ridley and Mother Brain. The game marks the debut of

the Gravily Suit, the Speed
Booster and the Grappling
Beam—part of an arsenal
of five Beam types, two
Missile types, two Bomb
types and 11 space suit
attachments. Samus uses
the Grappling Beam o
great effect in the Super
Smash Bros. games.
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- METROID PRIME (2002 .

The simultaneous Metroid  Prime — for
Nintendo GameCube release with Metroid
Fusion breaks from the established Metroid
slyle by showing the action from the eyes of
Samus Aran. For the first time, you can see
through Samus's visor, scan objects in the
environment and even detect the thermal
signatures of enemies. The game sticks
with Metroid tradition by presenting a world
full of secret items and hidden passages
P that Samus finds by using her Power Suit

}‘ . abilities. They include the Spider Ball and

e e BEY Grapple Beam.

B Guit
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TAKE ACTION

Samus begins the game stripped of her most powerful abilities, but she can
still prove her mettle against the X parasites. As you guide her through the

AIM DIAGONALLY

RUN

Samus doesn't walk—she runs from one challenge to the next.
Press Left or Right on the Control Pad and watch her go. Samus
also moves laterally in the air when you press Left or Right. Once
you collect the Speed Booster (see page 11), you'll be able to
make Samus run so fast that she'll blast through some barriers.

Samus Aran is an
adventurar on the run.
Press Left or Right to
make her move.

Pl P, Pt o i, et plee, s
o | T
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READY MISSILES

FIRE WEAPONS

CROUCH

While you won't be able to make Samus morph into a ball at the
beginning of the adventure, you will be able to make her crouch by
pressing Down on the Control Pad. A quick crouch is good for
avoiding high enemy attacks and firing on creatures that are low
to the ground.

;'-II* =k .| i=ml 'I'h'l‘lkfl!tﬂlﬂl:l‘ﬂlll:#
= == when enemies aim at
| e 1 wgl 1] Samus’s upper body.
. s *‘F The shot will pass
EXYTRSS ATt harmlessly over her
= ol IR ‘-. E‘.
m = r ——— f"
= e =
Erd :IT;‘E.'-;"':: —_— =
o e = =
1 " = s ﬁ‘f‘ 5 e o
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JUMP

1f you want to cross wide gaps orfreach high-plat-
forms, you'll have to perfect the art of jumping. The
longer you hold the A Button, the longer Samus
will stay in the air. Press Left or Right on the Con-
trol Pad to make her execute a Spin Jump. If you
reverse the direction of a Spin Jump as soon as
Samus hits a wall then quickly press the A Button
again, she‘ll jump off the wall and double the
height of her leap.

FIRE A BEAM

You can fire Samus's Beam in eight directions. Press
Up on the Control Pad to aim upward. Press Down
while Samus is in the air to aim toward the ground.
Press the L Button to aim diagonally upward and
press L and Down to aim diagonally downward. Then
press the A Button quickly and repeatedly to release
a blaster barrage.

PUT IT ALL TOGETHER

When surgeons removed parts of Samus's Power Suit in an effort to save her life
and gave her the Fusion Suit, they also took away most of her special abilities.
You can help Samus regain her abilities by downloading information from the
research station's Data Rooms and by defeating the Core-X creatures that haunt
the stations halls. With her abilities restored, Samus will be ready in no time to
take on bounty hunter impersonator SA-X.

Seek out Data Rooms (marked with a D"
on thé map) to download spm:iul ahbilities.
The first Data Room will give you Missiles.

As soon as Samus has her advanced abili-
ties, you'll have her use them to access
more areas of the research station.

Metroid l’-‘usiun




F
et

FUSION SUIT ABILITIES __J

The elite adventurer needs advanced abilities to take on the ever-increasing challenges of space
station exploration. Samus’s advanced Beams, Missiles and Bombs help her defeat creatures and
blast through obstacles, and her suits and miscellaneous abilities give her the power to navigate
the stations harsh environments.

BEAMS ) 1

CHARGE BEAM

Not only is the Charge Beam naturally more powerful than
Samus's standard Beam, but it gains power when you press and
hold the A Button to charge it. You can also charge up the
Plasma, Wave and Wide Beams. When Samus’s beam is fully
charged, you can damage most enemies by Spin-Jumping into
them.

more ul and
Iugnrpmd Samus’s
standard Beam

weapon.

LOCATION

Sector 1
(page 27}

WIDE BEAM

Three shots fly from Samus’s blaster at three different angles
when you use the Wide Beam. The weapon is particularly effec-
tive when swarms of weak enemies are attacking or when you
are firing on enemies from a distance. The Wide Beam doesn't
have the overwhelming power of other advanced weapons, but it
does have a shot-spreading, buckshot quality.

P i V& 4...+ | TheWideBeam
w L | s “ releases three shots
i : J that spread out and hit
. hrf-i' ~ g alarge area.
£ R :
ﬂ 1 ﬁ.* -

= rFTrT T TS LY - """f.«-
s .:I vt 387 72 . | LOCATION

o s v bl Cetadatate
XX, Rty EeR A A Sector 3
Va (page 61)
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PLASMA BEAM

The Plasma Beam's three lasers cut through enemies and keep
on going, s0 you can hit several creatures with a single shot. It
is particularly helpful when small armies of X-infected crea-
tures swarm in on the space adventurer. A few Plasma Beam
shots in all directions will keep the enemies at bay.

Use the Plasma Beam
toﬂnl.:y:rmy
through t

station. um‘ﬁ:m

it opens flashing
hatches.

LOCATION

Sector 2
(page 79)

WAVE BEAM

The strongest beam in Samus’s arsenal sends out three undulat-
ing shots. The weapon’s electric pulses allow it to pass through
mosl obstacles, hitting targets on the other side. By using the
Wave Beam, you will be able to defeat enemies in other areas
before you even enter them. That just doesn't seem fair.

Samus’s Wave Beam
defeats enemies with
the power of a tsuna-
imi.

LOCATION

Sector 6
(page 93)
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MISSILES |

M_IS SILE .

The first of Samus’s abilities that you will recover while explor-
ing the research station is the power to fire Missiles. Press and
hold the R Button to ready the Missile launcher, then press A Lo
fire. Your Missile-holding capacity will increase by five every
time you collect a Missile Tank. Collect green X organisms to
replenish your supply.

Unlike Beam power,
your Missile supply is
limited. Collect and
conserve Missiles if
you're running low.

Eﬂtiwm have

rge rasites at
their an:,'l'hu MI:I:
way o damage I
t.u!ulmu is with loads
of Missiles.

LOCATION

Main Deck
{page 20)

SUPER MISSILE

Screen-shaking Super Missiles pack a much stronger wallop
than Samus's standard Missiles. You'll be able to destroy the
eyeball-like guardians that cover some hatches with a single
Super Missile hit, when it would require three standard Missiles
to do the same job before your Missile upgrade.

Super Missiles are
about three times as
rful as standard
issiles. You'll cause a
lot of damage with
them in your arsenal,

LOCATION

Sector 3
{page 44)

D T e —————
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ICE MISSILE J

ST —

You can use some enemies as stepping-stones to reach out-of-
the-way areas. Before you can step onto them, you must freeze
them with an Ice Missile, A single Ice Missile shot will stop an
enemy in its tracks for several seconds. Hit the creature, jump
onto it while it's frozen, then move before it thaws out.

An lce Missile detona-
. tion freezes most ene-
— = m:.mmlmi:y.
- 's your cue to use
-;"..}) them for a boost.
E._.."-'_" |
3 _"m LOCATION
- :L\Emﬁlr{ L“.m:!'.'!'.:m: !F"'{.
G e Sector 5
—— ril_:uui-.:,_. (page 56)

DIFFUSION MISSILE

Diffusion Missiles can power up, much like the Charge Beam.
Press and hold the R Button to charge a Diffusion Missile, then
press B to launch it when it's at full power. The Missile's deto-
nation will destroy or freeze all of the X parasites within a wide
blast radius. It's the perfect weapon for dealing with large
groups of enemies in a hurry.

Chu!n a Diffusion
Missile then aim it into
the middie of a group
of enemies.
=T The Missila's blast
. will destroy or freeze
b= every creature within
ot its range.
7 | LOCATION
bt Sector 4
ey (page 89)
=
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BOMBS 2]

BOMB

Samus Aran's versatility makes her a great warrior. As soon as
she regains the Bomb abilily, you can set a Bomb by rolling up
into the Morph Ball form and pressing the B Button. The Bomb
will detonate in a matter of seconds. You can set as many Bombs
as you wish and use them to blast through some blocks in the
walls and floors.

Bomb blasts break
through Bomb Blocks.
Hu can also usla

asts to propel Samus
into the mﬁ Marph
Ball form.

LOCATION

Sector 2
{page 30)

[ ——— e U
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POWER BOMB

The explosive power of Samus’s advanced Bombs damages all
enemies and disintegrates all susceptible obstacles on the
screen, It also destroys some blocks that are strong enough to
withstand the power of a normal Bomb blast. Samus’s supply of
Power Bombs is limited. Conserve them.

[ i) =
gn:aamnna L ettt st e M

A Power Bomb blast
damages every block
and creature in the
room that a normal
Bomb can damage.

LOCATION

Sector 5
{(page 68)

o

VARIA SUIT

If Samus steps into a hot or cold environment in her Fusion Suit,
she’ll lose energy at a steady ready. She'll also be vulnerable to
damage from icy enemies and the SA-X creature’s Ice Beam.
The Varia Suit puts an end to Samus's temperature sensitivity.
It also shields Samus from enemy attacks more effectively.

Hot and cold tempera-
tures won't aflect
Samus once she has
thi Varia Suit.

LOCATION

Sector 6
(page 51)
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GRAVITY SUIT

Samus's most versatile suit allows her to move quickly and
freely and perform her special moves in water. It also provides
protection from the damaging effects of lava and reduces the
amount of damage that enemies can cause her. The Gravity Suit
is required equipment for exploration in the most dangerous
sections of the research station.

T - & = When Samus has the
5 e M R e —h Gravity Suit, lava no
et e NP longer causes damage.
E R RN R
: S < M2
't
; KRR
0 * it P
AR AT T e TEN RS AT EATE S '-'gy :;!:" LOCATIDN
by e ATER ETE e :-"a!: SECtDrS
) : (page 83)
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( OTHER MOVES |
—

MORPH BALL

Some tunnels are much too narrow for Samus to run through.
When you earn the Morph Ball ability, press Down on the
Control Pad twice, or press Up when Samus is hanging from
a ledge, to make her roll up into a small ball —perfect for nar-
row tunnel or pipe navigation.

Press Left or Right on
the Control Pad to roll
when Samus is in
Morph Ball form.

LOCATION

Main Deck
(page 21)

HI-JUMP

Samus will earn two abilities at one time during her first visit
to Sector 2. The Hi-Jump allows her to jump much higher than
before and jump in her Morph Ball form. With it, you can
explore many otherwise unreachable areas.

T The Hi-Jump ability
'“rgr"f‘ﬁ‘ A gives Samus much

greater maneuver-

ability in tight places.

LOCATION

Sector 2
(page 32)

SPEED BOOSTER

When you detonate a Bomb near some barriers, they will expose a
Boost Block. Samus can run through Boost Blocks with the power of
her Speed Booster. Give Samus a long running start to let her booster
charge up. When she's glowing, she'll [ e
be able to run through the blocks. If e~

you press Down to stop and crouch
when the Speed Booster is fully P
charged, you'll execute a rocket i
launch jump, which you can angle in §
any direction.

o
Th

SPACE JUMP

If you want to guide Samus to the top of a vertical area without
the benefit of a ladder or elevator, you must perfect the Space
Jump. With the Space Jump ability, Samus can jump several
times successively while spinning in the air.

Use the Control Pad to
steer Samus, and
press A repeatedly to
execute successive
Space Jumps.

LOCATION

Main Deck
(page 74)

SCREW ATTACK

Samus's signature move is the Screw Attack, which turns her
into an invincible buzz saw of a bounty hunter while she is spin-
ning through the air. It's a more powerful and reliable version of
the charged Beam jump.

After Samus collects
the Screw Attack,
she’ll finally be able
to equal the power of
the SA-X.

LOCATION

Sector 1
{page 100)

If she gets a long running start, Samus will
LDCATION huumu& 1] m%’ fast and temporarily
Sector 4 invincible.
(page 38)

Q
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STATION NAVIGATION

Your suc gainst the X parasites depends on your ability to guide Samus
through the dangerous corridors of the research station. It's important to
watch all of the screen information and mission parameters as you explore.

SCREEN DATA

O

ENERGY

The energy indicator shows how
much energy remains in reserve. [f
all energy is depleted, the mission
will be aborted.

A small map showing rooms in the
immediate area appears in the
upper-right corner of the main
screen.

POWER BOMB
= T i i

he Power Bomb indicator shows
- the " current number of Power
": Bombs in reserve.

ENERGY TANKS

Small boxes next to the energy
indicator show how many Energy
Tanks you have collected. Each
one holds 100 reserve units.

e
The Missile indicator shows your - ke
current number of Missiles. Your MAIN SCREEN
Missile-carrying capacity will
increase as you collect Missile
Tanks.

PRESS START

CURRENT SECTOR

STATUS SCREEN

Press the R Button to switch to
Samus's status screen for a full
view of the explorer's abilities,
energy, Mr:vsules and P‘DWEF Bombs.

The name of the sector that you
are currently exploring is shown at
the top of the map screen.

ll.-:ia" = &Fin
I.!l‘.lo- ¢
Li== §o i

The shaded parts on each area's
map show places that you have
already explored. Green-colored
rooms did not appear on the area’s
original map.

[l Navigation Room
1 save Room MAP SCREEN
charge Room

[*] Data Room OBJECTIVE

Elevator While you're viewing the map, you
n Former Tank Location can also look at the current mission
[8] Current Tank Location objective by pressing the A Button.

[Z] Boss Battle Location

HATCH INFORMATION

The status of the Security Hatches
—locked or open—is shown in the
upper-right corner. You'll unlock
the hatches by finding Security
Rooms.

I2 Nintendo Plauyer's Guide




You must guide Samuos to Navigation
Rooms to update mission objeclives. She
will not be able to leave the currént seclor
until she has completed the mission objec-
tives for the sector. Once the objectives are
met, you can get the next set of instruc-
tions in any Navigalion Room. Mission
instructions wsually cover information
about the target and a targetl location that
appears on the map.

‘I'!nur ships ¢ ter gives you mission objective After you've received the information, you can
information in Navigation Rooms. move on to the next set of challenges and con-
tinue the fight against the parasites.

EXPLORE THE AREA

The first time you enter a sector, you will
download map information for the-area in
a Navigation Room. The map shows all
known corridors. As you explore the sector
and find new, unknown areas, they will
appear on the map. You'll find passages to
unknown areas by using Samus's special
abilities.

COMPUTER CONNECTIONS __,__J

'E Save Room

You'll discover rooms in each sector where [are=Eiig 7o ' - ey
you can make a connection with your ship’s wctso==ca= | SH 15 I:
computer. Each of five different computer 5= , . lce uff-e.;::t added tn Hu.mlt.-s
connections performs a different type of func- Use it to freeze enemios.
tion, from saving game data to recharging =y : zoe -
energy and replenishing your weapon supply.
All room locations, except for Securily Room
locations, are shown on the map. If you're
about to explore an unknown territory, it pays
to save and recharge first.

You can save mission data in Save Rooms. If Samus will recover her lost abilities in Data

you lose all energy reserves, you'll start Rooms, unless a Core-X creature has beaten
over at the last Save Room. her toit.
N Navigation Room R Recharge Room Security Room
[y ] ] =
[T T = =
. MWeapons and energy Security Level 3 unlocked.
p .Ifitu.f restored. Yallow hatches now active.
B B | B

You need to download data for
ithe Ice Missile upgrade, but...
-

Your ship's computer offers map information Shown on the map with the letter “R™ (for The unmarked Security Rooms unlock the

and mission objectives in the station’s all- “recharge”), Recharge Rooms replenish all station’s Security Hatches. The hatches will
important Navigation Rooms, of Samus’s energy and weapons. {lagh to show that they are unlocked.

Metroid Fusion I3




ON THE MOVE = f

Even without all _of her Power Suit abili-
Lies, Samus-is a capable athlete and fear-
less adventurer. She can run fast, jump far,
climb ladders, and grab onto ledges and pull
herself up. As you guide Samus through the
research station, you should experiment
with different move combinations. Once you
learn new abilities, try Lo use them every-
where. You'll likely discover new passages J
that lead to special items or shortculs,

-

Samus exhibits her versatility by using moves in Evenil a platform or a ledge looks like it's out of
combination, such as holding onto a ladder and reach, Samus may be able to grab it with a long
firing her weapons at the same time. leap and pull herself up.

HOSTILE ENVIRONMENTS _, J

Electrically charged water, lava and freezing air make
some research station environments extremely dangerous.
If Samus is not equipped with the Varia Suit or the Grav-
ity Suit, she will lose energy at a steady rate in hostile
habitats. It's best to stay away from damaging environ-
ments until Samus has downloaded the appropriate pro-
tective suit data.

Fa
b

)
o,

BREAK BARRIERS

You can break through blocks You'll unlock some hatches by
with Samus’s large collection making computer connections
of items and abilities. Expose at the appropriate Security

the block types by hitting them Hms'ﬁ'gumm to try dif fer-
with Bomb blasts. ent methods to unlock other

hatches or doors.

BLOCKS

Bomb Block Destroy with Bombs. | Gray Hatch Unlock Level 0 security.
; #{ Blue Hatch Unlock Level 1securit
l:‘:i Fake Block ;:;Llﬂ_nmh weak blocks in the i ny.
#1 Green Hatch Unlock Level 2 security.
‘E Missile Block Destroy with Missiles.
*1 Yellow Hatch Unlock Level 3 security.
['iv| Power Bomb Block | Destroy with Power Bombs.
[T Reer Bostie "1 Red Hatch - Unlock Level 4 security.
[ Destroy with a Speed Booster T R P
=
Dash Block run t 4] Special Hatch Fulfill special conditions.
. Screw Attack Block | Destroy with the Screw Attack. i Shutter Blast the switches with your Beam.

14 Nintendo Player's Guide




ENEMY ELIMINATION

The X parasites have spread through every sector and corridor of the r
take on the forms of dangerous creatures and plants. You must destroy the shells

then collect the exposed parasites.

AIM AND FIRE

0}

Some enemies can charge and attack very
quickly. You often have only a moment to
aim and fire before the creatures surround
you. Try to line up a straight shot by
crouching, jumping or firing at an angle,
then hit the creatures with as much fire-
power as you need to gel the job done. As
you explore the environment and take on
increasingly dangerous groups of enemies,
you will master the art of quick and accu-
rate weapon release.

Some enemies are impervious to the stan-
dard Beam blast. You may need more
lethal firepower, such as a Charged Beam
or Missile, to damage them. Other enemies
are protected by armor. You will be able to
hurt them only if you expose their Achilles’
heels. Experiment with every new species
and find a way to wipe them out. Once you
have a species figured out, you'll be able to
defeat every creature of the species in the
same way.

X COLLECTION

Once you've exposed the X parasites, you
can grab them to recover energy, weapons
or abilities. Yellow parasites refill 10
energy units. Green ones give you two Mis-
siles. By collecting red parasites—the kind
that you find after you destroy a hatch
guardian—you can replenish energy, Mis-
siles and Power Bombs. When you defeat
and collect Core-X parasites, you will
recover one of Samus Aran's lost abilities.

Some enemies crawl low to the ground. You can
take them out by crouching and firing.

I,
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Charged Beams are effective against particular-
ly strong enemies. Missiles also damage more
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Some enemies, such as the vpright walking
Space Pirates, have weak spots. You'll damage

protected creatures. them only if you hit them from behind.
O
O
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A special Metroid vaccine in Samus’s body
allows her to replenish energy and weapons by
collecting parasites.

While you're fighting a Core-X creature, it will
shed X parasites. Collect them to refill your
energy midbattle.

Metroid Fusion IS




MAXIMIZE POWER

By collecting tanks, you can increase Samus’s capacity to hold energy, Missiles
verall strength.

(@]

3
—

TAKE THE TANKS

Tanks are important discoveries. Without them,
you will not be able to hold your own in difficult
situations. Seek out all three types of tanks, but
beware of fake tanks thalt come to life and
attack. There are 20 Energy Tanks, 48 Missile
Tanks and 32 Power Bomb Tanks scattered
throughout the research station.

=]
i

e

,
L1l
~B

Every Missile Tank gives Samus addi-
tional carrying capacity for five
Missiles.

POWER BOMB TANK
T - i T

Every Power Bomb Tank that you collect
will allow Samus to carry two more of
the damage-spreading devices.

N | J
g J Highly coveted—and difficult to
= - k ac m{a—l’_nm?y Tanks give Samuos the
;‘_' S~ ability to hold 100 more energy units.
o
O

OFF THE BEATENPATH ___,

You'll have to use all of Samus’s special
abilities and explore every area to find
tanks. Most tanks are in dangerous dead
ends or hidden passages. Identify and
break through barriers and enter the
stations little known areas. You'll dis-
cover a wealth of helpful items. See the
Tank Trials section on page 106 for
strategies on getting every tank.
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The mystery of the X para-
sites is foremost in Samus’s

mind when she sinks deep
into the dark corridors of the
abandoned research station.
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Slamel-alCaSy Go to the Quarantine Bauy.

@ FIRST CONTACT

An explosion has been detected in the
research station’s Quarantine Bay, where
samples from SR388 and pieces of Samus's
suit are kept. You must make your way from
the ship to the bay, stopping for more infor-
mation at the Navigation Room along the
way. You'll discover a single X parasite, in
the form of a Hornoad. Defeal the creature

) LT # e '-—-—-' - Pr—gr—— —
with a few Beam blasts and absorb the [§ - - | The'gelatinous X parasites
parasite. Then check your objective on the 2 AL :J_:rwudv and tapndl; reproduce, |
map screen. : ; ' e
When you reach the Quarantine Bay, approach the Onee you've defeated the creature, check your
creature, crouch and fire objective, then return to the Navigation Room

=iSdel Ingel=B w3 Download Missile data.

@ INCREASE FIREPOWER

At first, the computer will ask you to inves-
tigate bio-signs in the rightmost section of
the Main Deck. As you get closer, it will
become clear that you need a more power-
ful weapon to reach the target. The com-
puter will give a new destination—a Dala
Room on the Operations Deck. Take the
elevator to the upper deck then proceed to
the alternate target, where you will collect
Missile data.

HIS$I|L data df'n-'-lr‘-llﬂudf'd.
Hold R | and press
Dl 8

As you close in on the target, you'll take along, When you reach the Data Room, stepinto the booth
| high leap to a ledge. Hang on, then pull yourself up. and receive instructions for weapan operation.

/ Find an alternate route to the target

© MISSILE MOVEMENT

Plans change again. After you collect the
Missile data, the research station computer
will discover that electrical problems have
put the elevators out of commission—it
must be aliens in the wires, You’'ll have to
find a new route to the original target.
After you leave the MNavigation Room, use
platforms to jump to the other side of the
open bay and blast open a red-glowing panel
with a Missile. That's your alternate roule.

Jump to the red-glowing panel, press R to switch Analien creature blocks your path. Hit it wath three
toMissiles and blast your way into the next area Missiles then collect a green X parasite.

{
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@ BREAK THE INFRASTRUCTURE

As you make your way down the alternate
route to the area where bio-signs have beeén
detected, you will fall through weak sections
of the flooring, climb up and over obstacles
and break sections of the wall with your
Beam. On the way, you'll find a Missile Tank
that will increase your Missile-holding
capacity by five—and several weak enemies.
Take them out with Beam blasts.

As you 2igzag down the research station’s service
passages, you'll fall through several weak floors.

Open fire on the weak sections of the wall. The wall
will crumble away and give you an open passage

©) BATTLE AT THE HATCH

When you reach the Main Deck, you'll
encounter two FE'?_,IE'I'IE'I’:'II;IIH_I enemies and
an eyeball-like creature that’s guarding the
hatch to the next area. If the eye opens and
shows a pupil, hit it with a Missile. If it
glows yellow and white, prepare to jump
out of the way—it will send out a damaging
wave of energy. If you're low on energy,
defeat smaller creatures and collect the
parasites, then fire on the eye again. Three
shots will do the trick.

Fire a Missile at the eyeball whenit shows its pupil.

Fire on the small regenerating creatures and col- 1
Jump out of the way when it glows

lect the X parasites for energy and Missiles

[ @BOSS BATTLE

After you drop into the area where bio-
signs have been detected, you'll see a
Core-X transform into an alien creature

BUEAY
3wl

L~

One way to avoid damage from the shelled
beast is to jump over it as it rolls toward you.

with a large shell on its back. Face off
with the creature and hit it with Beam
blasts or Missiles, then either jump over

After you switch places with the creature, hit
it with several Eeams or Missiles.

it or jump up to grab the nearest ledge.
The creature’s shots will fly under your
feet. If you're hanging from the ledge,
wait for the creature to roll up into a ball
and charge the wall. Before the impact,
jump away from the ledge and over the
beast. The creature will turn to face you.
Hit it with another weapon barrage and
repeat the process. When the beast turns
back into the Core-X, hit it with Missiles.
Your reward for victory will be the
Marph Ball data.

Metroid Fusion 2l
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After you defeat the first
hoss and escape the area

(using your Morph Ball
ability), you’ll discover
that the parasites have
spread to Sector 1.
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The parasites have taken over five atmos-
pheric stabilizers in the Secltor 1 ecosys-
tem. On your way to investigate the trouble,
you'll encounter a large, bloblike creature
surrounded by smaller blobs. Avoid contact
with the energy-sucking creatures and hit
them with Beam blasts. When you reach
the end of the hall, destroy the blocking
arganism with three Missiles,

©) STABILIZE THE

When you enter the SR388 ecosystem, you'll
notice that the atmosphere is thick with
tumes. Work your way up and around the
natural path and jump onto a rocky platform
to get a good, clear shot at the creature that
[ has taken over the atmospheric stabilizer.
After you hit the creature with three
Missiles, the stabilizer will go back online.
One stabilizer repaired, four to go.

' ©) AR ATTACK

On your way to the second stabilizer, you'll
encounter a passage that is populated by
Hornoads and flying creatures that are
protected by shells on two sides. Blast the
Hornoads with Beams, then run under the
flying creatures. The fliers will drop. If you
want to defeat them, you can hit them with
Beams from below as they fly back up.
There is an Energy Tank in the room.
Crouch to fire on a rock obstacle, then roll
into the pipe and collect the tank.

o
L]

@ BATTLE THE BLOBS

Release Level | locks. Download Bomb data.

Fire an the huge blob with your Beams before it
floats up to you and depletes your energy.

STABILIZER

Aim thraugh the opening of the stabilizer and hit
the creature inside with three Missiles.

mgm: w o Ap0 G
SRR %

e
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Rumunder a flying enemy to make it drop, then run
out of the way.
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Hit the blocking organism at the end of the hall with
Missiles, then collect ared parasite.

_hﬂ-ﬂm_ s _:f?'.":“-*;

Atmospheric stabilizer online.

Four units still mnlfr.mc'tmr-:rm.
: —_—— :

With the creature destroyed, the stabilizer will be
back im working order,
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As the creature returns to the roof, hit it with
Beams from below,




@ BREAK BLOCKS

You'll find another stabilizer in an environ-
ment that appears to be blocked off by solid
rocks. Fire on the rocks walls with your
Beams to find sections that give way. When
you get to the top of the area, run quickly
across the terrain to avoid falling when
some of the rocks crumble under your feet.
Fire straight up at the stabilizer and hit it
with three Missiles to clear away the
enemy inside. When the creature is gone,

the fan will return to working order.
Some of the rocks will give way if you hit them
with Beams. Fire away to find a passage to the top.

© JumP, TURN, FIRE

On your way to the third stabilizer, you'll
encounter three small but mean creatures
that have protective faceplates. When the
creatures charge, jump over them. Then
when you land, turn and fire at their unpro-
tected backsides. You'll have to be quick, or
they'll turn and charge again. Collect the
parasites that the creatures leave behind
and move on to the next area.

When vou face of f with one of the small, armaored
creatures, it will charge. Jump over it.

® RED MENACE

One of the offshoot passages from the main
vertical corridor is flooded with lava. If you
drop into the lava, you'll lose energy at a
quick and steady rate. Press A to jump,
press Up on the Control Pad to have Samus
grab the textured ceiling surface, then press
Left to make her move over the lava to an
island that holds a Missile Tank. You'll need
the additional Missile-holding capacity for
the challenges ahead.

ARLLAR LR L]

Jumpup and grab the textured surface on the ceil-
ing, then work your way over to the left

Position yourself under the stabilizer and fire
Missiles straight up—aim for the creature at its
Core.

After you land, turn and fire at the enemy from
behind. You'll defeat it with a few quick blasts.

- 53 =N 15N FuY re pry mmid
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After you clear the lava, drop down onto the island
and collect the Missile Tank.
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@ ANGLE ON THE ENEMIES

It's appropriate that you should find Zebe-
sian Space Pirates in a sector that mimics
the atmosphere of SR388, the site of
Samus's early Space Pirate battles. If you
approach the pirates from an angle, you'll
be able to avoid their lasers and lateral
leaping attacks. Press L to fire diagonally
and hit the pirates with Missiles. Each
pirate that you defeat will produce two X
parasites.

il

L]

Use the L Button and Control Pad to aim at the ene-
mies at an angle, either from above or below:.

©) SUSPENDED STABILIZER

The third atmospheric stabilizer that you
will encounter floats near the top of a large
open area. Make your way up and over a
wall to the right side of the area, and climb
a ladder up to the height of the stabilizer.
Switch to Missiles and fire to the left, into
the center of the stabilizer. Three perfectly
aimed shots will destroy the creature and
put the stabilizer back online,

If you drop to the bottom of the area, clear away
the Hornoads wath your Beams.

©) HANG AND FIRE

It's a slightly tricky climb up to the fourth e 1
stabilizer. You'll leap from one ledge to the

next on your way up, then climb along the
ceiling Lo the stabilizer. Hang from the ceil-
ing with one hand while you fire at the sta-
bilizer with Missiles from the launcher on
the other hand. After you fix the stabilizer,
go through the door in the room’s upper-left
corner to collect a Missile Tank.

Grab onto the ceiling and move across the area, to

the nght.

Hit the creatures with Missiles to clear them away,
then collect the parasites that they leave behind

e~ g

Climb up the ladder along the right wall and fire
Missiles to the left, toward the stabilizer,

Fire Missiles at the stabdlizer as Samus hangs from
the ceiling.
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After you climb up another vertical passage
filled with Space Pirates then work your
way to the left, you'll reach a flooded room
with a surface on the ceiling thal you can
climb across. When you reach the left side
of the room, fire on the left wall to create
a small opening. Drop down and to the left,
grab the edge of the wall and pull up.
Samus will turn into her Morph Ball form
and roll through the hole.

B N N
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As you climb across the flooded room, clear away
the enemies with constant Beam blasts.
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At the left end of the room, fire at the wall to cre-
ate a small passage. Jump, morph and roll.

i @BOSS BATTLE

After you defeat an eyeball hatch guardian
and collect the powerful red X parasite
that it releases, enter the boss battle
arena, run to the left side of the room and
fire Beams at the ball in the hands of the

After you leave the boss arena through the
upper-right door, fire up at the ceiling to
find passage to the next SR3BB environ-
ment. The final stabilizer is facing a wall.
Work your way around to the other side of
the wall and cut through it with your Beam.
Then unload three Missiles, or charged-up
Beam blasts, into the stabilizer. When you
defeat the creature inside, the air will clear
up and the atmosphere will return to its
normal state.

statue. A Core-X will come to life and
attack you. The round, armored creature
has a small eye. When the eye is open, it is
vilnerable to Missiles. If you can't tell
whether its vulnerable or not, fire away

Blast through the wall to expose the opening of the
last atmosphernic stabilizer,

v R i

anyway. With enough shols, you'll outlast
the beast. Your prize for victory is the
Charge Beam,

Avoid the charging attacks of the Core-X crea-
ture and the lasers that emanate from ils eye.
Hit it with Missilas then jump to avoid its
return fire.

Defeat the creature inside the mechanism with
charged Beams or Missiles.
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SECTOR 2

After your battle to
restore the stahilizers in
Sector 1, you’ll discover
that an unseen saboteur
is letting parasites loose
on the station. The sabo-
teur is an X parasite copy
of Samus.
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Release Level | locks. Download Bomb data.

@ scooT AND SHOOT

Before you can proceed to the Data Room
and download Bomb Data, you must release
the Level 1 locks. The Security Room is in
the upper-right section of Sector 2. To get
there, you will drop down the left side of a
vertical corridor, cross to the right side,
climb up then make your way through a jun-
gle environment. On the way, you'll
encounter several red creatures that crawl
along the walls and floors. Blast them with
your Beam and collect the parasites.

@ SECURITY BREAKDOWN

When you drop into the Security Room,
you’ll find a computer uplink device. Log in
and unlock the Level 1 hatches. The move
will open all blue hatches. It will also allow
the X parasites to spread to new sections.
As you make your way to the target area
where you will download Bomb data, you'll
reach a blue halch that leads to a room
full of small creatures. Clear the room and
collect the flying parasites to replenish
your energy.

Hit each wall-crawling creature with several Beam
blasts and avoid close contact.

Eecumt,: Level 1 unlocked.
Blue hatches now active.
4--'-1_! o T

Dropinto the Data Room and connect with the
computer tounlock Level 1 hatches,

©) DOWNLOAD DATA

Follow the map to the target area and move
into the lower-left section of Sector 1. Before
you reach the Data Room, you'll encounter
several of the red enemies that crawl on the
walls and one fast-moving, buglike beast. If
you're not quick, the bug will fly into you and

sap some of your Energy. Hit it with several
Beam blasts or a single Missile. After you
download the Bomb data and leave the Data
Room, you'll hear an explosion. Something,
or someone, is trying to sabotage your mis-
sion. You'll discover that the blue hatch in the

T GRS
.Horph into ball and press 0'

You'll take a long leap in the upper-right section of
the vertical cornidor. Grab the ledge and pull up.

The security unlock will allow you to open all blue
hatches with your firepower.

lower-right corner of the room is completely
destroyed. You have the ability to create
Bombs and blast your way out of the room,
though, The next step is to search the room
and look for blocks that you can destroy with
Bombs.

On your way to the Data Room, you'll encounter a
newr enemy. Hit it with Beams or a Missile

Connect with the computer and download the
Bomb data Roll and explode!
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The X parasites are not making your mission easy,
The mam hatch has been destroyed.
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SSaellIsNel=B M3 Advance to the Sector 2 boss.

@ HAVE A BLAST

You'll discover two places where you can
break blocks with Bombs in the room that
has the blown hatch, Jump up to a short
ledge in the upper-right section to bomb
your way to a passage that holds a Missile
Tank. After you collect the tank, roll to the
lower-left corner of the large room and
blast through to a passage that is not on the
computer's map. As you explore the new
passage, enter the hatch on the right side
and save your game data.

Place a Bomb in the lowser-left corner of the large Anarrow passage leads to anew area that is not
room tocreate a hole, Roll and drop. on the computer's map.

© MISSILE MISSION

You can make metallic posts lift up from the ground or extend from the wall in some areas
by detonating Bombs at their locations. When you enter the room that has a covered pas-
sage along the floor, jump up to the left side of the room, over the passage, and detonate
a bomb on the block in the area. A post will rise. Jump onto the post, then leap to the ledge
on the right side, crouch and fire a Beam to the left. You'll blast a hole through the left
wall. Jump over to the hole and climb through to a room where you will find a Missile Tank.

Use a Bomb to make a post rise from a block, Then
climbup to the ledge chand fire to the left

You'll discover a tunnel to another room. When you

reach the next room, plant Bombs on the floor, One

of the detonations will cause another pole to nse

fram the floor. Use it as a boost to a Missile Tank, |

® POLE POSITION

Bomb hlasts will allow you to explore a
large section of the Sector 2 underground.
You'll break through several Bomb Blocks
and, at least once, use the propelling power
of a Bomb blast to lift you up and over an
obstacle. When you reach a tall blue bar-
rier, place Bombs on the ground near the
harrier. A detonation in the right place will
cause a pole to rise from the ground, giving
you a boost over the barrier,

R | P Metroid Fusion 3lI
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@ PARASITE BACKFIRE

On your long approach to the Sector 2 hoss,
you'll encounter a hopping, buglike creature
that can be deceivingly difficult to defeat.
It moves quickly, and when you shoot at it,
it shoots back. Fire at the beast, then jump
to avoid ils shots. The red creatures that
crawl on the ceiling are relatively easy to
pick off. Hit them with Beam shots and
collect the parasites they leave behind to
replenish your energy and Missile supplies.

© ENERGY EXTRA

After you discover the Energy Tank that is
two rooms to the right of the Save Room,
you may feel compelled to turn around and
ook for another path to Seclor 2, since most
tanks are located in dead-end passages. If
you stay and explore, you'll discover that you
can blast through two sections of the floor in
the Energy Tank room. Use the holes to drop
inte a room that an eyeball hatch guards.
Wait for the eye to show its pupil, then hit it
with Missiles.

After you shoot at the hoppingbug, jump to avoidits
return fire

You can blast holes into the floor of the room with
the Energy Tank. Collect the tank before you drop.

Blast away at the creatures on the ceiling and fill
your energy reserves by absorbing yellow para-
sites.

Hit the open eye with Missiles, but be ready to jump
if it flashes yellow and white.

| ©BOSS BATTLE

The tall, segmented Sector 2 boss creature
hops then stomps the ground. If it lands on
you, it will consume you for a moment and sap
your eneray. You must Bomb your way out of

[ ] =4 " 1

The segmented creature’s skin protects it from
your shots. You must find a weak spot.

the beast to escape. Run under the boss when
it's in the air. Then when it opens its mouth
and begins to float to the ground, position
yourself directly under it and launch Missiles,

=Ry

through the mouth, aiming for the eye. After
you hit the creature several Lin it will
revert to Core-X form. Hit it with more Mis-
siles to collect the Hi-Jump and Jumpball.

When the creature opens its mouth and floats slowly to the ground, fire Missiles straight up into

the mouth of the beast.




e

Proceed to the Navigation Room.

(® sA-X ENCOUNTER

Following your battle against the Sector 2
boss, you'll backtrack and stop at a blown
hateh. Plant bombs on the ground near the
hatch to find a path out of the tunnel. When
you reach a room that has two horizontal
corridors, wait at the upper corridor and
watch the Samus-mimicking SA-X make an
appearance in the lower corridor. If you
confront the creature, it will pulverize you.
Wait for it to leave, then move on.

(@ UNDERWATER ADVENTURE

The Hi-Jump and Jumpball abilities allow you
to explore areas that were previously out of
reach. You'll find a horizontal ladder on the
ceiling of the flooded chamber. Use your
advanced jumping ability to reach the ladder

Plant Bombs on the floor to make a pole rise from
the bottom of the tank.

and climb over the water to a Missile Tank.
After you collect the tank, drop into the water
and plant Bombs on the floor. A pipe will rise
from the ground. Jump onto the pipe, then
jump left to the next section. Once there, plant

After you make your way to the left, use Bombs to
make another pole rise,

(® HOP TO THE HATCH

After your close encounter with the SA-X, the being will exit to the long vertical passage
and freeze all of the wall-crawling creatures. You can use the pupating créeatureés as
platforms as you jump and climb up to the top of the passage. When you get to the top, roll
into a tight passage, jump in ball form and set a Bomb at the top of your jump. The explo-
sion will break a block and give you passage to the hatch.

Bombs on the ground to make another pipe
rise. Jump onto the pipe, form a Morph Ball
and jump in ball form to the left. Plant a Bomb
when you hit the wall. You'll open a passage to
another Missile Tank.

P a7 - i oy o e
Hop from the pole in Morph Ball form, and plant a
Bomb. You'll clear the way to the prize.

(®) uP AND OVER

An offshoot passage near the top of the
sector has two living walls. Using your
advanced jumping ability, you can leap over
both creatures and collect the Missile Tank
on the other side.
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SECTOR 4

The SA-X has taken
advantage of the Level 1
security breach and has
imported the X parasites
to the water habitat, Sec-
tor 4. You must go there
to restore order.

oﬂ; 6 @I Energy Tank I §

em. 37) @ Missile Tank |
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Special Hatch
Shutter
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Find and terminate Serris.
CLEAR THE WAY

When you reach the room that has a verti-
cal section on its right side, climb to the
top, then roll up, jump vp in ball form and
plant Bombs to destroy a section of the
vall. Grab the horizontal ladder on the
ceiling and ¢limb cautiously to the left. As
s00n as you see the crablike creature that
crawls along the ceiling, hit it with Beams
or Missiles. When you get to the left end of
the ladder, drop onto a platform and con-
tinue on to the left side of the room.

Jumpupinball form and set bombs in the air, next Blast the beast on the ceiling before it gets close
to the wall, The explosion will break through the enough to attack
wall

@© TANK TROUBLES

The section that has large, green water
tanks is packed with enemies, both in and
out of the water. Enter the room firing your
Beam and take oul the creatures that walk
along the platform and ceiling. Jump over
the first tank, hop across the top section of
the room and take a detour up to an Energy
Tank and Save Room. Then return to the
room with the water tanks and continue
your journey to the left side of the sector.

As soonas You enter the room, Lrain your weapon Don't fallinto the water. If you do, you'll find that
on the enemies near the hatch and fire away, the enemies have the advantage of mobility

/
© BUST AND MOVE

The horizontal ladder in the long, flooded
room is covered by a series of blocks, Fire
straight up at the four-square block collec-
tion, then jump up, roll to the left and plant
a Bomb. The explosion will set off a chain
reaction that will destroy all of the blocks
on the ceiling and give you access to the
ladder. Jump up, grab the ladder and climhb
to the lefi; over the water. When you get to
the other side, jump up through a hole in
the ceiling for a quick detour that will net
you a Missile Tank (see tip 4).
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@ MISSILE TANK HIDEAWAY

When you enter the room that has a ladder
on each of its walls, you may find it to be a
puzzling dead end, as there are no blocks to
blast through, items to collect or enemies to
fight., With careful exploration, though, you
will discover a secret passage. Climb to the
top of the ladder on the left side of the room
and press Up on the Control Pad to trans-
form into a Morph Ball. Roll to the left and
into a room that contains a Missile Tank.

your Missile Tank detour, roll up and set a
Bomb against the left wall. The blast will
destroy two blocks. Roll to the left and
plant another Bomb Lo destroy the next two
blocks and clear the passage to the left side
of the room. Keep maoving. You're closing in
on the holding tank for the deadly Serris.

@ ToP IT OFF

When you enter the bottom section of the
long, vertical passage, you'll be tempted to
explore the Pump Control Unit beyond the
hatch to the left, bul you won't be able to go
far until you have the Speed Booster. Stand

At the bottom of the vertical passage, fire straight
up to clear the way for your climb.

R

PRI

Drop downinto the room that is flooded with elec-
trified water, and blast through a barrier

near the hatch on the right and fire straight
up to break through to a ladder on the left
side of a narrow passage. Climb up, destroy
more obstacles, blast enemies with your
Beams and continue on your way to the top
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Your'll find several fowr-square blocks that you can
destroy with your Beam. Keep blasting

Run to the left and make tracks for along, vertical [
passage

of the passage. Don't pass up an opportunity
to climb across a horizontal ladder. If you
opt to drop and walk across the blocks, you
may fall through the floor and lose some
progress.

You can use Bombs or your Beam to destroy some
of the obstacles

Metroid Fusion 37




‘4

@ SAVE THEN DESTROY

Save Rooms are, by and large, dead ends
with no opportunities for discovery. The
Save Room in the upper-left section of Sec-
tor 4 is an exception to that rule. After you
save your game data, face the right wall
and fire. You'll break a block and uncover a
passage to the laboratory that contains the
quick and dangerous Serris. On your way to
your encounter with the beast, be sure to
collect the red parasite (after you destroy
the eyeball quard) for a tank refill.
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' ©BOSS BATTLE

Serris swims swiftly through the water of
its big tank and jumps high into the air.
After you awaken the creature, drop down
and look for a safe spot, face the middle of
the tank, crouch and charge up your
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Az soon as you enter the boss battle arena, run
along the platform on the surface of the water.

Beam. When you have a clear shot of Ser-
ris’s head, release the Beam. After a
direct hit, Serris will glow white and tear
around the tank in a rage for a few
moments, during which it will be invulner-

Charge your Beam, take a shot, wait and repeat.

Activate the Pump Control.
©) DASH TO THE UNIT

You'll have a chance to test your Speed
Booster right out of the blocks. Exit from
the right side of the boss arena into a long
hall. Clear away the enemies in the lower
section of the hall, then run from left to
right. The Speed Booster will activate, and
you will break through two Boost Blocks.
Move on to the Pump Control Unit room
and bust through blocks to the pump con-
trols. Activate the pump to lower the sec-
tor's water level.

Shoot the hatch and enter the Pump Control Unit

room in the leftmost section of the sector

able. Wait it out and prepare for another
shol. Once Serris is gone, you'll fight a
Core-X for the Speed Booster.
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When the Speed Booster charges up, you'll glow
white and run through Boost Blocks
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Explore the newly drained Sector 4 areas.

(® THE LONG RUN

With the water level lower in the central sec-
tion of Sector 4, you'll discover some inter-
esting, unexplored areas. When you drop to
the floor of the drained section and detonate
Bombs near some walls, you'll discover Boost

Blocks. Clear the floor of enemy creatures,
give yourself a good running start and blast
through the blocks with the power of the
Speed Booster. As you blaze through the area
at turbo speed, you'll also wipe out every

enemy in your path. One section in the middle
of the path did not appear previously on the
computer's map. If you stop to investigate the
area, you'll discover a path to a stray Missile
Tank.

Start from the lower-left corner of the drained
area and run to the nght.

As s00n as you begin to glow, your speed will
increase and you'll blow through Boost Blocks,

@ PARASITES FOUND

A crablike creature patrols the room that
connects the middle section of the sector
with the right section. As soon as you enter
the room, both hatches will lock. Defeat the
creature to expose its X parasite. The
agrganism will float to the ceiling and
reform as a gold-colored crab that is pro-
tected from standard Beam shots. Hit it
with charged Beam fire or two Missiles.
Once you destroy the creature, the doors to
the room will unlock.

Blast the creaturein the locked room toexpose a
particularly resourceful X parasite,

(® WATER WARRIORS

If you take a detour to the water-filled area
in the lower-right section of Sector 4, you'll
find several thick-skinned creatures that
shoot powerful blasts with diagonal trajec-
tories. You can defeat each of the creatures
with several charged shots or Missiles, but
it's best to leave them alone. Avoid their
blasts and pick up a Missile Tank. After you
collect the Screw Attack and Gravity Suit
(later in your adventure), you'll be able Lo
explore the area more thoroughly.
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Watch the !wﬁh-ln-defeat creatures and avoid
their diagonal shots.

The power of the Speed Booster allows you to run
right through enemies

After the parasite regenerates into an armored
creature, hitit with a charged shot.

Collect the Missile Tank, then retreat. You'll need
the Screw Attack to go any farther.
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SECTOR 3

Sector 3 is a relatively
safe place for data down-
load, with no X parasites
in the region—yet. Once
you unlock security
hatches, though, prepare
for an X epidemic.

{127 .8 To SECTOR 6
il 3-_. PG. 46
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ROOMS AND HATCHES

e Save Room

Navigation Room

Recharge Room

N
R
o Data Room
o
8
@
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@[ Missile Tank

Level | Hatch

Level 2 Hatch
Level 3 Hatch
Level 4 Hatch
Special Hatch
Shutter
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Locate the Security Room and activate Level 2 hatches.

@ A NEED FOR SPEED

As you attempt to advance Lo the location
of the Level 2 Security Room, you'll run
into a barrier of Boost Blocks. You'll need a
long running start to destroy the blocks
with your Speed Booster ability. Return to
the area to the right and use your Beam to
clear away the lower section of the walls,
When you reach the next hatch, turn to the
left and run. Your Speed Booster will
engage just in time for you to break into the
next area.

Clear away the walls in the section to the right of
the hall with the Boost Block barrier.

© LIGHTNING-FAST LEAP

Many of the blocks above the Security Room
hatch are Boost Blocks. You'll need a burst of
speed to break through them, Backtrack to the
last Boost Block barrier, then turn and run to
the left. When you're completely charged, you
can use either of two techniques to bust the

T

Run left from the last Boost Block barrier
charge up the Speed Booster.

s

blocks. The guickest method is to jump up
while you're glowing and aim for the front face
of the barrier. Or you can employ a more ver-
satile method, which also works in other situa-
tions. As soon as you begin to glow, press Down
on the Control Pad to stop and crouch. You'll

As soon as you begin to glow, press Down on the
Control Pad to stop and crouch,

© SECURITY UNDONE

Jump up and over the green hatch to reach
the Security Room, then hook up with the
computer and unlock all green hatches in
the research station. When you leave the
room, you'll notice that the X parasites
have wasted no time in spreading to the
newly unsecure sector. If you start running
as soon you enter the hall, you'll be able to
get through the area before the parasites
can form into enemies, and you'll charge up
the Speed Booster for a blast.
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bc.c:uruv Level 2 unlocked.
Gr"{:&n hatch#*‘ now antwe.

When you step onto the Security Room pad, you'll
unlock all Level 2 hatches.,

Run to the left, Eharge up your Speed Booster and
scream throwgh the blocks.

remain in a charged state for a few seconds.
Pasition yourse!f under and slightly to the right
of the barrier. Press the A Button, then press
and hold Up and Left on the Contral Pad to ini-
tiate a rocketlike boost into the barrier.
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Prass A, then press nntihultlUn and Left toblast
off into the blocks.

Leave the Security Room and start running immedi-
ately. You'll avoid enemies and bust through a wall.
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Proceed to the Data Room.

@ SHUTTER SHOWDOWN

On your way to the Data Room, you'll find
yourself on the wrong side of a one-way
shutter. Jump up to the ledge above the
shutter and face off with a large, green
creature that is attached to the wall. The
creature will extend its neck, but it won't
fire projectiles. Stand at the edge of the
ledge and hit the beast with Charge Beam
shiols or Missiles, The defeated creature
will leave behind two tank-refilling para-
sites. Grab the parasites and run over to the
wall. You'll drop through the floor to the
other side of the shutter,
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Stay at the edge of the ledge andhit the creature
with as much hirepower as you can muster.

© RUN AND WRECK

The room on the other side of the shutter
appears to be a long dead end. If you inves-
tigate the area carefully, you'll discover
Boost Blocks on the floor at the end of the
hall. Return to the last room that you were
in, open the shutter and run to the left side
of the room. Turn around and run to the
right. Your booster will charge up, and you
will burn through the blocks at the end. One
of the blocks that you expose will break
when you stand on it.

© TALL ORDER

Creatures of the type that you fought above
the shutter populate the vertical passage on
the right side of the sector. The enemies
will extend from the wall when you climb to
their level, and some will fire obstacles
from their mouths. You can battle them
with Charge Beam shots or Missiles. As you
climb and encounter the creatures, try to
hit them from below, alt an angle. They
won't be able to fight back, and you'll win
your battles easily.
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Open the shutter, run to the left, then turn and run
to the right. You need the space to charge your
booster.

As s00n as you enter the vertical passage, stop and
charge your Beam, then fire away at the first beast.

When the creature it gone, run to the right and fall
through the floor,

When you reach the end of the hall fully charged,
you will break through a layer of blocks.

431831
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Climb up and fire on the long-necked creatures
using a diagonal approach

Metroid Fusion 43




ir,

@ TAKE THE HIGH ROAD

After you reach the top of the vertical pas-
sage and go to the left, you'll find a wall
that has two narrow passages. You can
break into both passages by using Bombs. If
you take the lower passage, you'll drop
through the floor and into the lower hall.
Roll into the upper passage instead. Collect
the Missile Tank, then use your Bombs and
Jumpball ability to make your way up
through a series of blocked pipes to a green

hatch. You're closing in on the Data Room.
Hop upinMorph Ball form, set aBomb and blast your
way into a high passage.

© SUPER MISSILE SUNSHINE

The lights shine brightly in the desert envi-
ronment at the top of the sector. You'll
encounter large, hopping creatures and
small fiery enemies on your way to the
Data Room. Clear away the enemies with
Charge Beam shots and run to the right.
When you reach the Data Room, slep on
the pad and download the Super Missiles.

The upgrade will triple the power of your
Missile supply automatically.

The desert environment enemies are thick-skinned.
Hit them with your most power ful weapons.

Save game data and recharge.
©) DROP AND SAVE

Return to the desert environment and run
to the left. When you reach the left end of
the path, you'll hear a desert-rocking
sound. An explosion will have changed the
landscape. Move to the right to find a large
hole in the ground. Drop into the hole and
work your way to the right to a Save Room,
a Recharge station and a room where you
will find a Missile Tank.

After you hear the explosion in the desert, you'll
find a hole in the ground. Dropin and investigate,
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Roll, blast and climb up to the top of the sector.
You'll find a green hatch in the open air,

Euper‘ Hl::;llt: data down
Hold B and press ©®.
01 1 o .

After you complete your desert trek, you'll down-
load the Super Missile upgrade.

Save your game data, recharge, then blow away an
obstacle and collect aMissile Tank,
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pelblaal Rel-BlomiS An unknown event has occurred. Investigate.

' @ BOSS BATTLE

After you save and recharge, return to the

vicinity of the Data Room. You'll encounter a
securily robot—the only enemy that has not
been consumed by an X parasite. Run to the
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Return to the area near the Data Room. The
music will change, and you will discover a
sacurity robot on the fritz.

left, jump up and grab the horizontal ladder
on the ceiling. When the robot stops and
rocks back and forth on its legs, fire down on
it with Super Missiles. After a moment, the
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robot will launch a small, explosive ball. Hit
the ball with Missiles or stay directly above
it to avoid its fire-wave blast. Continue to
fight the robot until it exple

LBIECT wf
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Hang from the ceiling and fire down on the robot with Missiles. When the machine produces a ball,

hit it or hover over it to aveid the blast.

Proceed to the Navigation Room.

@ TRICKY TANK

The debris that the security robot left
behind will give you something to climb
onto s0 you can investigate a hidden sec-
tion. Climb up, then move to the left. When
you reach an industrial area with a large
assembly hanging from its ceiling, detonate
a Bomb under the object to make a pole
rise from the ground. Hop up from the pole
and plant Bombs at the peak of your jump.
Destroy two blocks above you to expose an
Energy Tank.

Detonate a Bomb on the floor to make a pole rise up
and lift you to the hanging assembly.

(® MORE MISSILES

Before you return to the Navigation Room
for more instructions from the computer,
you should investigate the area for extra
items. If you drop to the bottom of the long,
vertical corridor then move to the right,
you'll find a room filled with spiked crea-
tures. Clear away the enemies, then jump
up onto the large object in the middle of the
room. Set Bombs on the top to expose a
Missile Tank. Roll and collect.
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Jump in Morph Ball form and plant Bombs at the
peak. You'll eventually expose an Energy Tank.
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Drop into the lower-nght section of the sector and
defeat a pack of spiked enemies,

Jump onto the object that occupies much of the
room and blastinto it for aprize

Metroid Fusion 4
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SECTOR 6

On your way to Sector 6, Does Samus suspect anything?
you'll get a glimpse of a

mysterious transmission.

A conspiracy is brewing.

As you advance, you'll

learn more. Next step:

download the Varia Suit

data.

To SECTOR 5
m e Q (| EXD B[ Missile Tank |

)
ROOMS AND HATCHES @

9 Save Room & | Energy Tank

m MNavigation Room
0 Recharge Room
0 Data Room

@ ‘Level I Hatch

. Level 2 Hatch

Missile Tank |

Level 3 Hatch em 50)
0 Level 4 Hatch Oxo
Special Hatch
§ Shutter
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als=1pel=SoM NS Download the Varia Suit data. Avoid contact with blue X parasites.

@ coMMON coLb

You will not be able to withstand extreme
temperatures without the Varia Suit. If you
absorb the ice blue X parasites in Sector &
before you collect the suit data, you'll lose
energy rather than regain it. Hit the freez-
ing creatures with your Beam Lo stun them,
and move on before they come back to life.
If you're running low on energy, defeat the
creatures that have been consumed by par-
asites and collect the yellow parasites that
pop out of them.

Defeat the clouds of parasite-inhabited creaturas Collect the yellow parasites that the creatures
that occupy some Sector B areas. leave behind, but avoid the stray blue ones.

@ ACQUIRE ENERGY

Before you encounter any of the blue para-
sites, you'll have a chance to add depth to
your energy reserves. Climb down into the
first nocturnal area. When you're on your
way up the other side, homb a section of the
wall to discover a narrow passage (o a
room that holds an Energy Tank. Use your
Jumpball and Bomb abilities to approach
the Energy Tank from above,

Jumpupin Morph Ball form and blast aholeintothe  Hopupand to the right and bomb the wall for a pas-
wallin the first nocturnal area. sage to the Energy Tank.

" ©) FREEZE OR BE FROZEN
Pl -+t —— LU U 3o LR LA — L

nal sections, you'll actually see one for the :
first time. Press the L Button to aim diago- : ' . / _‘t’"'
nally upward and fire your Beam as you e
approach the organism. One Beam shot will
stun the parasite for four or five seconds. 1f
you ahsorb the parasite, you'll lose ahbout
70 units of energy. There are many more X
parasites up ahead. You'll have to be very
careful and stun them all to survive,

Aim your Beam into the air and stun the blue para- You'll have a few seconds to make your escape
site as so0n as you have aclean shot while the icy organism is frozen
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@) THE LONG, COLD WAR

The sections leading to the Save Room
below are loaded with scads of blue para-
sites, You must freeze them with your Beam
or they will catch up with you and sap some
of your energy. The long, vertical sections
have ladders, but there’s no need to grab
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Be careful when you blast away at blocks. Some of
them contamn captive blue parasites

onto them. It's faster to fall. There are two
offshoots to the main passage —to the right
and left. Don't bother exploring those areas.
They're filled with blue parasites. Once you
have the Varia Suit, you'll be able to enter
those areas and absorb the blue parasites
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By firing through a wall, you'll gaan access to apath
that leads to the next area,

© BLAST AND BOOST

As soon as you enter the natural rock corri-
dor above the Save Room, run to the left,
firing up at the area’s blue parasites as you
go. There is a Boost Block barrier at the
end of the corridor. If your Speed Booster
has not engaged by the time you reach it,
you'll have to retreat to the right and try to
get a betlter running start. By then, the par-
asites that you stunned will be back on the
prowl, waiting to pounce and sap your
eneragy.

Enter the corridor running and fire diagonally up and
to the left. Your shots wall freeze the parasites

© BATTLE REWARDS

The chamber to the left of the Save Room
is full of flying fiends. You'll be able to beat
them easily with a rapid Beam barrage.
Collect the yellow parasites thal emerge
from the enemies, then move on to the Save
Room. The enemies will reappear when you
return. Clear them away again, collect the
yellow parasites, then leave and enter again
if you want to fill more of your energy
reserves. Every trip through the room
should net you 90 units.
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Fire on the flying creatures and collect all of the
vellow parasites after you've won the battle.

while regaining energy instead of losing it. If
some of the parasites hit you while you're on
your way to the Save Room, don't worry.
You'll soon have an opportunity to collect
energy-replenishing yellow parasites.
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Don't deal wath the ladders. You'll save time by
dropping through the long, vertical sections

If your Speed Booster has engaged by the time you
reach the left end, you'll blaze through the wall.

Finally, you can save your game data. It's been a dif-
ficult journey, but you have endured.
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@ HIDDEN HOLE

Leave the Save Room area, then run and
rell to the left and make your way o the
room that contains an Energy Tank. You'll
be in good shape after you collect your sec-
ond tank in the sector, There are no obvious
routes to the next area, so you'll have to
find a hidden passage. Plant Bombs on the
platform where you found the tank, You'll
start a Bomb Block chain reaction that will
clear a passage to the room below.

© sA-x AGAIN

Your path leads to a long, horizontal corridor
with a narrow passage under the floor that
runs the length of the area. When you reach
the barrier on the right end, roll into a Morph
Ball and plant a Bomb in the corner. You'll
destroy a Bomb Block in the floor and expose
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Hun to the right side of the corridor and plant a
Bomb to destroy a section of the floor.

©) BLUE PARASITE

Save your progress before you bomb into
the room that has dark, organic-looking
blocks. As you make your way down, destroy
only the three sets of blocks that Samus is
destroying in the pictures below. The other
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Energy Tank acquired.
Energ_-,a capacity increased.

two Power Bomb Blocks in the barrier. Drop
into the tight tunnel and roll to the left. When
you return to the left end of the corridor, the
SA-X will appear, but it won't see you. Roll
right while the Samus impersonator walks
along the hall and uses a Power Bomb to blast
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When the SA-X appears, follow it to the right end
of the corridor and watchit destroy the barrier,

SURPRISE

blocks contain blue parasites. If you free
them, they will attack. You can try to freeze
freed parasites with your Beam, but you
probably won’t be able to leave the area
before they come back to life. If you destroy
L T B
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through the barrier that you were not able to
destroy. Stay hidden while the creature walks
to the right and, eventually, moves on to the
next room. You've seen the SA-X'Ss powers
firsthand. You don't want to confront the crea-
ture until you are better equipped.
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Hide for a feww moments, then follow in the SA-X%
footsteps to the area beyond the barrier,

anly part of a block that contains a parasite,
don't fret. A parasite can’t escape unless
you destroy its entire block. After you leave
the room, feast on small creatures and
yellow parasites.
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* L _Sector 6

Destroy the X parasite that has acquired the Varia Suit data.

© BOSS BATTLE

When you reach the Data Room, you'll
watch one of the creatures destroy the
computer uplink. Follow it to the next
room and go up against a large, round

monster. Hit the creature with Charge
Beam shots to both damage it and make it
bounce away from you. Avoid it while it's
flashing, then hit it again when it's solid.

After you destroy it, a Core-X will pop out.
Hit the shielded parasite with Missiles
then absorb the stolen Varia Suil data.
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The creature that holds the Varia Suit data

Jump from platiorm to platform as you avoid contact with the beast and hit it with your Charge
resembles a giant, deadly beach ball.

Beam when you have a clean shot.

Proceed to the Navigation Room.
@ BLUE RECOVERY ) TANK BATTLE

The Varia Suit allows you to As you explore an offshoot pas-
withstand extreme tempera- sage that was too dangerous
tures, which means that the icy before you had the suoit
blue X parasites are an ex- upgrade, you'll encounter a
problem. Collect them to fake Missile Tank. Destroy it
replenish your lost energy. with Missiles, then bomb your
way to the left and collect a
real tank.

® TAKE TWO TANKS

After you climb up a long, vertical section
and collect several blue parasites, go left to
a room that contains a Missile Tank. The
ground near and under the tank will break
away if you stand on it. Stop after you pass

EETRGY

11:,111311.‘." I\L ;i -

the hanging rock, then jump over to the Mis-
sile Tank. You'll collect the prize and fall
through the floor. Press and hold Left on the
Control Pad as you drop to grab a ledge, then
pull yourself up and roll into a small room

TRIECY T

that is populated with two wall-crawling
enemies. Destroy the enemies, collect their
parasites and fire Beams at the ceiling. You'll
expose another Missile Tank.
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SECTOR 5

Samus's molecular
makeup is too unstable to

absorb her old Ice Beam,
but she can use the new
Ice Missiles. You'll find
the data behind a Level 3
hatch.
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two of them at the bottom of the sector’s
first vertical section. The only way around
them is by way of a secret tunnel. Stop at
the top of the ladder on the left wall and
clear away any stray enemies in the area.
Then fire a Missile directly to the right.
You'll break two blocks and open a narrow
passage to the next area. Jump over the
gap, hang and roll.

Fire to the right (from the top of the ladder) and There’s no underestimating the power of the
destroy a Missile Block barrier, Marph Ball. Rell on through to the next area.

@) FLAT FOES

The arctic sector is full of flat, blue crea-
tures. They launch straight up when you
close in on them, and they fire straight
down as they float back to the ground. If
you approach one of the creatures on flat
around, you can destroy it with a crouching
Beam blast attack. If the enemy is already
in the air before you can get off a clean
shot, aim diagonally upward and hit it from
a safe distance.

Crouch and fire on the flat foe whileit’s still on the If the enemy launches, hit it with diagonal Beam
ground. fire.

© FAST BREAK

In the early part of your journey through
the sector, you will discover several secure
hatches and locked shutters. When you work
your way around and down the winding
passage in the large, refrigerated area,
you'll discover a narrow floor section that is
made up of Boost Blocks. Run left into the
hallway that leads to a blocked Save Room,
and clear away all of the enemies in the
area. Turn around when you reach the

shutter, then run to the right and don’t stop.

Your booster will engage, and you'll break  You'llneed arunway. Defeat all of the enemies in Go to the right, blast through the Level 0 hateh and
through the blocks the hall leading to the closed shutter, hit the blocks rumning,
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@ FOUR AGAINST ONE

When you reach the one-screen-wide room
in the lower-right section of the sector,
you'll see four prickly, flying creatures on
the other side of a thin wall. Plant a Bomb
to start a chain reaction that will destroy
the wall, then go up against all four crea-
tures at once. You may not be able to make
it out of the battle unscathed, but you will
be able to hold your own with rapid Beam
fire and evasive maneuvers.

Plant a Bomb, then straighten out, charge your
Beam and get ready for a fight.

©) SECRET SECTION

The computer’s map will show that you
have reached the lower-right corner of
the sector and that the only way to go is
through the passage to the left. You'll
discover that the passage has a Boost Block
barricade but not enough running room to
charge up the Speed Booster. Return to the
corner room and place Bombs in the middle
of the platform. You'll uncover a path to a
new area.

Attack the flying beasts with rapid fire and collect
the lingering parasites that they leave behind
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Awell-placed Bomb in the corner room will give
you a break through to another area.

(® ADVENTURE POTENTIAL

You've seen a lot of yellow hatches over the
course of your journey through Sector 5.
When you reach the Security Room and dis-
able Security Level 3, you'll unlock ali of
those hatches at once. The move will give
you much more freedom to explore the
area and access to the Data Room, where
you'll download the Ice Missile informa-
tion. It will also let the X parasites spread.
They're taking over, one sector at a time.
You've got to stop them.
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The Data Roomin the unmapped section of Sector 5
unlocks all Level 3 hatches in the research station
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The curious, round creatures in the area will prove
to be useful once you have the loe Missiles.
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The yellow hatchin the room will begin to flash.
Hit it with a Beam shot and move on to the left,
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SECOND OBJECTIVE

@ IcY ASCENT

Your climb to the top of the unmapped sec-
tion could be deceivingly difficult. The crab-
like creatures that populate the area fire
strong shots in two directions, and when
you destroy them, they regenerate very
quickly. Hit them, then collect their para-
sites in a hurry. Also, beware of the ice
hlocks. Some of them will crumble under
your weight and send you tumbling down.

After your ascent, you'll return to familiar
territory, where you can find out what's
behind the yellow hatches. Make your way
to the Data Room and download the Ice
Missile upgrade. Your Missiles will still
have three times the power of standard
Missiles, plus they will freeze the enemies
thal they don’t destroy. You'll find the freeze
factor to be very useful as you explore.

Proceed to the Data Room.

You've finally made it to the Data Room. Stepinto
the booth and connect with the computer

Proceed to the Navigation Room.

©) ACQUIRE MORE ENERGY

Your orders are to return to the Navigation
Room, but a one-way shutter won't let you
leave the way you came in. You'll have to
find an alternate route. Use Bombs to blast
into an unmapped area, and grab onto a lad-

Detonate Bombs to discover a passage to an area
that connects to the sector’s lower-nght section

der on the right wall as you fall. Climb up
the ladder to the level of a back-and-forth
floating enemy, and hit it with a Missile
when it's in the middle of its pattern. The
creature will freeze. Hop onto it, then jump
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Grab onto the ladder on the right wall and use
Missiles to freeze an enemy in midair,
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The data download will add an icy charge to your
Missiles, which can freeze some targets.

up and to the left to reach a ledge. The
room to the left holds a false Energy Tank
that will attack. Defeat it, then use Bombs
to find a real tank in the wall.
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Hop onto the frozen creature, then jump to the left
toreach ahatch that leads to an Energy Tank.




(@ FROZEN GROWTH

The round plants in the sector turn into tall,
dangerous organic walls when they absorb
X parasites. A parasite will enter the plant
in the lower-right section of the sector as
soon as you enter the area. You can jump
over the plant, but in the interest of explo-
ration, you should freeze it with a Missile
and use it as a platform. Jump onto the
frozen growth and fire up at the ceiling.
You'll open a hole that will give you access
to the area above.
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Aim an lce Missile at the organic wall to turnitinto
an ity platform

@ ICE ON THE RUNWAY

You've been there before—the area with
the Boost Blocks but no room to run. What
you need is a runway. Stop near the plant
and target the crab creature that crawls on
the ceiling. After you destroy the creature
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Blast the enemy on the ceiling. It will regenerate
first then drop to occupy the plant

once, it will quickly regenerate. Beat it
again, then drop down to the plant’s level.
The crab's parasite will occupy the plant
and make it grow. Freeze the plant with an
Ice Missile then jump wp to the platform.
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Freeze the growth, then jump up onto the high
platform and run to the left

(®) FREEZE AND RUN

As you leave the sector, you'll discover that your newfound Missiles are very useful for
dealing with all types of enemies. When the flat, blue fiends fly up and fire down, you can
freeze them with Missiles then run under them or use them as platforms. Experiment with
different ways to deal with the enemies and prepare for a challenge. Before you reach the
elevator, you'll discover that there is value to quick sector navigation.
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Hop onto the frozen plant and blow openaholein
the ceiling with your Beam,

Start on the right side and run to the left,
over the frozen plant. Qpen the hatch on the
run and keep going. Your Speed Booster
will charge, and you’ll blast through the
Boost Block barrier.

When the Speed Booster charges, you'll fly
through the area’s Boost Blocks.

(&) POP UP POWER

One large creature and three small ones
populate the room Lhat connects vertical
passages, After you deal with the big beast,
morph into a ball, jump and bomb the
upper-right corner to expose a Missile
Tank. Straighten out, jump up and collect it.
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SECTOR 3
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There’s no rest for the
weary. Before you can
even make it out of Sec-
tor 5, you'll learn about
an emergency in Sector 3.
You've got six minutes
before the meltdown.
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SPEED TO A SHORTCUT

After you leave the MNavigation Room, don't stop for anything else. Run through
the Save Room and Recharge Room and charge up your Speed Booster. When
you reach the next section, you'll fly through two Boost Block barriers.
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FIRST OBJECTIVE

@ OVER HEAT

The long hall at the bottom of the sector is
flooded with lava. If you drop into the lava,
you'll lose energy and waste time. Grab the
horizontal ladder on the ceiling and climb
to the left. Be sure to avoid the flames that
rise up, and fire on the flying enemies.
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@ ICE CLIMBER

Two long-necked creatures populate the
second vertical area that you must climb.
Hit the lower one with an Ice Missile, then
jump onto it. While you're standing on the
first frozen beast, hit the second one with a
Missile blast. Don’t fire on either creature
while it's frozen or it will disappear. If that
happens, you'll have to leave the room then
reenter.

@) uP AND OVER

The last section that you must get through
before you can take a relatively straight route
to the control unit has a variety of creatures
and obstacles. You'll start by hopping from
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Freeze the beast on the wall with an lce Missile and
useit as astep to the next ledge,

Race to the Control Unit.

©) sTEP UP

The route to the control unit is circuitous. You'll make a zigzag patlern up the middle of
the sector before you set a straight course to the left. After you survive the lava-filled
room, you'll have to reach a high ledge. Hit the lower of two long-necked enemies with an
Ice Missile, then use the frozen beast as a step up to the top passage. It'll be easy if the

creature’s neck is extended.
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Blast the enemy on the ceiling. First it will regener-
ate. Then it will drop to occupy the plant.
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Fire an lce Missile at the lower of two long-necked
creatures to freezeit for a few moments.

platform to platform over a lava pool. Then
you'll deal with one of several long-necked
creatures. Freeze it when its neck is not
extended or defeat it outright with a few lce
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When you reach the hlgher ledge, be ready to fire
on the fiery fiends.
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Freeze the growth, then jump up onto the h-gh plat-
form and run to the right.

Hop onto the first frozen creature and fire at the
second one from your icy perch

Missiles. As you continue, you'll encounter
two more long-necked creatures and a break-
away platform. Use lce Missiles and your ath-
letic ability to move to the area's exit.
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As you work your way up and around the bend,
freeze the enemy to keepit from extending.
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© Hor Hop

The small room that leads to the main boiler
has some fiery enemies and a platform over
lava, which will crumble under your feet if you
step onto it. Defeat the enemies with your

@ HEAT RISES

The hatch to the control room is near the top of the main boiler room, Jump up through a
hole in the walkway and run to the left, making sure that you jump over all of the other
holes. A giant eyeball protects the hatch. Wait for the eye to open, then hit it with a Mis-
sile when it shows its pupil. If it flashes white and yellow, get ready to jump over an energy

Beam, then jump over the lava gap. blast. Once the eye is gone, collect a red parasite and enter the control room.
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When you reach the controls, you'll find a scien- e e} 02429167 [
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tist who has been consumed by the parasites. If
you fire at the fiend, it will turn into a Core-X of
the variety that you fought for the Bomb data. The
creature has a small eye that fires projectiles. It's
vulnerable only when the eye is open. Hit it with
lce Missiles and try to collect the parasites that it
sheds. When the enemy is gone, you'll collect a
large parasite that holds the data for the Wide
Beam. Get the Beam, then turn on the station-

cooling equipment. Blast the Core-X with a Missile when its
eye is open, then move out of the way.

Proceed to the Navigation Room.
© ROCKET FUEL

Trek through a lava-filled room and collect a Missile Tank, then use Bombs to blast your
way into a new area. Clear the floor and run from right to left lo charge your booster.
Crouch before you hit the wall and press A to rocket up to a ledge. Run to the right and
bomb the floor to make a pole rise from the ground. Jump up to a high ledge, run to the
left and fire straight up to break through weak blocks. Then jump up, fire to the left and
collect an Energy Tank,
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Once the Core-X is gone and you have the
Wide Beam, activate the cooling unit.

!_ I Energy Tank
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Could it be that some sci-
entists have survived the
parasite invasion? The com-
puter is detecting lifeforms
on the Hahitation Deck—

investigate.

© Bomb Block

@ Power Bomb Block

@ Missile Block

@ Boost Block

€@ Screw Attack Block
L ]

@PG, 65) @ Missile Tank

To SECTOR 5
PG. 66
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Search the Habitation Deck for survivors.

@ RUNNING REWARD -

You'll find a Missile Tank on the other side
of a Boost Block barrier, to the left of the
main elevator. Go to the right to give your-
self a good running start, then run to the
left, charge your Speed Booster and crash
through the barrier. You'll hit the left wall
and fall to the ground, Collect the tank and
continue your quest.
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Rum through the Main Deck, from right toleft, to You'll break through a barrier of Boost Blocks and
charge your Speed Booster. collect a Missile Tank.

@) BEAST BOOST

Your target is the top section of the Habi-" from the wall. As you have done before, you  hit it with a freezing projectile and use it as
tation Deck. The only way to reach it is to  can use the creatures as steps on your way  a platform to make your way to the hatch at
climb a long, vertical passage on the right up. Freeze the lower beast with a Missile, the top. You're nearly there—ready to dis-
side. Lucky for you, the passage is popu-  hop onto it, then jump left to a ledge. Wait  cover if any innocent life-forms have been
lated by long-necked creatures who pop out  for the higher creature to extend its neck, able to hide from the parasite wave.
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Freaze the lower creature with an lce Missile, then Wiait on the ledge for the higher beast to extendits Hop from the frozen beast to the top ledge and pre-
/ jump up and use the beast to reach the ledge neck, then hat it with a Missile pare 1o explore the Habitation Deck.

© BREAK IT DOWN

Before you can reach the other side of the
shutter on the third floor, you must drop
down to the lower-left corner of the Habi-
tation Deck. Bomb your way down to the
second floor, then open the shutter, run to
the right and turn around at the hatch. Run
to the left to make your booster charge, and
break through two Boost Blocks on Lthe
floor. Stand on the exposed blocks and fall
through them to the first floor.

Use Bombs to destroy blocks near the shutter on Open the second floor shut ter, run to the right, turn
the third floor, then fall through to the second and run to the left. You'll blaze through Boost
floor, Blocks.
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@ TAKE THE TUBE

When you drop into the lower-left corner of
the Habitation Deck and check the com-
puter's map, you may believe that you've
reached a dead end. But there is an
unmapped vertical area that leads up the left
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Jumgp up and to the left to enter anunmapped area
of the Habitation Deck

side of the deck. A twisted, metal door on the
left wall marks the entrance to the area.
Jump up and through the hole. You'll enter a
dark tube that contains three long-necked
beasts and three ladders. Climb the ladders,
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Climb the ladders and freeze the monsters, then
use the frozen beasts as platforms

©) SAVE THE ANIMALS

The lock for the Habitation Deck is on the
third floor. By standing on the pad, you'll
unlock the gate and free the deck's inhabi-
tants. Unfortunately, no humans survived
the parasite attack, but you will discover
that some animals have made it out alive.
After you have a brief meeting with the
friendly creatures, they will skitter off to
another part of the Main Deck. You'll see
the creatures again when you return to your
ship. At least some life-forms will leave the
station unscathed.

EUNION RECOLLECTION

Step onto the pad to disengage the Habitation
Deck lock and set the animals free,

As you take the Habitation Deck elévator down to the Main
Deck, Samus will recall her last meeting with the creatures
that she saved from the Habitation Deck. Those same creatures
were on Zebes. They helped her learn some useful moves that

are still in her repertoire.

freeze the beasts and use them as platforms.
Their necks don’t have to be extended —you
can reach them even if they're just poking
out. At the top, run to the right and into the
upper-left section of the deck,
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When you reach the top of the passage, run to the
right and drop into the third floor

The animals wall run from their cage, show their
thanks, then leave for another area.

Samus remembers her
animal friends in a
moment of reflection
as she returns to the
Main Dack and contin-
ues her quest.

Metroid Fusion 65
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SECTOR 5
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Missile Tank
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The stakes have been
raised in your war against
the parasites. You need
more firepower. Return to
the Sector 5 Data Room
for the Power Bombs.
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Proceed to the Data Room.
@ PARASITE INVASION

The creatures are multiplying. When you
réeturn to the passages of Sector 5, several
enemies will be there to greet you. Some
will fire projectiles, others will attack by
flying into you. They may seem like small
and insignificant enemies, but they can eas-
ily sap your energy reserves. Defeat the
enemies and don't let any of their parasites
get away. If the parasites escape, the crea-
tures will reform.

@ MISSILE MOVE

After you drop to the bottom of the first
vertical section, take a quick detour to the
left. You'll enter a room full of creatures
that walk on walls and ceilings. Defeat the
beasts and collect their parasites. Then con-
centrate your efforts on collecting the Mis-
sile Tank in the middle of the room. Roll
along the floor and jump, in ball form, into
the lower-left corner of the Missile Tank's
container. Then roll and collect.

©)BIG BLAST

The computer has sent Power Bomb data to
the Sector 5 Data Room. Step onto the pad
and collect the explosive information. With
Power Bombs, you can destroy every bomb-
able block and beast on the screen at once.
You can also expose the weaknesses of
other blocks.

As a ball,

hold B and press

annlgaﬂ the Power Bomb data and become an
explosive force.

Aim and fire your Wide Beam at the Sector 5 wall-

As you explore the passages, don't pass up an
crawlers bafore they have a chance to hit you ‘.::

opportunty to collect an X parasite.

Defeat all of the enemies in the small room and col-
lect all of their parasites.

Holl and jump 1hr1:u.|::ih the floor of the container to
issile Tank

@ INTO THE UNKNOWN

The one-way shutter near the Data Room prevents you from leaving the same way that you
entered, just as before. Drop down to the bottom of the nearby vertical passage, then run
one room Lo the left and use a Power Bomb to blast a hole in the floor. The hole leads to
a previously unexplored area. Save your game data in the room to the left, then drop into
the hole and prepare for anything.
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Use a Power Bomb to bust the Power Bomb Block,
then drop into anew area

The standard Bomb will expose the destroyable
block, but it won't break the block
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SiSaellisfels RS alS Proceed to the Navigation Room.

©) SA-X ALERT

Shortly after you start to explore the new
area, the SA-X will find you and run after
you. Run to the left, climb over a wall and
detonate a Power Bomb Lo expose passages
in another wall. The lower passage is a
dead end. Jump up to the higher passage, as
a Morph Ball, and roll through to the left.
If you can reach the room at the end of the
hall alive, you'll escape the SA-X safely.
Use a Power Bomb there to open a hole in
the cerling,

(©® FREEZE UP

=

Rollinto Morph Ball form and take the higher pas-
sage to the left. The lower passage is a dead end,

e

Expose another hole in the ceiling by using a Power Bomb, and climb up into a vertical
passage. Small, invincible creatures slide back and forth in the passage. You can climb to
the top of the passage by freezing the creatures with Missiles and using them as platforms.
Time is tight. If you stand on one of the creatures for too long, it will thaw out and you
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will fall to the bottom of the passage. You'll find a Power Bomb Tank at the top.
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© ROLL TO THE TANK

A tight passage in the middle of the sector
leads to a Power Bomb Tank. Use a Power
Bomb to reveal three sections of breakaway
blocks. Jump, as a Morph Ball, up to the

narrow passage, then straighten out and hit
the first enemy with an Ice Missile as it
hovers over the first block section. Roll to
the next section and repeat the trick. Then

=

IREEGYI ™ . - ;
X LLLEELE L] 1

When you reach the end of the path, use a Power
Bomb to expose a hole in the ceiling,

@ BEAST BLAST

A large organic barrier blocks the passage
to the Navigation Room. You've seen the
same type of creature before, but you didn‘t
have the firepower to defeat it. Use a
Power Bomb to blow it away.
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roll to the edge of the ledge and jump over
the last group of blocks to reach the Power
Bomb Tank.

Freeze the first enemy, then roll up and use the
enemy as a platform toget over the hole,
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The secaond hole is wider I!‘tan'ﬂm first one. You'll
have to freeze the enemy in the middle.
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Jump over thie last hole and collect the Power
Bomb Tank. You earnedt.
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A bad situation is getting
worse. The computer won't
elaborate on its orders, but it
wants you to return to your
ship. You can recharge and
regroup there.
Il have i_m_p_-_:l_r'_- ta r_'1v!‘:__|r1_f ormation,
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Shutter
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Return to your ship.
@ EMERGENCY EXIT

Your ride on the main elevator
will be cut short by a power
outage. The X parasites have
cut into the station's electrical
supply. Use Bombs to reveal an
exit on the right wall, and roll
through a tight passage,
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Hopin ball form and plant a Bomb near
the right wall. You'll find an alternate
exit,

©) FALSE ALARM

@ ARMORED ENEMIES

The spiked creatures in the
unmapped passage will stop
and cover themselves with
armor as you close in on them.
Use a charged-up Beam shot or
a Power Bomb blast to defeat
them.
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Your Charge Beam cuts through the
armor of the wall-crawling creatures.

After you roll through a hidden tunnel to
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the refrigeration section, you'll discover
Ridley. The crystallized creature will begin
to move then collapse and produce a large
X parasite. The parasite will open a hole in
the floor as it leaves. After you drop into
the hole, use a Power Bomb to reveal a tun-
nel in the left wall. Roll to the end of the
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tunmel then use another Power Bomb. You'll
discover a Power Bomb Tank. Stand and
jump to collect it.

You'll discover more armored creatures in
the unmapped tunnel in the lower section of
the Main Deck. Clear the passage of enemies
with charged shots (not even a Power Bomb
will hurt the creatures above the rafters),
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Clear away all of the enemies that populate the
main tunnel by using charged shots.
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. (@ BUMP AND RUN
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Youmay think for amoment that you'rein for a fight,
but the icy creature will collapse and open a hole,

then return to the left end of the tunnel and
run to the right. When your Speed Booster
charges up, you'll be able to run through four
large obstacles in the tunnel. Not long after
you break through the barrier, you'll find that
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After the enemies are gone, retreat to the left end
of the tunnel, turn and run to the right

After you drop through the floor, use Power Bombs
to open a passage toa Power Bomb Tank,

the passage narrows to a point. You may be
tempted to try to squeeze through the pas-
sage in Morph Ball form, but the tunnel is
too narrow for you to fit through it. You'll
have to find another way to proceed.
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You'll blast through four large obstacles at super
speed and continue to the tunnel’s tapered end
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© POWER TO THE ADVENTURER

You'll quickly learn that Power Bombs are
very useful tools in dead ends. All you have
to do at the tapered end of the tunnel is
detonate a Power Bomb to open a hole in
the ceiling. Jump up and collect a Missile
Tank, then jump up again and join the main
path to the ship. The elevalor emergency
will have been averted. You'll be back on
track and on your way to learn your next
mission objective.
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Detonate a Power Bomb to reveal a hole in the
ceiling and a path to a Missile Tank

(® CORE PROBLEM

When you reach your ship, you'll discover
that the power outage was caused by a
problem with the main reactor core. You
must find the switch for the auxiliary power
system in an unmapped area below the
Main Deck and turn it on before you can
proceed with your main objectives. After the
computer briefs you on the situation, it will
show you that the creatures you saved on
the Habitation Deck have made it to the ship
in one piece. They're packed and ready to go.
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The ship is a one-stop service station. You can
recharge weapons and energy and save your game,

Engage auxiliary power.
@ ONCE MORE, INTO THE BREACH

The station’s power system is located way
below the Main Deck. After you leave the
ship, run to the left end of the Docking Bay
and detonate a Power Bomb to open a pas-
sage that leads to the left and down, into a
maze of girders and ladders. Many of the

Use a Power Bomboin the lower-left corner of the
Docking Bay to blast through a barrier.

girders have weak sections. Roll along them
and plant Bombs to create holes, or destroy
all breakable sections in sight with a Power
Bomb. When you reach the Central Reaclor
Core, you'll encounter a large room with
sections that are blocked by withered roots

Some sections of the girder network are weak
Destroy them with standard Bombs.

After you collect the tank, jump up and run to the
right. You're closing inon the ship.

main silolof the

| The
has gone offline.

e

The computer will brief you on your next mission—
turn on the auxiliary power.

and plants. You can blast away at the plant
life with your Wide Beam. There's a Save
Room in the lower-right corner of the area,
but it won't be operational, because of the
power failure. You'll have to continue with-
out saving your game data.
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Central Reactor Core
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Cut through the branches and roots at the Central
Reactor Core and continue your quast.
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©) FIRE AWAY

You'll discover a path to the area boss in
the upper-right section of the Central Reac-
tor Core. As you move along the top part of
the path, you'll face off with Zebesian
Space Pirates who have been consumed by
X parasites. As long as you are a step above
the pirates, they can’t hurt you. Keep to the
high ground and fire on the enemies with
charged Wide Beam shots. Each creature
will leave two parasites.

LELELAT
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Charge your beam and fire to the right. You can beat
one of the pirates without even seeingit

© EVADE AND ATTACK

After you collect an Energy Tank and as you
begin to close in on the targel area, you'll
continue to fight Space Pirates. When you
take on a pirate that is at your level, you'll
have to practice evasive action as you
charge and release Beam shots. Jump to
avoid the low shots and crouch to avoid the
high shots. Don't worry if you lose a little
energy while you battle the pirates. You'll
collect a tank-filling red X parasite before
you face the area boss.
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Jumg or crouch out of the way when the Space
Pirates fire at you
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Your prize for defeating each pirate is a pair of pow-
erful parasites
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Counter their shots with your own Charge Beam
shots or pummel them with Missiles

© BOSS BATTLE

"he Reactor Core spider is one tough
1ent, If the spider grabs you as it skit-
¢ and forth in the arena, it will sap

your energy then throw you down hard to
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You'll have good luck in avoiding the spider's
grasp il you roll into a corner.

the ground. Avoid the arachnid's grasp and
fire Missiles al its mouth when it stops to
charge up for a flame attack. After the
creature loses its legs, stand in a corner of
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the room and fire Charge Beam shots or
Missiles to keep it from closing in on you.

it e

g v g H |;

5

iy d
T

Hit the boss's open mouth with Missiles. When its legs are gone, stay in a corner and hit it with
maore Missiles or Charge Beam shots. Your reward is the Space Jump.
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A liisRe BN MIS Find the Auxiliary Power Station.

@ POWER ON

After you defeat the spider, and the Core-X  [EIGg mmibt L ] | ] | [
that follows, you'll earn the awesome Space <M 1 ﬁ-
Jump ability. The Space Jump allows you to  jefjjediss o T
stay in the air as long as you continue {0 press fuxiliary Power Station

the A Button al the right time, Space Jump i
timing takes some getting used to—you'll
perfect it with practice. Use the Space Jump
to enter a passage in the upper-left section of
the hoss arena and follow the passage to the b
Auxiliary Power Station, 4 '_=++I.rf-ﬂ-l

il

Proceed to the Navigation Room.
(® THE ROOT OF THE PROBLEM

The auxiliary power will be on, but hatches
and elevators will still be out. You'll have to
restore the main reactor silo before all
systems will be back in working order. The
main cause of the problem appears to be
parasite-controlled vegetation. When you
reach the Navigation Room, the computer
will tell you to seek out and destroy the 2
source of the vegelalion, but it won't give 1
you a target location. Head off into [ISaeelCuNEIRGIRE
uncharted territory. —

bl

The computer will give you the lovwwdown on the
reason that the power is out.
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Auxiliary power engaged.
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After you leave the Navigation Room in search of
the vegetation source, opena shutter and go.

SIS RelsRISM IS Investigate the source of the vegetation problem.

(E) SECTOR 2 SHORTCUT

The main source of the vegetation problem is
in Sector 2. Since the elevators are out, you'll
have to find an alternate route to the area.
You'll discover a shoricut passage in the
upper-left section of the Reactor Core. You

can reach the narrow passage by using your
Space Jump ability, but you'll be able to enter
the passage only once you've cleared away a
collection of roots. The journey through Sec-
tor 2 will be challenging—starting with an

LEIELY
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encounter with the SA-X. Before you enter
the shortcut passage, you'll serve your mission
well by returning to the ship to refill all tanks
and save game data. Then go back to the reac-
tor and continue your journey.
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SECTOR 2

With the elevator out,
you'll take an alternate
route to—and through—
Sector 2. Be prepared.
Early on, you'll spar with
the deadly SA-X.
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@ Boost Block
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Navigation Room
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Level 2 Hatch
Level 3 Hatch
Level 4 Hatch
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Special Hatch
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Investigate the source of the vegetation problem.

@ RUN FROM TROUBLE

Your firsl enemy encounter in the Sector 2
shortcut will be a terrifying SA-X baltle.
You won'l be equipped to defeat the perfect
copy of Samus Aran—all you can do is
freeze il with [ce Missiles and run away.
The creature will catch up to you in a room
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The SA-Xis much too powerful for you to defeat.
Run away and avoidits beam

that has a weak wall. Freeze the SA-X, then
destroy the wall with a Bomb. As you run
through the passage to the left, you'll jump
over roots and open shutters with the
enemy hot on your heels. At the end of the
path, you'll reach a computer room with a

Freeze the creature with an loe Missile when you
have a clean shot

@ FLY AND DESTROY

You'll wse the Power Bomb and Space
Jump abilities extensively to reach previ-
ously unexplored sections of Sector 2. Use
Power Bombs to destroy enemies and
obstacles, and use the Space Jump to fly
high into tall areas. When you reach the
room with blue walls, Space-Jump up a ver-
tical section and destroy a section of the
wall, just below the upper-left ledge. Fly
through the hole and follow the path to a
Power Bomb Tank.

Fly up a long, vertical section with the Space Jump
and blast through the upper-left corner of the wall.

© POWER THROUGH TO THE BOSS

The area boss in not far from the Save
Room. Run to the right into a room with a
low ceiling. Fire straight up through a
series of ceiling blocks and Space-Jump to
an area where an enemy is caught in a tan-
gle of roots. Use a Power Bomb to destroy
both the roots and the enemy, then Space-
Jump up to an eyeball-guarded hatch.
Defeat the eye with a Missile, collect a red
parasite and gel ready for a fight.

tall wall on its left side. Climb over the wall
and wait. When the SA-X reaches the room,
it will stop then turn around to look for you
elsewhere. After the enemy leaves, return
to the shutter area and open a passage in
the ground by using Missiles.

Hide from the villain behind a wall. Wait forit to
leave, then look for a new passage in the next room.

Defeat the enemiesin the area, collect a tank, then
climb up and around to a Save Room.

Fire straight up to destroy blgcks in the ceiling,
then Space-Jump up through the vertical passage.
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Blast the roots and the enemy caught in the roots
with one Power Bomb blast.
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~ @BOSS BATTLE

Hanging plants fire projectiles that aim to
knock you into adventurer-eating flowers
in the giant root's arena. Clear away the
projectiles with Wide Beam shots or

"-" ".?:""'f'
T
Fire at rhuﬁmiectilus from the hanging plants

with your Wide Beam or blast them with a
Power Bomb.

Proceed to the Navigation Room.
©) FREEZE AND ROLL

Returning to familiar Sector 2 territory,
you'll have a chance to explore a previously
blocked room and discover a Power Bomb
Tank. Work your way left along the hori-
zontal ladder on the ceiling and fire a Mis-
sile straight down to freeze a hovering
creature. Drop onto the creature and freeze
the other flying fiend with a diagonal shot.
Hop, in ball form, on the second beast then
jump to the tank.

(© EXPLOSIVE EXPLORATION

Power Bombs destroy obstacles and help
you uncover hidden items. When you use &
Power Bomb in the upper-right section of a
large, vertical chamber near the Sector 2

K3
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Use a Power Bomb in the upper-right section of the
shaft toreveal a passage.
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Power Bomb blasts and hit the root with
as many Missiles as you can muster. After
you severely damage the root, it will fire
lasers. Jump or duck to avoid the shots and

continue to hit the root with Missiles. If
you fall into the flowers, jump as high as
you can to get out of them.

After the giant root takes a lot of damage, it will begin to fire lasers high and low. Eventually, it will
take the form of a giant Core-X. Defeat it for the Plasma Beam.
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Roll up and hop from one frozen fiend to another,
then to the ledge that holds the pnize.

Freeze the first hovering creature while hanging
from the ceiling. Then drop and asm for the other one,

entrance, you'll gain access to a small
passage that leads to a series of rooms. Run
right to what appears to be a dead end and
defeat all of the wall-crawling creatures in

the room. When the creatures are gone, run
to the right wall, jump and grab onto a
hidden ledge. Pull yourself up and roll to
the right, into another room.
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Defeat all of the enemies in the next room and jump

i You"ll make your way to one of the game’s 20
up toacovered tunnel in the wall

Energy lanks,
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SECTOR 5

An explosion in Sector 5
has made the arctic
hahitat unstable. The
computer believes that
an experimental bio-
mechanical beast is the
source of the trouble.

reature kept ‘here by the
searchers, who naned it...

'.::-_ . i --.."n 3 |". .
f‘"““"‘ﬂ”ﬂ‘"‘“\. ./‘""“\.*./“’”"I I

O
ROOMS AND HATCHES

Save Room

= -
ﬂa:'- ! ‘
AAEE

MNavigation Room
Recharge Room
Data Room
Level | Hatch
Level 2 Hatch
Level 3 Hatch
Level 4 Hatch
Special Hatch
Shutter
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BasIReEA eSS Track down the "Nightmare” organism.

@ ROCKET-POWERED RUN

The room in the upper-left corner of the
mapped-out seclion of Sector 5 may still
have a Missile Tank, unless you picked it up
in an earlier trip to the area. It also has a
left wall made of Boost Blocks. Leave the
room, turn to the left and open the hatch.

Open the hatch to the room that has the Boost
Block barrier, then jump over the gap to the right.

@) CLEAR THE CAVE

As you begin to explore the
uncharted territory on the
right side of the sector, you'll
run through an enemy-infested
tunnel. Hit the beasts on the
ceiling with Missiles and the
creatures on the ground with
Beams.

Then turn back to the right, jump over the
gap and run, clearing the area of enemies
along the way. When you reach the end of
the passage, stop, turn to the left and run
again. Your Speed Booster will charge up
before you reach the gap. Crouch to stop

Build up your Speed Booster on the right side of the
passage, then run to the left,

a collection

Zebesian  Space

and let them have it.

The large creatures on the ceiling are
no match for your Missiles.

@ BLAST FOR BOUNTY

After you emerge from the water and runy,
to the right, you'll find a place where you

can create a hole in the ceiling. Jump up

through the hole and run to the left. When

you reach the room that is full of wall-

crawling creatures, detonate a Power

Bomb. You'll defeat all of the creatures

and reveal a Power Bomb Tank.

S 82 Nintendo Player's Guide
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Fire at the ceiling to open a hole toan area up
abowve, then jump up and run to the left.

Charge up your Plasma Beam

running in your charged state, jump over the
gap, enter the room that has the Boost
Blocks. Press the A Button, then press Left
on the Control Pad. You'll launch to the left
and blast through the barrier, into an area
where you will find a Power Bomb Tank.
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Run left to charge your Speed Booster and crouch to
stop. Enter the room and blast through the barrier,

© WATER WAR

As you troll the watery depths
of the sector, you'll come across
of beam-firing

Pirates.

Introduce the pirates on the ocean
floor to your charged-up Plasma Beam.

Detonate a Power Bombin the enemy-infested
room and collect a Fower Bomb Tank.




© PATH TO POWER

Once you Space-Jump up to an eye-guarded
hatch and destroy the eye with a Missile, col-
lect the red X parasite and move on to the
next room. You'll see an Energy Tank at the
end of a tight tunnel. If you roll into the tun-
nel, you'll fall through the floor before you
reach the tank then drop into the boss arena.
Use a Power Bomb to reveal a different path
to the tank, then jump, in ball form, up to the
new passage and collect the tank.

1 =
1y
- - B
= -_.,"\
. § r"?—,‘.J .. f
'. 1--r )
o
| 1 g
- o

Hit the eye with a Missile, then collect the X para-
site to fill your tanks,

vl g 3

Before you drop into the boss arena, use a Power
Bomb to reveal a path to the Energy Tank

[ @BOSS BATTLE

The biomechanical beast that protects the
Gravity Suit really is a Nightmare. Jump
up to make the enemy float to the top of
the arena, then drop and hit its red, glow-
[T R A e | - !
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Draw the enemy up the top of the arena, then
drop and hit the power source from below.

SECOND OBJECTIVE

@ RUN IN WATER

Your prize for defeating the Nightmare, and
the Core-X that follows, is the Gravity Suit
upgrade. The new suit data will give you
more protection and allow you more mobil-
ity in water and lava. With the Gravity Suit,

ing power source with Missiles or a

charged Plasma Beam. After you destroy

the power source, the creature’s face will

turn red. Jump to the ladder on the left
s L ), -
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wall and pummel the creature’s head with
Missiles. Space-Jump to avoid attacks,
then fight back with more Missiles.

After you destroy the power source with charged shots or Missiles, aim for the head of the crea-

ture with a Missile barrage.

Proceed to Sector 4.

\

you can even aclivate the Space Jump and
Speed Booster in flooded areas. You'll test
that suit attribute immediately after your
fight with the boss. There is a Boost Block
barrier in the next room. Move to the right

side of the boss arena, then turn, run left,
fire at the hateh and run into the next room.
Your Speed Booster will charge as you
approach the barrier, and you will speed
through it.
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SECTOR 4
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By using your newfound
underwater mobility, you
can run through a Boost
Block barrier in Sector 5
and break into Sector 4.
Continue your journey in
the water world.
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Explore Sector 4.
0 HIGH-SPEED COLLISION

You'll discover that the upper half of the
wall on the other side of a gap is made of
Boost Blocks. Return to the entrance to
Sector 4, then turn to the right and run up
the path to the gap. When your Speed
Booster charges, either jump through the
abstacle or crouch to stop. If you stop, press
the A Button, then press and hold Up and
Right on the Control Pad. You'll launch over
the gap and rocket through the Boost Block
barrier.

Run up the path and charge your Speed Booster.
When you reach the top, crouch to stop.

@ HABITAT BREAKOUT

When you drop into the lower-left section
of the sector, you'll run to the left through
a glass and steel tunnel. When you reach
the left end of the tunnel, use a Power
Bomb to reveal a line of Missile Blocks. Hit
the blocks with Missiles to create a hole,
then jump through the hole, into the open
water. You'll encounter water enemies right
away. Hit them with charged Plasma Beam
power,

©) Tank uP

After you defeat the first set of enemies in
the water environment, jump to the right
ledge and use a Bomb to blast your way
through to another section, where you will
find a Power Bomb Tank. Return to the left

(CTEL R S BE-
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Jump up to the upper-right corner of the first
water section and bomb your way to the night
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Use a Power Bomb to reveal Missile Blocks then
break through them with Missiles.

and use one of the explosive tools to destroy
a Power Bomb Block in the upper-left cor-
ner. Jump up to the left, grab onto the ledge
and pull yourself up to the next area. You'll
discover thal the water habitat is made up
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Bomb Tank acquire
Power Bomb capacity i ¢
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Collect a Power Bomb Tank, then return to the area
to theleft.
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Press A, then press and hold Up and Right to blast
offinto the barrier,
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Jumpupinto the open water and blast the water
creatures with your charged-up Beam.

of several connected corrals. You'll continue
to move from one sectioned-off area to the
next until you can open red hatches for a
more direct route.

You'll discover a Power Bomb Block. Destroy it with
a big blast, then move on,
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@ WATERY MAZE

The water habitat is defined by thin walls, Bomb Blocks and natural barriers. You can blast
all of the Bomb Elocks with Bombs and roll through some natural barriers, but you can‘t
harm the thin walls. Follow the path shown on the map to the right. Destroy the Bomb
Blocks with standard Bombs and fire through the holes in the natural barriers to defeat
the enemies before you roll into them. In the lower-left corner, you'll reach a passage to
the Security Room.
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After you deal with the enemies, morphinto ball
form and roll through the holes.

©) UNLOCK RED HATCHES
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ber‘ur‘lt? Level 4 unlocked
R‘Pr::l hatchf*h now actlve
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Fire at the enemies in the area through holes in the
natural barriers.

The water maze will lead you to an uncon-
ventional entrance into the Level 4 Secu-
rity Room. You've seen red hatches in
Sector 4 —and you can unlock all of them at
once. Step onlo the Security Room pad and
connect with the computer. The computer
will confirm a Level 4 breach that will
cause the red hatches Lo flash. Hit the hatch
with a Plasma Beam and run through to the
next area.

You'll drop into the Security Room from above,
Step onto the pad and connect with the computer.

sioael sl R SaES Download Diffusion Missile data.
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© TANK TOUR

After you leave the Security Room by way of  area. You'll find several enemies in the lower-

the red hatch, you'll climb up a vertical tun-
nel. Before you reach the top, stop in an
alcove and detonate a Power Bomb to reveal
a tunnel to another natural water-and-rock

left corner. Set a Power Bomb, then roll to
another area, letting the X parasites that pop
out of the creatures re-form into two gold-
colored, crablike enemies. You can defeat the

"

2

After you unlock the Level 4 hatches, the hateh to
the right will flash. Openit.

creatures with Missiles or charged Plasma
Beam attacks. Once they are gone, the hatch
in the lower-right corner will flash. Open the
hatch, enter the next area and use a Power
Bomb to reveal an Energy Tank.
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@ FALL THROUGH AND COLLECT

With the Level 4 hatches open, you can
move on to the right side of the sector
When you reach the second glass tunnel,
detonate a bomb o open a hole in the floor,
then drop to a Missile Tank. Several ene-
mies will follow you. After you collect the
tank, clear away the enemies and collect
their parasites so they can’t re-form. Then
Space-Jump back up to the tunnel and con-
tinue your journey to the right.

Blast through the floor of the tunnel and dropinto
a section that holds a Missile Tank.

© WATER HAZARDS

You'll encounter another mazelike water
area as you approach the right side of the
sector. As before, you can bomb throtigh
blocks, but you can't damage the thin walls,
The enemies in the area are tough to beat.

You'll have to hit most of them with several
charged Plasma Beam shots to defeat
them. Some unbeatable creatures inflate as
you approach and block narrow passages.
Freeze them from a distance while they're
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Defeat all of the enemies in the area, then make
your Space Jump escape.

still in their deflated state, then roll past
them. The maze is easier to navigate than
the other maze area. Make your way up to
the upper-right corner, then use a Power
Bomb to reveal Boost Blocks on the ground.

Destroy the blocks with Bombs, then roll through
the holes.

©) BOOST BREAK

After you reach the upper-right corner of
the maze area, run to the right through two
hatches. Defeat the enemies in the area,
then turn te the left and run, opening
hatches as you go. By the time you return to
the maze area, your Speed Booster will be
charged up. You'll burn through the Boost
Blocks on the ground then fall through to
another hatch.

Freeze aninflatable enemy with anlee Missile
beforeit puffs up.

Run two rooms to the right of the maze, then
turn to the left and run without stopping.

Rollinto a Morph Ball and hop over the frozen crea-
ture before it thaws.
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When you get back to the maze, your 5
Booster will charge and you'll fall tl‘lougﬁ the floor,
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(® FREEZE FORM

The long, vertical passage on the right side
of the sector is populated by inflatable ene-
mies. Freeze the enemies, then use them as
platforms up to the top. When you reach the
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Freseze the inflated enemies in the long shaft and
use them as platforms.

ladder in the upper-right section, freeze the
closest enemy, hop onto it and fire Missiles
straight up at two Missile Blocks. Then use
your Space Jump ability to fly up through
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Rest on the ladders, then fire on the nearby ene-
mies with Missiles.

@ DIFFUSION DELIVERY

The Data Room in the right section of Sec-
tor 4 holds Diffusion Missile data. Press
and hold the R Button to charge up your
Missiles, then press B to launch. When the
Diffusion Missile hits its target, its blast
will radiate and affect every target in the
area. You could use a Diffusion Missile to
destroy two hard-to-reach Missile Blocks in
the room where you used frozen enemies as
platforms, but you wouldn’t get far on that
path without the Screw Attack.

oy =
Diffusion added to Ht ziles.
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Dowmload the Dif fusion Missile datain the Sector
4 Data Room

Proceed to the Navigation Room.

(® FREEZE AND SQUEEZE

Inflatable enemies inhabit several narrow
passages that lead to the middle of the sec-
tor. The creatures will inflate as you
approach them and block you from rolling
through the tunnels. Charge up a Diffusion
Missile and fire it in the direction of the
balloon creatures. The Missile's blast will
freeze all of the creatures for a short time.
Find a deflated enemy and roll past it, into
the left side of the room.

Charge up and fire a Dif fusion Missile at theinflat-
able enemies.

the new hole and grab onto the ledge. Pull
yourself up and roll left, to a part of Sector
4 that you have previously explored. You are
on your way to the Diffusion Missile data.
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When you get to the upper-right area, standona
frozen enemy and break blocks using Missiles,

After you have the Screw Attack, you'll use a
Diffusion viissile to destroy hard-to-reach blocks.
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Grab a ledge, pull wumLI f up and roll through one of
the passages, past a frozen enemy,

Metroid Fusion 89




L
a0

SECTOR 6

NOC

To RESTRICTED ZONE
PG. 94

90 Nintendo Player's Guide

e SRS S A AR A s gwew AR

m—

The security robot that
you defeated earlier has
been appropriated by the

X parasites. You must
defeat it then leave the

area before the SA-X SO SN || S
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ELEIRel-EaniS Engage with Security Robot B.OX.

@ OFF THE BEATEN PATH

You've explored Sector & before, but some
areas were off limils because you didn‘t have
the right equipment to access them. The path
to the Security Robot goes through one such
area. Move to the middle of the upper area

[E=if< hpl i o
DT 128 Mm@

’

A

Your firepower is more than the enemies in the area
can take. Hit them all,

to the right, then drop down a long, vertical
section and continue to the left. Blast
through the Power Bomb Blocks, defeat all
of the enemies with rapid Plasma Beam fire
and make your way to the red security hatch.
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When you reach a barrier, set down a Power Bomb
and blow it away.

@ poisoNous pop

The parasite-controlled floating spheres
contain poisonous gas. When you bust the
bubbles, they'll release damaging gas, but it
won't travel far. Target the enemies from a
distance and let their gas dissipate before
you close in on them. Then collect their par-
asites. Even if you get caught in a gas
explosion, you won't lose much energy.
Keep moving and clear away the enemies as
quickly as you can.

© BLAST IT

You've advanced far enough into your
Metroid Fusion adventure to know that
most barriers are temporary at best. You
have a strong arsenal thats getting
stronger, and you'll use it to advance
through anything. After you save your
progress in the lower-left section of the
sector, move o the left and use Bombs to
blast the metal floor. You could use a Power
Bomb to do the job, but it's better to save
the strong stuff.
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Seek out the floating spheres and target them from
1 distance. One Plasma Beam gbot will do the job,
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Hit the flying enemies with Plasma Beam firepow-
er and move on to the Save Room
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Even if you blasted the Power Bomb Block
wall before, you couldn’t have passed
through the red hatch until you breached
Level 4 security. Open the hatch and continue
your journey into the unknown.
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Open the red hatch, then start moving down to the
depths of the sector.

The enemies will release poisonous gas. As long as
} ] 4 !
you're far away, you won't get hurt

After you save your progress, place Bombs on the

flpor and blow open a passage to the next area




@ GET BACK

When you reach the lower-left section of
the sector, you'll find yourself on the wrong
side of a one-way shutter and a computer
'.'CIiIIIIE‘ '.'.'I|| wdrn you that you cannot enter
the next area without authorization. You
won't get authorization, but you'll soon
earn a weapon that will allow you to open
the shutter. Relreat to the area above the
Save Room and prepare for a big boss battle.
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You can't open the shutter for access to the

On your way back, you'll hear a loud sound and feel
restnct r*d.:rr'a-—n freat

a shudder. The battleis about to begin

© BOSS BATTLE

Detonate a Power Bomb as soon as you enter
your battle with the Security Robot. The explo-
sion will set off a chain reaction on the ceiling,
reviealing a horizontal ladder. Grab onto it, aim
for the opening at the top of the robot and hit

it with multiple Missiles, If you get a clean shot
at the weak spot from an angle, you'll be in a
belter position to avoid the robol's leaping
attack and its Samus-seeking missiles. When it
launches the missiles, fire at them with rapid

Plasma Beam shots. After you've defeated the
robot, you'll have to deal with a Wave Beam-
firing Core-X. Hit it with Missiles and move Lo
avoid contact with the bulbous beasl. Your
reward for victory is the Wave Beam.
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Detonate a Power Bomb to reveal handle grips

Hang onto the ceiling and try to target the robot at an angle. When the enemy unleashes missiles,
on the ceiling.

shoot them down with Beams.

Leave Sector 6 immediately.
(© SHOOT THE SWITCH

The Wave Beam thal you
collected from the last Core-X
fires through walls. You can
use it to defeat enemies
before they attack you and to
hit shutter switches. You'll
never be on the wrong side of
a shutter again.

@ UNAUTHORIZED ACCESS

Even though you don't have
authorization, you're probably
wondering what's on the other
side of the shutter in the
lower-left section of Sector 5
Go there, open the shutter
and explore,

Return to a shutter in the middle of the
sector and openit to collect aMissile
Tank.

Use the Wave Beam
shutter and enter the Restnicted Zone

to open the thick

Metroid Fusion 93

A -




-

L
===

94 Nintendo Player's Guide

[
S TITVINNNNN |

No orders, no informa-
tion—your journey
continues through the

RESTRICTED

ZONE

O
ROOMS. HATCHES AND BLOCKS

9 Save Room @ Boost Block
m Navigation Room @ Screw Attack Block
®

Restricted Zone behind
a veil of secrecy. Some-
thing is brewing. You'll

soon uncover the truth.

To SECTOR |
PG. 96

| ©
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RESTRICTED LAB

Leave Sector 6 immediately.
@ WEAK ROOF

If you wse a Power Bomb in
the tunnel to the Restricted
Lab, you'll see Boost Blocks
on the ceiling. You can break
them, but you won't make any
progress . . . yet. You'll have
much more success when you
return to the area later.

irrngT Yy When you reach the second

room of the Restricted Lab,
you'll hear a station-rocking
explosion. Return to the
entrance immediately. Some
of the Metroids are loose, and
they're attacking the SA-X,

You can destroy the blocks, but a large

object impedes your prograss
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A crisis has occurred in the laboratory.
You must investigate the explosion
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Evacuate the Restricted Lab.
©) GONE IN 60 SECONDS

It's not clear what the SA-X' role was in the
Metroid crisis, but it is clear that you have only
60 seconds to leave the Restricted Lab. When
the clock appears on the screen and begins to
count down, that's your cue to Space-Jump out
of the long shaft. If you get a quick start, you'll

]
60 seconds to detachment of
Restricted Laburatory.
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The situationin the labis about to go critical. You
don’t want to be there for the finale.

be able to make some progress before the
place is packed with Metroids. If you come
into contact with a Metroid, you'll fall and
have to start over again. The SA-X will actu-
ally help you by picking off some of the
Metroids. You’ll find a ledge halfway up the
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Space-Jump up the left side of the shaft, then
float to the nght and open the hatch

Proceed to the Navigation Room.

@) SAFETY AT THE TOP

Your nerve-racking climb up the shaft has
led you to a relatively safe part of the
Restricted Zone. There is no telling what
has happened to the Metroids or the SA-X.
You need some answers. You need to know
what's been geing on. The picture will
become clearer after you go to the Naviga-
tion Room.

The Federation has been using the research
facility to breed Metroids? It's no wonder
that the X parasites, natural enemies of the
Metroids, were so eager to take over the
place. To make matters worse, there are
several copies of the SA-X organism aboard
the research station—parasite-controlled
versions of Samus at the peak of her ahili-
ties. You must proceed cautiously and keep
in constant contact with the computer,
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Restricted Zone

left side of the shaft and another one near the
top, on the right side. After you make your way
to the first ledge, you'll be able to make easy
progress up the left side. When you get to the
top, change directions and fly over to a hatch
on the right side.

After you reach the hatch, you'll watch as the lab
is jettisoned from the station.
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There's a lot more to Sec-
tor 1 than your previous
adventures have shown.
As you make your way
through unexplored areas,
you'll meet an old enemy
and collect a powerful
ability.
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ala=IRel-BoaYSy Explore the unknown

@ EASY ENERGY

The right side of the vertical passage in the
unmapped area is loaded with mindless and
seemingly invincible creatures that float
back and forth. Charge up and fire a Diffu-
sion Missile from the left side of the room
to freeze all of the ¢creatures and reveal an
opening in the right wall. Work your way
over to the right side, stop on a frozen
enemy and jump into the hole. Then use a
Bomb to reveal an Energy Tank.

© BIG BUG,

On your way to the middle of
the sector, you'll encounter
large, crablike creatures in a
narrow passage. They are
impervious to the power of
your Wave Beam. Hit them
with Missiles and move on,
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SMALL SPACE
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areas of Sector |.

Use a Dif fusion Missile to freeze the enemies and
open ahole in the wall,

- AuK

Blast the big creatures with Missiles,
then collect the parasites.

@) THREE ENEMIES IN ONE

Before you climb up to explore more of the
unknown, blast a hole in the floor with a
Bomb and drop into a hall that holds a spe-
cial hatch. You'll find a single enemy in an
enclosed area. Defeat it with Wave Beams,
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Hit the enemy in the enclosed area with a Wave
Beam attack.

but don't collect the parasite that it leaves
behind. The parasite will form into a crab
creature on the ceiling. Blast it with a Mis-
sile, but again don't collect the parasite. It
will take the form of a gold-colored Zebe-
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When the parasite becomes a bug on the ceiling,
blastit with a Missile.
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across the platforms and take
out the flying creatures with
rapid Beam blasts.

Hop upinto the hole and drop to collect an energy-
rehilling Energy Tank.

©) DOUBLE DANGER

S S BR The corridor that takes you e
“"’"“‘“ _.. fr— oo AL ] -
"m_--_ U closer to the center of Sector g
e 1 is flooded with dangerous _ :
- Eilen liquid and populated by ; it
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Shoot the enemies while they're stillin
the ar or they'll latch onto you and sap
YOUT energy.

sian Space Pirate. Charge up your Beam
and hit the pirate from behind, When the
pirate is gone, the special hatch will unlock.
Collect the parasites, then enter the next
room and grab a Power Bomb Tank.
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Charge your Beam and hit the pirate in the back.
The hateh will open, and you'll collect another tank.




© BLAST AND CLIMB

As you make your way up the left side of
the sector, you'll reach an enclosed area
that appears to be a dead end. It's not. Use
a Power Bomb to open a hole in the upper-
right corner of the room and reveal a lad-
der on the right wall. Climb up the ladder
and continue your journey through the
unmapped area.

(® PIRATE BATTLE

You'll encounter another special hatch as
you make your way left. Bomb the wall in
the middle of the corridor and blast one of
the enemies under the floor with your Wave
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Blast one of the enemies under the floor and let its
parasite become a Space Pirate.

@ ENERGY PLAN

Your war with the enemies will leave you
with a lot of empty tanks. Before you move
on to more dangerous battles, take the time
to regain some of your lost energy. Hit the
enemies that populate the rafters with
Wave Beam shots and collect the parasites
they leave behind. If two parasites collide,
they will form a gold enemy. Run away,
leave the room, then reenter and take on
another wave of creatures to collect
energy-giving parasites.

Set a Power Bomb to open a hole in the ceiling and
make a ladder appear.

Beam. The enemy's parasite will become a
gold-colored Space Pirate. Jump over the
pirate’s blasts, charge up the Wave Beam
and hit the creature in the back. After you
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Hit the pirate in the back with charged Beam shots.
When it reforms, hat it again.
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Take on the enemies and avoid their acid drips. You
can defeat each beast with a few Wave Beam
shots.
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Llimb upand out of the room. You're on your way to
maore unkmown termtory.

defeat it, it will reform. Defeat it again to
open the hatch, Before you move on, defeat
the other enemies under the floor with Wave
Beam blasts and collect their parasites.
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After you defeat the golden creature twice, the
special hateh will open.
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When the parasites begin to float, jump to collect
them and regain some of your energy, Missilas or
Pawer Bombs.
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@ sTICK AND MOVE

The passage that leads to the boss arena is
flooded with dangerous water and packed
with flying creatures. Use Diffusion Mis-
siles to freeze the enemies, then hop onto
the frozen creatures Lo prevent yourself
from falling into the water. When you reach
the end of the hall, you'll fight a giant eye.
Hit it with a Missile when it shows its pupil
and be sure Lo collect the red X parasite
that it leaves behind.
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Freeze the flying enemies in the long hallway with
Diffusion Missiles then use them as platforms.
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Blast the beast at the end of the hallway, collect
the parasite then enter the boss arena.

| © BOSS BATTLE

Ridley, the big beast that rules Sector 1, is not
hard to hit, but it is incredibly tough. You'll
need more than 100 Missiles to defeat it. Run
under Ridley while it's in the air and fire up

with a continuous Missile attack. Avoid the
boss’s swinging tail and fireball attack, and
keep looking for an opportunity to hit it with
Missiles. You'll lose energy in a hurry if the

Avoid Ridley’s attacks as you run under the beast, and fire up with an continuous Missile barrage.

Proceed to the Navigation Room.

boss picks you up, but at least you'll be able to
continue your Missile attack. After you beat
the boss, you'll fight a Core-X for the Screw
Attack upgrade.

Even if Ridley picks you up, you can continue to
hit the beast with Missiles.

(© TUNNEL TO THE HATCH () SCREW LOOSE

On your way back through
familiar territory, you'll reach
an enclosed hatch. Hold onto
the ladder on the left wall and
fire Missiles to the right.
You'll create a tight tunnel.
Hop, hang and roll to the right.

Destroy the
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barrier with Missiles then

maove to the right.
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If you pse a Power Bomb in
the dead end, you'll reveal a
line of Screw Attack Blocks.
Jump, somersault and crash
into the blocks. Your powerful
new ability will allow you to
break through the barrier,

MNothing can stop you now. Break
through the Screw Attack Blocks with
a spin
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(® FLY AND BREAK THROUGH

Those mindless, floating fiends aren’t invin-
cible after all. You can blaze through a wave
of them and through several wall sections as
you Space-Jump with Screw Attack power,
Fly over the damaging waler and move to

the right, through the long corridor. When
you get to the end, straighten out and aim
your Wave Beam at the shutter switch.
After the shutter opens, hop into a hole in
the barrier and roll through to the next
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area. You'll use the Screw Attack a lot in
your continuing quest to explore the un-
mapped sections of the station. Keep going
and don’t let anything stand in your way.
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Screw through the enemies and wall sections in
the long corndar.

(® screw up

You should be a master of the Space Jump
by now. When you find yourself at the bottom
of a long, vertical passage, you'll know what
to do—jump, spin and fleat to the top. You'll
blaze invincibly through the wall-crawling
enemies and their shots. When you reach the
top, aim for the striped barrier. You'll make
short work of it with the Screw Attack.

Make a small hole in the last barrier, then straight-
enout and aim to the right.

Fly to the top of the vertical passage and don't
mind the enemies. If you hit them, you'll defeat
them

@ LAVA DISCOVERIES

You are one tough bounty hunter. You can
blaze through almost anything with your
Screw Attack, and you can withstand
molten lava with your Gravity Suit. Dive
into the lava in the left side of the sector

PE[ECT 777 o 4
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and explore the lava floor. You‘ll find a hid-
den passage in the lower-right area. Roll
into it for a Missile Tank. Leap out of the
lava and fly to the upper-left corner of the
large chamber to find another Missile Tank

Hit the shutter switch with your Wave Beam, then
roll up, hop and move,
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When you reach the top, fly through the striped
barrier and Space-Jump up to solid ground,

on a ledge. After you have both tanks, drop
to the lower-left section and leave the area
through a green hatch. You'll discover a
shortcut passage to the Sector 1 entrance,
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Members of the Federation
are on their way to try to trap
and keep the SA-X.You can’t

let that happen. Your only ¥ F{ .
hope is to run the station into ,@J‘ ,_:] i
the ground. 1 L

]Sﬂmus, we're done here. Leave
ithe rest to the Federation...

ROOMS, HATCHES AND BLOCKS
®

e Save Room o Bomb Block
0 Navigation Room @ Boost Block
o Recharge Room @ Screw Attack Block

0 Level 2 Hatch
Special Hatch
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L Main Deck

Before you can open the hatch that leads to
the Operations Room, you'll face off with an
SA-X. The enemy moves quickly and fires a
very powerful version of the Ice Beam. You

iy T == g
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el=BCEMEY Set the orbit to impact SR388. Return to the ship and evacuate.

© BOSS BATTLE

can temporarily freeze the SA-X with Mis-
siles, bul your primary weapon should be
charged Wave Beam shots. Charge on the
run while the SA-X chases you, then turn,
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T |;|||. “.

fire and get out of the way. After you pum-
mel the SA-X, it will transform into a huge,
grotesque version of itself. Hit it again with
more charged Beam shots.
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The hatch to the Operations Room is locked. i i i shots i i :
When you reach it, the SA-X will attack. 1

vl_-u-
.rﬁ;ﬁl
Orbit change implemented.
3 minutes to impoct.
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Once the SA-X is history, you'll be able to enter the Opera-
tions Room. The only way to destroy the research station is
to send it on a collision course for SR388. The countdown
will start at three minutes. You must relurn to your ship
before time runs out, or you'll go down with the station.

Time wall start ticking down after you
alter the staion’s orbit. Run to your ship
and escape.

~ ©BOSS BATTLE

fill your tanks and absorb the power of the lce
Beam. Charge toward the Metroid and hil it

all of your energy with a few swipes. Then an
SA-X will appear and try to beat the creature,

Theres a hole where your ship used to be
and a huge, sharp-clawed Omega Metroid that

aims to make sure you don’t leave the space
station in one piece. The beast will knock out
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After the creature knocks you to the ground,
the SA-X will give it a try.
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After the Metroid has made short work of the
SA-X, you can collect the SA-X% parasite to

45709 em

Collect the SA-X's parasite for a full recharge and ready the lce Beam to attack with newfound

farce.

with rapid-fire Ice Beam shots. When you're
done, the ship will soar into the scene,

01°40"13 =

feoite Lkl o I
BB TTITITITI | g ;q i ke

103

Metroid Fusion




QUEST FOR PERFECTION

The game’s five endings show different images of adventurer Samus Aran.
You'll have to be quick and complete to see the best endings. Play through the
game repeatedly and try to get a different ending every time.

)
T
C

ENDING CONDITIONS

The game ending that you earn is dependent on your total play- ITEMS COLLECTED CLEAR T
e g IME
ing time and whether or not you collected every tank in the ENDING 1

game. Each of the 100 tanks counts for one percentage point 100% under 2:00

on the final screen, Playing time does not accumulate while

you're viewing the map or status screen or in Sleep Mode. ITEMS COLLECTED CLEAR TIME
T e #| The ending screen under 100% under 2:00

-"’ will clue you in on
Ay youk
- CEEAR T:Eli';,fE & ﬁﬁf;ﬂ'{;““,’:‘.‘ ITEMS COLLECTED CLEAR TIME
L ot .| tionpercentage— .
N, ::%nﬂ:!}s 100% over 2:00
by that determine
%' OUR RATE £O the final image.
. COMBECTING: IIETSIIS | ITEMS COLLECTED CLEAR TIME
e = *H*?’ | under 100% between 2:00 and 4:00
!': ; _"‘JI- " . -_‘.- ¥, 11-"'.-|'l'll
i ‘{ Xt ssions ITEMS COLLECTED CLEAR TIME
under 100% over 4:00
T

COMPLETION OPTIONS o )

After you complete the game, you'll have the chance to continue your
game or start over. If you choose to continue, you'll return to a time
when the station is still in orbit and the SA-X still remains a threat.
But you will have access to all of the sectors by way of the Main ?/;;’I

TOF | [ € 2y (1 pmcrecy [E 255 __J7| Continue a cleared
T a
b =A== = R game and enjoy easy
== (T E R = it g
......................................... :': ot uurs e mh:"’

% ‘# Main Deck.

Deck, so you can go back and collect all of the tanks. If you choose to /
start over, the game will start from the beginning. Both selections é
give you some additional data on the map screen, In the upper-left /

area, statistics show the number and variety of tanks you've collected ///4
and the station's tank totals. Your total playing time appears in the 2 i
lower-left corner.
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A Metroid icon designates games that you have Two choices will appear when you select a file for You can use the new information on the map
completad. The icon will remain even if you start  a game that you've completed. The map screen screen as you sirive 1o get the game's best
OVEr. will change regardless of which one you choose. ending.
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You’ll need perfect adventuring skills
and advanced abilities to earn every
item in the game. Explore thoroughly
and leave no barrier unbroken.

MAIN DECK BEl-s» [l-ms [7]-3
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To SECTOR 2

When you download Missile data, you'll start with a 10- fou’ll need all of the energy you can get on your way to the
Missile capacity. After you drop through the vertical pa first attle. As y limb from ledge to ledge in the

that runs parallel to the area above the target, you'll discover an Energy Tank in the
carrying capacity by five Missiles by picking up a Missile Tank. middle of the path.

If you run to the [ - Immediately after
left after you col- : you collect the
lect your first tank, T [ — i — : first Energy Tank,

you'll find what appears Lo It L_ launch two Missiles into
be an emply room. Hop =i the ceiling. You'll open a
onto the first step and fire [N ESREECAIES passage that leads to
your beam to the left, = W= another Energy Tank. Jump
You'll uncover another IR up and follow the passage
Missile Tank. to the right.
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E Take a quick detour to a Missile Tank on your way Lo Seclor E The unmapped tun- o

1. Morph into ball form and roll through a tight passage to nel uncer the Main Lileaa ol

the tank. If you've collected all three available Missile Deck tapers to an [~ NN

Tanks, you'll have a carrying capacity of 25 Missiles. end. When you use a Power EEEYIMIERGL..

Bomb in the area, you'll
open a passage to the Main

The SA-X created ErrENEE. = - Deck and uncover a tank
a hole to the left of [

among the crates.
the elevator shaft. : 9

|
- ﬂumup&npmy&nnmntﬂ

When you run through the
As you investigate
the room and run to the :]IIE Iém_:-ﬂtt‘:ill E"Il:h
right until your Speed e

k. Il m i I
as you enter the new room, ;Z;:E\::::?:tlr eed [t for the
and you will bust through ; 1

hole, you'll find a Missile
Tank on the other side of a
Boost Block barrier. Leave
an ak 1 ian
Booster charges, then turn ‘5 i;et‘Pﬁugs i:::mif:h
and run to the left. Your [EH - bt e X
booster will: charoe. a3in DB I 1B - will lead you to an Energy
the barrier. Collect the
tank and move on.
The Reactor Core
is a maze of steel
girders. By wusing
Bombs in the right places
and navigating your way

When you reach
7 the lower-left cor-
ner of the Habita-

tion Deck, open the shutter
to the right and collect a
Missile Tank. Then run
back to the left and jump
into the hidden shaft.

After you collect
Power Bombs, you'll
return to the Main

Deck only to experience a
power shortage. Once you
bomb your way out of the
frozen elevator, you'll find
yourself in the subzero
storage then you'll drop
down to a tunnel. Use a

over to the left side of the
vertical area, you can dis-
cover the path to a Missile
Tank.

Use a Power Bomb
to destroy the liv-
ing barrier that

blocks the Level 2 securily
hatch in the middle of the
Main Deck. Then enter the
room and jump over to the
ledge on the right side of
the room. Roll into a ball,
hop up and to the right,
into a hidden passage, then
make your way around to a
Power Bomb Tank in the
lower-right corner.

o

Power Bomb there to e

exXpose a narrow passage.

E5T -l
BBV ¥

When you get to the end of
the passage, use another
Power Bomb. You'll uncover
a Power Bomb Tank.
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SECTOR |

To MAIN DECK

To SECTOR 2

On your way to the
second stabilizer,
you'll find a pipe

that runs parallel to the
floor. Crouch and fire to
destroy an obstacle that
blocks the pipe, then
morph, roll and collect an
Energy Tank.

The only item that
you can collect in
Sector 1's lava-

filled room without wearing
the Gravity suil is a Missile
Tank. Jump up and climhb
along the ceiling. Then drop
and collect the tank.

To RESTRICTED ZONE

v 4 PEEG S

L

=)

"_Li.l

L
Hev

(® 108 Nintendo Player's Guide

-

=3!20 =614-s =a;:;z

12f
e

To SECTOR 2

. 4[]
| g B Y5
B e u‘

(¢ &

El o

After you fix the fourth atmospheric stabilizer, enter the
E hatch in the upper-left corner of the area. You'll discover a

small alcove that holds a Missile Tank —more firepower for
your battle with the Core-X.

Before you enter the room that holds the last stabilizer, grab
n onto a handle on the ceiling and fire Missiles to the left.

You'll break through the wall and uncover a passage to a
Missile Tank.

You'll need the Hi-
Jump, and could
use the Space

Jump, to reach the Missile
Tank in the sector's upper-
right corner. Roll throuagh a
tunnel in the Save Room to
a vertical passage. Climb
and collect,




(1

Missile to freeze enemies in the middie of a vertical area.

E On your way back from the Restricted Zone, fire a Diffusion
You'll also expose an Energy Tank. Use a frozen enemy as a

platform to get to the tank.

Fire a charged
7 BEE"H at an enemy
in an enclosed area

and let it re-form into a
crab. Hit the crab with a
Missile—it will become a
gold pirate. Blast the
pirate for access to a
Power Bomb Tank.

The Gravity
Suit allows
you to move

freely in lava. Roll into the
lower-right corner of the
lava-filled chamber, then fly
up to the upper-left corner
to collect two tanks.

The Power Bomb
Tank in the lower-
right section of

Sector 1 will be one of
your most challenging
acquisitions and will put
your Speed Booster skills
to the test. Start in the left
side of the Save Room,
three rooms to the left of
the chamber that holds the
item. Run to the right with-
out stopping for anything.
As soonm as you reach the
target room, crouch to stop
and fire your Wave Beam
diagonally down to defeat
a wall-crawling creature.
While yvou're still charged,
drop to the bottom of the
chamber, run to the right
side and press A. Youll
rocket up, blast through a
Boost Block barrier and
collect the prize.
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You'll need the
same skills that
you demonstrated

while collecting the Power
Bomb Tank in the lower-
right section of the sector
to collect the Energy Tank
in the middie. In fact you'll
start in the same Save
Room. Run to the right to
charge your Speed Booster.
When you're charged up,
crouch to stop, then Space-
Jump up the short, vertical
section and run to the left
until you reach the wall.
Stop again, then press A to
launch straight up. You'll
blast off through a collec-
tion of Boost Blocks and hit
the ceiling. Press Right to
grab a ledge as you fall,
then pull yourself wp and
collect the tank.

You'll find Screw
Attack Blocks on
the ceiling of the

natural habitat room that
is closest to the sector
entrance. Fly through the
barrier, collect a tank and
look for a secret exit to
Sector 2.
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After you download the Bomb data and return to the large
n room that has a blown hatch, jump to a short ledge on the

right wall and detonate a Bomb. You’'ll uncover a passage Lo
an unmapped room that holds a Missile Tank.

Before you descend into Sector 2% large, unmapped area,
Euse a Bomb to make a pole rise.from a block. Hop to the
right, crouch and fire to the left. You'll create a passage Lo
a room that holds a Missile Tank. Create another pole boost there.

Drop into the area
where the difficult-
to-defeat blue

creature crawls. Detonate
a Bomb against the right
step to reveal a tunnel.
Roll into the tunnel, place
more Bombs and drop to
collect a tank.

SECTOR E =3f?ﬂ =?Ma =5!32

To SECTOR 4

Once you have the Hi-Jump, you'll be able Lo reach the ceil-

ing of a large room to the left of the main vertical passage.

Grab onto the ceiling and move to the left. You'll find a Mis-
sile Tank on a ledge in the room’s upper-left corner.

Drop into the tank and bomb the floor to make a pole rise.
E Hop onto the pole, jump over a wall and enter a room where

you'll make another pole appear. Hop from the pole in ball
form and detonate a bomb against the wall for passage to a tank.

Dead-end exploration pays off. Save your progress, then run
two rooms to the right and collect an Energy Tank. Bomb
the floor and proceed to a boss battle to earn the Hi-Jump.

As you make your way back to the known areas of Sector 2,

you'll zigzag up a vertical section by jumping from ledge to

ledge, Roll along the right ledge and bomb the wall to enter
a passage that leads to a Missile Tank.
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You'll go through a Level 1 hatch to reach a room full of
Espiked creatures that crawl on the walls and ceiling. Clear

away the creatures, then blow open a hole in the middle of
the right wall and roll to a tank.

Tall, plantlike beings populate the corridor under the

sector’s first Save Room. Once you have the Hi-Jump, you

can leap over the plants and collect a Missile Tank that rests
on a ledge at the left end of the corridor.

Destroy the blocks directly below the top ledge in the huge
room at the center of the sector’s unmapped area. You'll

open a path to a Power Bomb Tank.

Once you've restored the
power, you can enter a tall
chamber that holds two
tanks. The blocks will
crumble under your weight.
The only way to get to
the tank in the uwpper-left
corner is to freeze enemies
and use them as platforms. -
Hang from the ceiling and [EEE i
fire down to freeze the first
one, then drop and freeze
the second one. After you
hop to the tank, you'll fall
through the wall to the
other tank.
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end, jump against the right wall and press Right on the
Control Pad. You'll find a passage that leads to a tank,

EE | i
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You can use the Screw

E After you defeat the enemies in what appears to be a dead

Attack to blast through the :
upper-left wall of the Sec- '-"_r G
tor 2 Security Room and :

enter an area that holds
two tanks. You'll have to
navigate the area by way
of the Space Jump tech- -
nigue —many of the blocks

will fall apart when you

land on them. Use Power

Bombs in the area to ¥

expose all of the break-
away blocks, then avoid
them as you fly.

ol ym
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You'll find Screw
Attack Blocks in
the upper-right

corner of the boss arena in
Sector 2. Fly through the
harrier and make your way
to a room that has several
levels, largely comprised of
breakaway blocks. The only
way to get to the Power
Bomb Tank in the cham-
ber's upper-left corner is to
demonstrate perfect mas-
tery of the Speed Booster.
Run from left to right on
the floor, then crouch to
stop when your booster is
charged. Space-Jump up to
the ledge and press A as
you press Left to run, in a
charged state, over the
first section of false blocks.
Crotich to stop at the end
and repeat the process as
you zigzag up to the top of
the room.

Run along the
l7 floor from right to
left to charge your

Speed Booster. Stop at the
wall, get some height using
the Space Jump, then
straighten out, fall and
press A then Right to
launch into a Boost Block
barrier. You'll collect a
Missile Tank on the inside.
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To SECTOR |

To MAIN DECK

Bomb the floor left
n of the Boost Block
barrier in the long
/ corridor to uncover a hole,

Drop into a small room and
expose a Missile Tank by
tiring at the ceiling in the
right corner.

After you defeat
the Security Robot
and climb its

wreckage, jump to the left
and aim your Beam at the
ceiling. You'll expose a
Missile Tank on the other
side of a Boost Block
barrier. Drop and run along
the path to the left, then
turn, run to the right and
E As you're heading up to the desert environment, you'll find charge up your Speed

two tunnels in a wall. Take the higher tunnel and roll left, Booster. Crouch to stop at
into a Missile Tank. You’'ll need the Missiles for your battle the hole. Press A, then
with the Security Robot. press Up and Left on the

Control Pad to rocket
through the barrier,

As soon as you earn the Super Missiles, you'll put them to
E the test. Use the powerful rockets to destroy a living barrier

in the room to the right of the Recharge Room. You'll gain
access to a Missile Tank.
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When you reach an assembly of blocks that hang from the
E ceiling, bomb the floor and rise with a post. Then hop in ball

form and blast the two blocks directly above you Lo reveal an
Energy Tank.

You'll discover a large rectangular object in a small room.
Defeat all of the spiked enemies, then jump onto the object
and bomb the top of it to reveal a Missile Tank.

peratures of the corridor that is flooded with lava. Grab onto
the grips on the ceiling, make your way to the left end and
discover a Missile Tank in the next room.

. Once you have the Varia Suit, use it to brave the high tem-

Clear a long runway, then run from right to left to charge
E your Speed Booster. Crouch to stop, then launch straight up.
Land on a ledge, bomb your way to the right side of the
room and make a pole rise up. Then work your way around to a tank.

Detonate a Power
Bomb in the right
end of the tunnel

that connects Sector 3 to
Sector 5. You'll create a
hole in the ceiling. Jump
through the hole, roll to the
right and grab a Power
Bomb Tank.

After you bomb
your way into the
lava-filled room

that holds a Power Bomb
Tank, roll through a hidden
passage to reach the
upper-right corner, then
work your way around the
room to the tank.

Ei T SEERT] = -
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on the ceiling to open a passage in the upper-left corner. The
passage leads Lo a room that has a long-necked creature on
the wall and a Power Bomb Tank in the corner.

n Detonate a Power Bomb in the room that has Boost Blocks

R e vz S

¥You can reach the area to the right of the room that holds
E the area’s Power Bomb Tank from two different angles. Use
your Speed Booster charge to break in to the area from the
right side, or use Bombs to break in from below. Once you're in the

area, detonate a Power Bomb to reveal a passage near the top of the
left wall. Grah onto the Iedge rnII to the left and collect the tank.

Most of the [t -
platforms in the
large lava cham-

ber are made of breakaway
blocks. You can reach the solid
ledge in the upper-right corner by
freezing the enemies that popu-
late the platforms and using them
as steps. If you have the Space
Jump upgrade, you can reach the
ledge with a long, diagonal flight.
Once you grab the ledge, pull
yourself up and roll over to a pair
of tanks.

Use the Screw [ErERror=ie
Altack to clear : o=
a runway in the §

large lava room. Then run from
left to right to charge up your
Speed Booster and crouch to
stop at the wall. As you rocket
up through a narrow wvertical
passage, you’'ll grab a Power
Bomb Tank. After you reach the
top, fall down and grab onto the
first ledge to the left, Detonate a
Power Bomb to reveal two sels
of Screw Attack Blocks in the
ceiling, on either side of a wall.
Break through the blocks and
grab another Power Bomb Tank.

Metroid Fusion I3
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To SECTOR &

When you reach the room with water tanks, jump over both Use Missiles Lo
n tanks and follow the path to an Energy Tank to the right side n open a passage
of some wreckage. Then backtrack to the room with the close to where you
/ tanks and go through the hatch in the lower-left corner, found the last tank. Fallow

the passage left, down and
to the right. Roll to a

After you cross over the electrified water, follow the path up ledge, jump up and break
and climb a ladder on the left wall. When you reach the top through the right wall to
of the ladder, continue to press Up on the Control Pad. You'll find a Missile Tank.

roll into a passage that leads to a Missile Tank.

After you use the
Speed Booster to
make a hole in the

floor of an unmapped sec-
tion, drop then climb to a
short ledge. Bomb open a
passage, roll to the left and
use Bombs again to expose
a tank.

Immediately after
you lower the water
level in Sector 4,

jump to the ladder on the
left wall, climb down and
jump to a ledge on the
right. Maorph, roll and collect
a Missile Tank,
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You'll find a
Missile Tank in
an unmapped area

between drained tanks.

Charge up your Speed
Booster inside either tank
and crash through a Boost
Block barrier to make your

way to the prize.

Before you leave the sector at the end of your first visit, you
can drop into a deep-water area then collect a Missile Tank

in a room that is filled with small—but tough—enemies.
You'll need the Screw Attack to go any farther.

After you enter O EH F_;__IJ«":*. %
Sector 4 from Sec- i
- a

tor 5, you'll blast Y L
through a Boost Block bar- ;
rier and open a hatch to a
vertical passage. Drop
down and find a hidden
hole in the left wall that
will lead you to a tank.

You can defeat
the small, shell-
protected creatures

in the long water hall by
hitting them with charged
Plasma Beam shots. When
you get to the end, you'll
find a Missile Tank.

the ceiling of the water tunnel, climb up to the next
enclosed area and use another Power Bomb to reveal the
passage to a tank in the upper-right corner.

You'll find a hidden passage into an area that has several
n crablike enemies. Hit them with a Power Bomb blast and let

them re-form into gold crabs. Defeat the new enemies to
open a hatch. Enter, detonate a Power Bomb and collect a tank.

Break the floor of
a water tunnel with
a Power Bomb

blast, drop into an enclosed
area and collect a Missile
Tank. Defeat the enemies
and Space-Jump back to
the tunnel,

E After you use a Power Bomb and Missiles to break through

MR | T

After you collect the Diffusion Missile data, freeze the
inflatable enemies and move on 1o a room to the left with

exposed wires. Use a Power Bomb to uncover a tank.

Circles on the com-
puter's map indi-
cate tanks that you

haven’t collected in rooms
that you've already ex-
plored. You may find a circle
that marks one of the large
rooms with exposed wires.
Enter the room's right
hatch and detonate a
Power Bomb to reveal a
tight passage at ground
level. Roll to the left and
drop into a lower area.
When you reach the
bottom of the drained pool,
detonate another Power
Bomb. You'll find a tunnel
in the lower-left corner
that leads to a Power
Bomb Tank. If you're trying
for the best ending, you'll
have to find every last
tank. Keep searching.

You'll find a long,
straight water sec-
tion directly below

the sector’s lower-right
Power Bomb Tank. Clear
the area of enemies, then
run through the section
fram left to right to charge
up your Speed Booster.
Crouch to stop before you
reach the right hatch, then
position yourself wunder a
gap between rocks in the
ceiling and press A Lo
rocket straight up to the
tank. After you hit the ceil-
ing, drift to the right and
collect the item.
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Climb the right
wall of the long
shaft, freeze a

floating enemy with an Ice
Missile and use it as a plat-
form as you jump to the
left. You'll fight off a false
tank then expose a real
one by using Bombs.,

3 8E] (o
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When you reach the bottom of the long shaft, roll into the
E lower-right corner and hop through a hidden passage to

another shaft. Run to the right side and fire straight up to
expose a hole. Jump up to the ledge and defeat an enemy, but dont
collect the parasite. Let it form into another creature. Freeze the
new enemy in the air and use it as a platform. Jump up to the next
ledge, defeat another enemy, freeze the reformed creature and hop
onto it for access to a Missile Tank in the ceiling.

You can make your way up the left side of the tall chamber
E by freezing the floating enemies in midair and using them as

platforms. After you get to the top, move left and collect a
Missile Tank in the next room.
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connecting room, hop up in ball form and plant a Bomb in
the upper-right corner. You'll expose a Missile Tank. Jump,
grab the ledge, pull up and roll to collect it.

n After you defeat the large creature that inhabits the small

the enemies in the room, then roll just right of the enclosed
area’s lower-left corner and hop up through a hidden hole.
Roll to the right and collect the tank.

E You'll discover a Missile Tank in an enclosed area. Defeat

Following your
E Power Bomb data — | Vel

dowload, you'll drop - - gL
then bomb your way down y—
to the lower sector and run K% 5 o1, ol
from the SA-X. At the end 1 a
of your run, you'll find a mea, . - A

] o iy =y

Power Bomb Tank, 5 & LS HE

use one of the large explosives to open a vertical passage.
Hit enemies with lce Missiles and use the frozen creatures
as platforms as you ascend the passage and discover another tank.

Enemies slide back
and forth over
breakaway blocks

in a long hall. Freeze the
enemies and roll over them
to avoid falling through the
blocks. Use a Power Bomb
if you want to expose the
blocks.

After the explosion in Sector 5, you'll have a clear runway
E to charge your Speed Booster at the top of the large cham-

ber. Run from right to left, then stop and launch Lo the left,
You'll rockel to a Power Bomb Tank.

Use Power Bombs B =
to create holes in | i
the floors of the 5 b H : -

tall chamber near the top R —— ——
of the sector and defeat o =

the tough Zebesian Space e =
Pirates as you climb. One [Ris—Y== ¥
of the holes is only one
block wide. Look for it on
the right side. When you
reach the highest point,
you'll see that two shutters
block the path to the * B 3
Power Bomb Tank. Open ! e
the ane on the right first, A g} (hi
then the one on the left.

Jump, roll and collect. : -

. After you collect the first Power Bomb Tank, climb up and

A

Use a Missile to
break into the
room that holds an

Energy Tank. Find a hidden
path in the left side of the
top ledge and roll to the
tank as you hop over the
breakaway blocks.

After you clear away all of the small enemies in one of the
devastated rooms above the waterline, use a Bomb in the

room’s lower-lefl corner to expose a Power Bomb Tank.

Use a Power Bomb
near the hatch that
leads to the Save

Room to expose a tunnel
to the left. Roll along the
tunnel and hop into a hid-
den path that will lead you
to a tank.

HECY YT e ol
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hatch, detonate a Power Bomb to reveal an alternate path
to the room's Energy Tank. Roll into a ball, hop up, collect
the tank then drop into the boss arena.

You'll need the
Gravity Suit to
charge your Speed

Booster in the water. Run
along the long corridor in
the lower-right section of
the sector and blast
through two Boost Block
barriers. While your booster
is still charged, crouch to
stop, then position yourself
between the broken barri-
ers and press the A Button.
You'll rocket straight up to
a Power Bomb Tank.

m On your way to the Nightmare, after you open the eyeball

Metroid Fusion II7
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SECTOR 6

To MAIN DECK

To SECTOR 4 -~
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Te RESTRICTED ZONE

Drop to the lower-
left corner of the
first nocturnal sec-

tion of Sector &, hop up
and bomb the wall. You'll
creale an opening (o a
room that <¢ontains a
Missile Tank.

Bomb the wall in the lower-right corner of the first noctur-

nal section and roll to a room with an Energy Tank. You can

create two tunnels in the room’s wall, In ball form, hop from
the ledge, then set a bomb and take the higher tunnel to the tank.

The Energy Tank in the lower-left section of Sector & is so
Emsy to collect, it may make you suspicious. Don't leave

after you take the tank, Detonate a bomb where you found
it instead, and drop into a hidden tunnel,

W I8 Nintendo Player’s Guide
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In the lower-left
section of the sec-
tor, you'll find a

room where blue X para-
sites hide in blocks. Make
your way to the lower-left
corner of the room and
detonate a Bomb to reveal
a path to another room.
Defeat all of the wall-
crawling creatures in the
new room, then jump up to
the ledge, roll to the left
and use two Bombs to
uncover a Missile Tank.
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After you climb up a long, vertical passage, run to
the left and jump over a false block to a Missile
Tank. You'll fall through the floor as soon as you

collect it. Press Left on the Control Pad while you're in the air
to grab a ledge, then pull up and roll through a hole. Defeat the
enemies, shoot Beams at the ceiling and expose another tank.

As you explore the upper-right section of the sector, you'll
find what looks like a Missile Tank. Approach it with caution.

When you get close, it will sprout wings. Defeat the crea-
ture, then bomb the wall to find a real tank.

Wave Beam, run to the right and use the Beam to open a
shutter. You'll collect a Missile Tank on the other side.

After you use the
Screw Attack to
reach the room,

use a normal Bomb to open
a passage near the ceiling,
then wse a Diffusion Mis-
sile to freeze an enemy
over the breakaway blocks.

You'll discover an
Energy Tank on the
other side of a

series of Boost Blocks on
the right end of a long
passage. Before you can
charge through the barrier,
you'll have Lo create a run-
way. Place Bombs at the
points shown in the map
section below to make hori-
zontal poles pop out and
connect the platforms, If
you put a Bomb in the
wrong place, a vertical pole
will appear and block your
way. Leave the room, then
return to reset the puzzle.

E Immediately after you defeat the Security Robot to earn the
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You'll reach the
large area on the
left side of Sector

& by way of a Speed
Booster-charged launch. As
you enter the room, you'll
fly along the line marked
with a *1” on the map
below, passing over a
Power Bomb Tank. After
you land, jump to the top of
the room and move to the
right side of the long path.
Then run to the left to
charge your Speed Boosler,
crouch to stop at the edge
and drop, or use the Screw
Attack, to position yourself
just above the surface of
the blocked walkway.
Straighten out, press A
then press Right. You'll
soar over the path and grab
the tank.

Mothing short of
Speed Booster per-
fection will get you

the Power Bomb Tank in
the room's lower-left cor-
ner. Run along the floor,
from left to right, to charge
your booster. Stop then
Space-Jump up and to the
left. When you're almost
over the Boost Block bar-
rier that protects the tank,
straighten out, press A,
then press Down and Left
on the Control Pad. You'll
blast through the barrier.
The map below shows your
path.
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After you have watched the Restricted Lab break

away from the rest of the station, return to the lower | |

part of the Restricted area by : F B, Power Bomb Tank anquir‘;d‘
Power E':.-'."lh capacity increased.

J
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Charge up your Speed Bo
that ance connected
of the tunnel, then re

ter as you app tunnel
the lab. Crouch to stop in the middie
L up through a Boost Block barrier
in the ceiling. You'll grab a Power Bomb Tank on your way to
the upper tunnel.
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WATCH AND LEARN

You can pick up some adventuring pointers from Samus if you watch the game play demon-
stration that cycles with the title screen. Samus will show you all of her advanced moves
and some areas where they are very useful.
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PRESS STRRT
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Wait for a few moments, without touching amy but-
tons, as the title screen displays. After a while,
it will switch to a game play demonstration.

During the demonstration, you'll see all of
Samus's moves, including the Speed Booster's
charged-up rocket launch.
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€nergize Your Game

Samus Aran gets her power by absorbing X

parasites. You can energize your. adventuring

efforfs by subscribing to Nintendo Power—the official

* monthly source from Nintendo packed with strategies. |E |55u €S
* codes and insider information for all your favorite .
Nintendo GameCube &and Game Boy Advance games. fOP $|9_95!

($27.95 Cdn.)

Have a Head
for Strategy

The perfect capper for Samus Aran's Fusion
Suit—get a free Metroid Fusipn hat with your
paid subscrigtion to Nmtendo Power. Ask for
offer #3362 when yousorder the magazine and
show your friends that you're a Fusion lan._‘

V|5|t nlntendopowercom/subscrlbe
Or call 1-800-255-3700

Offer #4362 ; .
Please allow 4-6 weeks for delwefyr of the magazme and free gift. Online ordering not available in Canada, Offer good while

'"IRULLY rl.ﬁ Ifﬂ“&ﬁ%ﬂ'“&‘ to ﬁha.ngc without notice. Only Yisa or Ha-s:-erﬂard accepted with phone and onlme ordgrs.
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BlG GAME!

Bounty hunter Samus Aran is after the X parasite
that stole 'her identity. Crush the menace with help
from the Official Nintendo Plauyer's Guide!
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?“ Complete strategies for uncovering every
A secret and beating every boss

f? Details on how to earn all special
abilities and game endings

f\? Directions to Energy, Missile and Power
(\‘ Bomb Tanks—IOO in all!

f;’%’ Huge. full-color maps that reveal
5*) every hidden passage and shortcut
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MAP CONNECTIONS

You’ll enter every sector for the first time by way of The paths are crucial for collecting all the items
the Main Deck elevator. As you earn more ahilities, and completing the adventure quickly.
you'll find hidden paths that connect each sector.
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SECTOR 2

RN e B s (O B Elevators
Hidden Paths

On the maps in the X Adventure portion
of this guide, only the sections that you
can access during that particular visit are
represented in full color. Areas you can-
not reach on that visit appear in black.







|

LW

BIOLOGIC LABS RESE

Every sector and deck of the
research station serves a different
function. Some sectors maintain
the operation of the stations.
Others mimic the ecosystems of
nearhy planets.

DOCKING BAYS

HABITATION DECK

SECTOR 5

CENTRAL REACTOR CORE C

O OPERATIONS ROOM

SECTOR 4 (AQA)
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The oceanlike envi- S £

ronment of Sector 4
holds several aguatic
species,  Until you
have the Gravity Suit,
you will not be able to
move freely in the
sector’s water tanks.
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When the station was
fully operational, the
scientists were able
to contain the X para-
sites in Séclor 1 by
maintaining an eco-
system similar to that
of planet SR388.

The environments of
Sector 5 arg charac-
terized by arctic tem-
peratures —and —icy
surfaces, Before you
explore the sector,
you must have the
protection +of the
Varia Suit.
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You'll visit the Operations
Room at the beginning of
your adventure to download
data, and at the end to
change the station’s orbit.
Level 4 security hatches
protect the main controls.

When the computer senses
the presence of nonpara-
sitic life-forms in the sta-
tion, you'll make your way
to the Hahitation Deck and
find some familiar crea-
tures.

The tropical environment
of Sector 2 is home to
many exotic plants and
creatures. Some of the sec-
tor's plants have grown
roots into the station's
electrical system.

The creatures that inhabit
Sector 6 come oot only at
night,—which—is why it is
always nighttime —in—the
sector, As you explore the
darkest sections, some-
times you'll have help from
a localized light source.
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You can return to your shig
in one of the station's
Docking Bays at any lime
to refill your tanks and saye
your progress. It's also the
site of a major battle.

You'll fight your first bat-
tles on the station’s Main
Deck and pass through the
area several times as You
explore the station. The
deck’s elevator shafts reach
every seclor.

You won't find a place with
higher temperatures than
Sector 3, where the enyi-
ronment matches that of a
planet’s core. You'll need
Varia Suit protection to
explore some Sector 3
areas.

When the station’s systems
go_offline, you'll begin your
investigation of the prob-
lem in the Central Reactor
Core, which you'll “enter
from the Docking Bays.
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* have the Screw Attack back, you will be able to

SEARCH THE STATION

You“ll o i ps, uit abilities and surpri
the stati ( ’ pays to have an adventurir

BUILD YOUR ABILITIES f =

As you download data and regain abilities from
the Core-X organisms, you'll be able to break
throuah more barriers and explore areas that
you were once unable to enier. Every time you
earn a new item or unlock a security level,
you'll find that you can make discoveries in
areas throughout the station and probably add
to your tank collection.

Exploration is key. You'll find a lot of small pas- Power Bomb blasts affect objects in the immedi-
sages by rolling through areas in ball form. ate area—they break some blocks and expose

SOMERSAULT BREAKTHROUGH_OJ

The last ability that you will regain is the most
useful for station exploration. When you finally
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use it in combination with the Space Jump to

fly through enemies and obstacles and go
nearly anywhere in the station. Take note of the
Screw Attack Blocks in the station and be sure
to blast through those barriers once you have

the ability.

After your battle with Ridl [}
iumk's signature ability—1 %%Mrm
tlack.

END EXPLORATION

Mot long after you earn the Screw Attack ability, you'll
learn that you must change the orbit of the station and
make it crash into SR388. Once you return to the Main
Deck, you won't be able to go back to any of the lower sec-
tors. If you want to explore the station for items while
you're still below the Main Deck, be sure to use the hid-
den paths that connect all of the sectors.

Aflter you complete the adventure, you'll have the option to con-
tinue your exploration of the station in the same game file. When
you raturn to the game, you'll discover that all of the hatches are
open, giving you free reign over the entire station. After you've
completed your exploration, you can fight the SA-X and the
Omega Metroid again to see the version of the ending that you
have earned.
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