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Four months ago, Galactic Federation Starship Valhalla went missing while on a routine training
mission in the Klar Nebula. The ship’s logs indicated it was attacked and boarded by space pirates,
While on board, the pirates uploaded a virus into the ship’s Aurora Unit, one of many organic super-
computers connected to the Galactic Federation's network. The virus quickly spread, infecting several
other Aurora Units before the Federation technicians could contain it. In an effort to eradicate the virus
from the Federation network, Fleet Admiral Dane has requested the assistance of four of the galaxy's
most capable bounty hunters, including Samus Aran,

Welcome to Metroid Prime 3: Corruption. Despite the Galactic Federation's efforts, space pirates still
pose a significant threat, evident in their recent experiments with Phazon energy. Once again, it's up
to Samus to restore the balance of power. This guide includes everything you need to end the latest
space pirate scourge, including a step-by-step walkthrough as well as the locations of all pickups and
bonus credits. This chapter covers the gameplay basics, detailing the new control scheme for the Wii.
Also included are tips and descriptions for all of Samus's new equipment. So even if you're a Metroid
veteran, read up before setting out on the next adventure.
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Samus Aran

Little is known about the origins of bounty hunter Samus Aran. She
& is believed to have been raised by the mysterious Chozo race after
N3 her family was killed during a space pirate raid. When Samus
reached adulthood, the Chozo created the Varia Suit, giving her
special cybernetic abilities. Soon after receiving the suit, Samus

began working for the Galactic Federation, her first mission taking
her to the Metroid-infested planet of Zebes. Samus continues her
service to the Federation on a freelance basis.
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Fleet Admiral Oane

- ¢
\ ;.’*
,,?gx -

1 ) . —
Fleet Admiral Castor Dane is known for his
utmost dedication to protecting the Federation
from its enemies. He is stern and aggressive, and
has a strong dislike for space pirates. Rumor has
it they orphaned him at an early age, an act he
still seeks to avenge.

Rundas

Rundas is capable of generating and manipulating
ice. This trait is common among inhabitants of the
moon Phrygis, but Rundas is one of the few whao
have used this ability for bounty hunting. Subject
is known for getting results, but considers himself
without peer. His arrogant demeanor has led him
to mainly seek solo missions, and he rarely works
with others.

cCchar

Ghor is a cybernetic bounty
i hunter, capable
L 1 ‘ W of merging his
- 1 ¢ body into larger
T x " t*_ | mechanisms.The
AR most common of
4 b these is his armorsuit,
4y 7 which doubles as a gunship
/’ \ and provides him with
\_ a formidable combat
g, & arsenal. The merges
- \‘ are often accom-
t panied by a shift
F \ ' in personality,
¥ 4; replacing his
. normally calm
demeanor with
an aggressive
attitude. He demonstrates a high proficiency with
all things mechanical and is often called upon
| for missions requiring computer infiltration or
manipulation.

Candrayda

Gandrayda possesses

the metamorphic ability

to assume the form and
ahilities of other creatures.
This talent has led many to
seek her out for stealth and
reconnaissance missions,
despite her powerful

[/ combat abilities. Details

I on the subject’s origins and

age are unknown, but her
" B unigue traits have made her
| a sought-after Hunter for
missions.
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Oark Samus
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- P 2 Target is composed of pure Phazon energy and is highly unstable
j *‘?“' Scans indicate that Hypermode attacks are capable of disrupting her,
% likely a result of Hypermode being energized by Samus’s body. Dark
H Samus is capable of generating “echoes” of herself to aid her in battle

A These units are used as increased firepower and act as distractions
while she replenishes her energy; they should be destroyed
i VY immediately. She is capable of absorbing energy from Phaaze to
l[ replemish her own
I|
\ .
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Vii Remote: J'ﬁ.lm at ‘%rrr*t-n
to Aim Samus's Weapon

© Activate/Deactivate
Morphball Mode

& -
Move Samus

« Fire Missiles

& Fire Arm Cannon/
Drop Bombs in
Morphball Mode
Press and Hold &=

1o Select Visor

+ Press and Hold to
Enter Hypermode
LY

Go to Wii Home Lock on to Enemy

Menu Target Grapple Point
GoTo Map

3 Logbook

Get Hint Screen
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Aiming Reticle: This is how you

target enemies and look around your
environment. Use the Wii Remote to

move this green reticle around the screen.
When the reticle is moved to the screen's
outer perimeter, Samus turnsflooks in that
direction. To stop panning, move the reticle
toward the center of the screen.

Lock On Indicator: While the aiming reticle |
is over an enemy or object, hold down (2
to lock on. Three red arrows appear around
the target once a lock is achieved. Once
locked on, you can fire homing missiles
capable of tracking the target's movements. |

Energy Meter: This meter shows how much
shielding energy is available to the Varia
Suit, indicated by the status bar and a
number ranging 1-99. When the energy level
drops below 1, the Varia Suit automatically
accesses a new Energy Tank. If no surplus
Energy Tanks are available, Samus dies.

Energy Tanks: These blue boxes above the
energy meter show how many Energy

Tanks are available. Solid boxes represent |
full tanks and hollow boxes indicate empty
tanks. (

Missile Count: This display appears in the
bottom-right corner of the screen. The top
number shows how many missiles are
currently loaded and the bottom number
represents the Missile Launcher’s total
capacity.

Radar: This 360-degree radar shows any
hostiles that surround Samus. Radar blips
at the top of the display indicate threats in
front of Samus while blips at the bottom
show threats behind her, This is useful
when engaging multiple enemies or when
attempting to locate fast-moving threats.

"7 Mini-Map: The green arrow in the center
of this small map represents Samus's
position. The map rotates as Samus changes
direction. For a larger view of the map, press
1) to enter the map screen.

Map B Logbhook Screen

= =)

1 Map: At any time during the game, press
(i} to bring up the map screen. The green
arrow at the map’s center represents
Samus's current position. You rotate and tilt
the 3-D map by moving the control stick.
You can also pan the map view by holding
down (& and moving the control stick. Pan
the view to select other rooms on the map.
Once a room is selected, press @ to access
an enlarged view of it.

= Room Name: All rooms in Metroid Prime 3:
Corruption have unigue names. The name
of the currently selected room appears in
this box at the bottom of the display.

= Pickup Count: This display shows how
many pickups you've retrieved. There are
100 pickups in the game. You need at least
75 to see the first bonus ending and all 100
to see the second bonus ending.

#] Logbook: Select this tab to view the
Logbook entries you've downloaded
through scans. New tabs appear on tha
right side of the screen allowing you to
choose from creatures, research, and lore.

=1 Inventory: Select this tab to view your
inventory. Here you can read up on
Samus's weapons, equipment, and
Gunship, including all newly acquired
pickups. You can also view how many
Energy Cells you've collected.

= Options: This menu allows you to
customize the game controls, display, and
sound settings.
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The game's conTroLs can be customzed in the opmion menu's CONTroL SECTION.
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Moavement and Weapon Oeployment

In Metroid Prime 3: Corruption, the Wii Remote
and the Nunchuk are required to play. Use the
control stick on the Nunchuk to move Samus
forward (%), backward (), right (*=), and left

(<2). The same controls apply when in Morphball
mode. To change Samus's aim or the direction
she's looking, move the Wii Remote. This causes

the green aiming reticle to pan across the screen.

Move the reticle to the screen’s right edge to
make Samus turn right, or to the left side of the
screen to make her turn left. The aiming reticle
also shows where your beam shots will go when
fired. Place the green aiming reticle over a target
and press @ to fire. Missiles can also be fired

in this manner by pressing o, but it's best to
lock on to a target (by pressing (#1) before firing
a missile. If a lock is achieved prior to launch,
the missile will track the target, following its
movements, making a hit much more likely.

| Bl Sl adEL 1 JJ)]
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In combat, avoid standing in one spot while
returning fire. Instead, strafe left and right to
dodge incoming projectile attacks. Moving
and shooting takes some practice, but once
mastered, it can significantly increase your
life span. Experiment with the Lock-On Free
Aiming function in the control section of the
options menu. By default this option is set to
On, allowing you to aim freely even when locked
on 1o a target. When the option is set to Off, the
aiming reticle snaps to the locked-on target,
ensuring that every shot fired is a hit. If you're
new to the Wii's controls, setting this option
to Off might be easier. In the Off position, it's
also much easier to circle-strafe, useful during
one-on-one firefights or boss battles.

CORRUPFPTION



.:I'HE VARIA SUIT
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The Varia Suit is an advanced Chozo armorsuit modified for use by Samus Aran. It provides life-
support functions and is well shielded from attack. The modular nature of the Varia Suit allows the
addition of weapons, visors, and other gear as needed. The suit's shielding loses energy with each
hit—collect energy when possible to keep the shielding charged.

ArFEMm Canmmnoan

Power 8eam

The Power Beam is the default Arm Cannon,

and it has the best rate of fire. Press ® to shoot

g the Power Beam. Press and hold @ to charge
the Arm Cannon, then release to fire a charged
shot. If your shots ricochet, cease fire—the

i 1 Power Beam is not working against that

target. Unlike previous versions, this model

of the Power Beam has been augmented with

a Charge module. Charged shots are more

powerful and deal more damage than normal

shots. Charging also has a limited "tractor

i heam”™ effect that will pull small objects to

you.

Missile

Laurncher
The Missile
Launcher adds
ballistic weapon
capability to the
Arm Cannon.
Press o to fire the
Missile Launcher.
Target and lock
on with € to

fire a homing
missile. Missiles
can destroy
objects made of
Brinstone. Each
Missile Expansion
yvou find increases
the number of
missiles you can
carry by five.

| ¥ b | el I ™ el

Visars

Combat Visar

The Combat Visor is your default visor. It
provides you with a heads-up display (HUD)
containing radar, mini-map, lock-on reticle,
energy gauge, and missile count. Push and hold
= to bring up Visor Select. Move the cursor into
the middle zone and release @ to enter Combat
Visor mode. Your current missile numbers are
displayed in the lower-right corner,

Scan Visar
The Scan Visor is used to collect data. Some
devices activate when scanned. Push and hold &
to bring up Visor Select. Move the cursor into the
top zone and release & to enter Scan Visor
maode, Mission-critical scan targets are
red. Scanning enemies with this visor
reveals their vulnerabilities. Scanned
dala vital to the success of the
mission is downloaded and stored
in the Logbook section of the map
screen. You can't fire weapons while
the Scan Visor is active.

Command Visaor

The Command Visor sends

commands toyour Gunship.

" Push and hold © to bring up Visor
Select. Move the cursor into the
lower-right zone and release = to
enter Command Visor mode. When

in Command Visor mode, you can

see Command icons. Target and lock on
to these icons with [(£] 1o send orders
to your Gunship. Much like the Varia
Suit's, your Gunship's abilities are
expandable. As you gain more abilities,
you use the Command Visor to send your
ship new commands.

Space Jump Boots

The Space Jump Bools increase your
leaping capability through the use of boot-
mounted thrusters. Press ® to jump, then
press & again during the jump to use the
Space Jump Boots. Timing is important.
Experiment to discover ways to increase the
height and length of your jumps.



Marphball

The Morphball changes your suit into a compact,
maobile sphere. Press © to enter Morphball
mode. Press © again to leave Morphball mode.
Like the Varia Suit, the Morphball is modular.
Several modifications (pickups) can be added to
improve performance.

n Baomb
The Morphball bomb is the default weapon
for the Morphball. Press @ when in Morphball
mode to drop a Morphball bomb. The Morphball
bomb can destroy items made of Talloric alloy
and deactivate certain devices. If the Morphball
is near a Morphball bomb when it explodes, it is
popped a short distance into the air. This is called
a bomb-jump. It is also possible to jump while
in Morphball form by flicking the Wii Remote up
quickly. When a Morphball bomb explodes, it
must be close to the enemy to inflict damage.

‘PIGHLIFS
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Pickups are objects that enhance Samus’s Varia
Suit or Hunter-Class Gunship. These include
Missile Expansions, Energy Tanks, Energy Cells,
Gunship Missile Expansions, and suit upgrades.
There are 100 pickups in all, but not all are
required to complete the game. However, if you
want 1o see all three endings, collect all of them.

Missile Expansion
G =

Missile Expansions increase the missile capacity
of the Missile Launcher. Each expansion
increases the launcher’s capacity by five missiles.
There are 51 Missile Expansions spread out
among the game’s locales—the most of any
pickup. Some are in easy-to-reach spots, but
others are off the beaten path, so keep your

eyes peeled. Simply walk over the expansion to
retrieve it.
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Energy Tamk
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Energy Tanks increase the total shielding capacity
of the Varia Suit, allowing it to sustain more
damage. Energy can be restored by retrieving
health power-ups, using Save Stations, accessing
the Gunship, or by draining power from other
objects while using the Grapple Voltage upgrade.
Like Missile Expansions, Energy Tanks are
attained by walking over them. There are 14
Energy Tanks scattered throughout the game
world.

Energy Cel
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Unllke Energy Tanks, Energy Cells power up
certain devices and are not applied to the Varia
Suit. They're also easy to distinguish by their
relatively large size and green hue. To retrieve
an Energy Cell from an Energy Station's socket,
approach it and press ® when prompted to grip
the cell’s handle. Next, twist the Wii Remote
counterclockwise, then pull the Wii Remote away

| from the screen to disengage the unit from the

socket. Reverse the motions to install an Energy
Cell into an Energy Station’s socket. Most of the
nine Energy Cells are in areas heavily traveled
during Samus’s adventure,
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Cunship Missile
Expansion

The Gunship Missile Expansion allows your
Gunship to fire a salvo of missiles. While in

the Command Visor, lock on to a Ship Missile
Command icon with 3, Your Gunship flies

over the area and bombards the environment
with missile attacks. Ship missiles can destroy
objects made of Maldium. Each Gunship Missile
Expansion you find increases the number of
missiles your Gunship can carry by one. There
are nine Gunship Missile Expansions.

Suit Upgrades

~ The Chozo Varia Suit's modular design allows

for the implementation of new technologies
and weapon upgrades. In Metroid Prime 3:
Corruption there are 17 suit upgrades (including
one Gunship upgrade). Here's a listing of each
upgrade, including details on its location and
usage.

Crapple Lasso

Location: Norion

Room: Docking

Al
Hub Alpha e

N

The Grapple Lasso allows you to pull objects
in the environment. Lock on to a Grapple Point
and cast the Nunchuk forward to fire, Pull the
MNunchuk back quickly to grapple. Objects in the
environment that shimmer (with a yellow hue)
can also be grappled.
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vou can use The GrappLe LBssoD
agansT SomE ENEmEs Too. buT you
musT be fairLy cLose. The crappLe
LAass0o can Tear away shieLds. armor.
and even ThrusTers artached To
l\ FLUING ENEMES. J
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The Phazon Enhancement Device Suit (or PED)

is a fusion of your Chozo armorsuit and Galactic
Federation technology. The defining characteristic
of the PED Suit is the ability to enter Hypermode:
a temporary supercharged state that enhances

PED Suit

Location: GFS
Olympus
Room: MedLab
Delta

| your offensive capabilities. Press and hold @

to enter Hypermode. To enter Hypermode one
full Energy Tank must be expended. During
Hypermode your Phazon reserves deplete with
each attack. Carefully managing your reserves
allows you to remain in Hypermode longer.
Once your Phazon reserve is depleted or after
25 seconds, the suit exits Hypermode. Alterna-
tively, you can press and hold ® again to exit
Hypermode manually.

Hyper Bearm

="

The Hyper Beam fires a burst of Phazon energy.
While in Hypermode, press @ to shoot. To charge
the beam, press and hold ®. Release to fire a
powerful attack. Each shot of the Hyper Beam
drains a small portion of Phazon from your

PED tank.
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whiLe in Hypermode. consTanTLy
moritar The meTer ar the Top oF
the Hua. This indicaTes how much
rhazon energy 15 LEFT iIn The PEQ.
since each mypermode acTivaTion
reguires The inJecTion oF a FuLL
ENErgy Tank. Try To ger the mosTt
ouT of each session. For besrt
rEsuLTs. xeep The shazon LeveLs
n The mddie of The meTer and ride
ouTt The fuLL LengTth of The session
Cnr ITs @s-second duramion. J
b, - —

Crapple Swing

Location: Bryyo,
Cliffside

Room: Reliquary |

The Grapple Swing allows you to swing back
and forth from special points throughout the
environment. Target a Grapple Swing Point and
press and hold (4 to fire the Grapple Beam. Hold
¥ down to stay connected and let go to release.
Use the control stick to turn while swinging. The
Grapple Swing can be used to cross large gaps.
Look for special points that shimmer [yellow) to
swing from.

@
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BEFOME USING THE GrappLE SwiNg.
ELImNaTe any fLyung enemes thar
may QET I JourTesag IE youtre hiT
EOILE SuNgng. you'LL FaLL

.
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lce Missile

Location: Bryyo,
Fiery

Room: Temple of
Bryyo

The lce Missile enhances your current missiles
and freezes enemies and certain liquids. Press o
to fire an Ice Missile. Target and lock on with (£
to fire a homing Ice Missile. Enemies struck by
an lce Missile are enveloped in shards of ice for a

| few moments, slowing their movement. Enemies
who have been weakened in combat may freeze
entirely and be unable to move or attack. Liquids
such as fuel gel are highly susceptible to cold
and will freeze when shot. Gel remains frozen for
a short time before shattering.

g‘» TR I

TO FrEEZE an enemy wth an Ice
mssiLe. it it 8 few Times with your
beam weapon FArsT. ONCE IT'S Taxken
some damage. it 17 wth The Ice
mMSSILE. If The enemy susTaned
enough damage earLier or is y
vuLnerabLe To ice avracus. The \
Ice mssiLe shourd freeze 1T upon
conTacT. mmsh 1T ofe wmth 8 charged
lIhl:rr. reducing 17 To ice shards.

)

| Hyper gan

Location: Bryyo,
Seed
' Room: Leviathan
Core

The Hyper Ball allows you to attack multiple
targets whila in Morphball form. While in
Hypermode, enter Morphball form and press @
to attack all nearby enemies. Press and hold &
to fire a constant attack. The Hyper Ball attack
continuously drains Phazon from your PED tank.
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oFFENSIVELY. ThE HYpEr BaLL IS
more proFcient Than morphbacc
bombs. noT onLy does The Hyper
@aLL inFLICT more damage. but 1T has
a8 berrer range. sTiLL. Your beam
weapons are much more accuraTe
I\anl:l E3siEr ToO deEpLOyY N OpEN areas. J
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', Location: Elysia,
/ SkyTown West

Room: Ballista Storage

The Boost Ball can increase the Morphball's
speed for short periods. Press and hold ® to
charge, then release ® to trigger a quick boost
of speed. When charging, the longer you hold
down &, the longer (and faster) the boost
charge will be. Throughout the environment you
will encounter U-shaped channels known as
half-pipes. Using the Boost Ball in these areas
lets you reach higher places. Build a charge as
you descend in the half-pipe, then trigger the
boost as you ascend the other side. This gives
you the speed and momentum you need to
reach new heights. Some mechanisms have
circular channels that the Morphball can boost
around. Repeatedly boosting through these
channels builds a kinetic charge that activates
these devices. In addition, you can damage some
enemieas by boosting into them.
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G‘»TIF
when eNTErNG a8 havF-pipe. STER INTO
iT and race The Top of The ramp
before changing inTo morphbacc
form. This auigns you with The ramp.
SLLOWNG YOu TO BcTivaTe The BoosT
@aLL wiThouT FLYING OFF 8T B8n
obLigue angLe.

(=

. Plasma S8eam
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Location: Elysia,
SkyTown West

Room: Main
Docking Bay

—

The Plasma Beam fires super-heated beams of
energy. Press ® to shoot the Plasma Beam. Press
and hold ® to charge the Arm Cannon, then
release to fire a charged shot. The Plasma Beam
can ignite some enemies and burn them to ash,
Certain materials are also susceptible to extreme
temperatures and can be melted. In addition to
its destructive capabilities, the Plasma Beam can
repair damaged devices.

EQ@TF |

charged shots #rom The pLasma
' BESm BrE EXTrEMELY EFFECTIVE
agansT meTa.- and aLLoy-based
rargeTs such as sTeambors and
Tinbors-warch as they meLT nTo a
lpnm. OF MOLTEN METAL!

e

Location: Bryyo, lce
Room: Hall of
Remembrance




The Screw Attack transforms you into a mobile
ball of deadly energy. After executing a space
jump, press ® repeatedly to initiate and perform
the Screw Attack. Use the control stick to steer
while in Screw Attack mode. There's a limited
number of consecutive jJumps you can make in
Screw Attack mode, so go easy on the button
presses when traveling great distances in an
effort to get the most out of each jump. Striking
enemies with the Screw Attack damages them.
Performing a Screw Attack while facing and
touching a wall executes a Wall Jump. Use the
Wall Jump to travel great vertical distances.

-"( yTe ]

whiLe N SCrew ATTAckK mode. you
won't Taxke damage when N conTacT
wtTh enemes and cer Tan eEnergy
fieLds. This 1s @ pood way To OFFsET
The damage ncurred by charging

l arTacus performed by some bosses. J

Ship Crapple Beam

Location: Elysia,
SkyTown East
Room: Landing
Site B

The Ship Grapple Beam allows you to pick up
and move large objects. With your Command
Visor on, lock on with (2 to a Ship Grapple
Command icon. Depending on the icon, you will
be able to lift or drop objects in the environment.

mmmh{
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Room: Xenoresearch B

Location: Elysia,
SkyTown East

The Seeker Missile allows you to fire upon
multiple targets simultaneously with the Missile
Launcher. Press and hold o to charge the Seeker
Missile and release to fire. While charging the

| Seeker Missile, move your aiming reticle over

the intended targets. You lock on to each enemy
you pass over, 1o a maximum of five targets. You
can also lock on to single targets multiple times.

| Seeker Missiles fired with a lock-on will home in

' on their targets.

EoymeT

In addimon To Ther usefuLnNESS
a0aINsT MULTIDLE ENEMES. SEBKEr
MSSILES are viTaL when you're
confronTed miTh CEFrTaN LOCK
mechanisms

|
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Your Gunship can carry only one object at a time. | Hyper Missile

While carrying cargo, your Gunship cannot use
any other abilities. Using another Command
icon (such as "Land”) while carrying an object
prompts the Gunship to return the cargo to its
original location.
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onLy certan obuects can be LieTEd
by the ship srappLe seam. ¢
someThing can be LeTed. IT wLL be
idenTimed as such when the command

L ¥ISOr IS acTivated.

J

Location: Elysia, E
Seed

Room: Leviathan |
Core |

The Hyper Missile adds Phazon-enhanced
missiles to your Hypermode arsenal. While in
Hypermode, press o to fire. Target and lock on
with (2 to fire a homing missile. Each Hyper
Missile fired drains a large portion of Phazon
from your PED tank.
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The Wyper mssiLe s The mosT devas-
TETING WESPON N Samus's arsena..
USEFUL 3gaNsT mosT armored
TargeTs. suT This weapon IS MOST
vaLuabLe n boss baTTLes. Try TO
hiv a boss's weax spor wrh these
mssiLes TO FAMISH IT OFF QUICKLL.

A

X-Ray Visor

J

Location: Pirate
Homeworld,
Command Center

Room: Command
Vault

= ﬁ

—F

The X-Ray Visor can see through objects made
of Phazite. Push and hold = to bring up Visor
Select. Move the cursor into the lower-left zone
and release = to enter X-Ray Visor mode. The

" X-Ray Visor allows you to see the inner workings

/ of devices and hidden weak points behind
Phazite armor. The high-frequency Nova Beam is
required to hit targets behind Phazite.
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Con= |
If You're sTuck someshere.
acTivate The x-say visor and Look
arpund-you may see someThing you
courdn*t see before. on the siraTe
womeworLd. use This visor prior
To NTeEracTing wrth varous code-

L matching swrches. J

Location: Pirate
Homeworld, Research

Room: Proving
Grounds

¥ = f'ln\cllultlv ™ el sl

The Grapple Voltage ability allows you to give

or take energy from certain objects. Press and
hold (&) while targeting a Grapple Point to attach.
While still attached, pull the control stick down
(/) to siphon energy and push the control stick
up (%) to send energy. The Grapple Voltage ability
is tied into your suit’s power. Draining energy
from an object replenishes yours, and sending
energy into an object drains energy from you.

Bgyme

some swiTches in The game reguire
power. and others need To be
draned of power. The GrappLe
voLTage is idea. for These
SITUSTIONS. YOU Can aLso use The
GrappLE vOLTage To dran EnErgy

from certTan enemes. heLping
Lrnn‘re your heaLTth.

=

Room: Powerworks

Location: Elysia,
SkyTown West

| The Spider Ball allows the Morphball to move
| along magnetic rails. While next to a magnetic
| rail, press and hold (@ to activate the Spider

Ball ability. Follow the magnetic rails to explore

_—=7%, | new areas. The Morphball bomb can be used

to trigger a bomb-jump while you're attached

| to a rail.You can also use the Boost Ball ability

to rapidly propel the Spider Ball away from
magnetic rails.
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whiLe arrached To a spider saLL
Track. ExErCISE ExTrEeme cauTion
when using a morphbaLL bomb or the
BOO0ST @ELL-if Yyou choose The wrong
opTion. You could ga fuging ofe The
rrack. sTudy the orentaTion of the
Track and direcTion you need To
TraveL. morphbaL. bombs are userFuL
FOr Jumping verTicacly whiie the
GO0ST @aELL Works bEST £O0r moving

horizonTaLLi. Location: Pirate Room: Main Cavern
< o J | Homeworld,
Mining Site

The Nova Beam is a high-frequency beam that
can shoot through certain objects. Press ® to
shoot the Nova Beam. Press and hold @ to
charge the Arm Cannon, then release to fire a
charged shot. The Nova Beam can shoot through
objects made of Phazite and hit enemy weak
points or hidden targets. Many of these can

be found with the X-Ray Visor. The Nova Beam
retains all the abilities of your previous weapons,
including the Plasma Beam’s ability to repair
damaged circuit panels.

Location: Pirate Room: Craneyard

r
Homeworld, ‘f@'ﬂ- I
oy

Research Facility
.. whenever you encounter bLue

The Hazard Shield protects against toxic = rhaziTe paneLs. aLways acTivare

materials. This rr?ndiliuation INCreases your suit's the x-eay visor To see obJeCTS

defensive shielding. The Hazard Shield can resist behind The pane.. The nova ceam 1=

the caustic effects of both acid rain and fuel gel, The onLy weapon thar can nreracr

allowing you to explore previously inaccessible with oboecTs behind shaziTe. some

areas. enemes use phaziTe armor. use the
®-P@y vISOr TO LOCATE WESK pOINTS in

&»T’ "'I The armor. then Targer these spoTs

Q wth the Nnova aeam.

If YOU'TE WALKING ON @ sureace That | L _;J

INFLICTS damage. you musT EiTher
#ind another parh or arran the
Hazard sherd. This proTecTs you
From environmenTa. hazards onuy.
IT does noT reduce the damage

urlﬂ.ll:Tlﬂ by enemes. 3 J
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Hyper Crapple

Location: Pirate
Homewaorld, Seed

Room: Leviathan
Core

The Hyper Grapple enhances your Hypermode
Grapple Beam with Phazon energy. While in
Hypermode, press and hold (2 while targeting a
Grapple Point to attach. While still attached, pull
the control stick down () to siphon energy or
push the control stick up (%) to send energy. The
addition of Phazon energy to the Grapple Beam
also increases its effectiveness against enemies.
This device is the only way to energize objects
with Phazon energy.

—»9)‘) )

on the srate Homewar,d and
shaaze. use The Hyper srappLe TO
gverLoad certan chazon-based LiFe
forms bLocwing your path.

A
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In addition to collecting the 100 pickups, you

can earn bonus credits by completing a variety
of tasks. Bonus credits unlock bonus content,
including concept art galleries and music tracks.
There are four different types of credits, each tied
to a specific action or objective.

Red Credits
g
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Hed credits are earned by scanning new
creatures, including space pirates, and
Federation personnel. Once a creature is
scanned, a red credit icon appears at the top
of the HUD and a new entry appears in your
Logbook. Only one red credit is awarded per

i | Mewede WM™ o sl

unique scan. For example, you only earn a red
credit the first time you scan an Aerotrooper. If
you scan an Aerotrooper later, you will receive
no credit or new Logbook entry.

Bilue Credits

| In most cases, blue credits are awarded for

|

scanning lore entries, found throughout the
various locations Samus travels during her
adventure. When a lore entry is scanned, a blue
credit icon appears at the top of the screen and
the entry is downloaded into your Logbook.
Lore entries are usually stored on terminals,
especially in Galactic Federation-controlled
areas. In addition, three blue credits are awarded
aboard the GFS Olympus for saving Federation
Troopers during a space pirate attack,

CcCold Credits

Defeating bosses and completing major
objectives earns you gold credits. These show
up as gold credit icons on the HUD once a
specific task is completed. Later in the game, you
encounter Red Phaazoids. Killing these entities
also earns you gold credits. However, you must

| physically grab these credits, which appear as
| gold floating icons once the Red Phaazoid is

defeated. If you finished the game on Normal
difficulty, try playing it on Veteran to earn more
gold credits when defeating bosses.
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Friend vouchers are awarded for completing a
variety of tasks, including the discovery of new
areas and pulling off stylish kills. Unlike the
other credits, friend vouchers cannot be used

to purchase bonus content—for that you need
friend credits. Friend credits can only be obtained
when you receive a friend voucher from a friend.
Once received, the friend voucher instantly
becomes a friend credit. So send friend vouchers
out to friends and hopefully they'll send you
some of their own vouchers so you can have
friend credits.

Friend Vouchers
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‘THE SJOURNEY BEGINS

Strange visions flash before
Samus Aran as she emerges
from cryogenic hibernation
inside her Hunter-Class
Gunship. Despite these hizarre
visions and a mysterious life-
suppor anomaly, Samus suits
up for her next adventure.

|

Inputting the correct security code
grants you permission to land on
the fleet's command ship, the GFS

| Olympus. Pan to the left side of

the cockpit and interact with the

| circular green button. This extends

| the Gunship’s thruster controls. As

As you attain control, |
you're prompted
to interact with the
Gunship's cockpit |
controls. Pan your |
view around the
cockpit till you spot
the red screen in
the center, between
Samus’s feet. Place
your reticle over the
flashing hexagonal
control and press ®
1o yaw your ship in

the direction of the | |

Federation fleet.

Just outside the Gunship’s viewport is a Galactic Federation
fleet consisting of several large vessels orbiting above the
planet Norion. Having oriented your ship, you must now
transmit your identity code 1o the fleet. Interact with the green
circular radio interface at the top of the viewport to bring up the
security code input screen. Match the four green symbols at the
top of the screen as shown,

¥ = | Me el _ A e EEel Jal 4 R1 1 JI1}!

Samus grips the thruster, push the
Wii Remote forward, toward the

| screen, to fly the Gunship to the

Olympus.

weELCoME

Samus lands the Gunship

in Docking Bay 5 of the GFS
Olympus. A Federation Marine at
the end of the walkway asks you to
calibrate your weapons. Aim at the
four blue hexagonal targets and
fire away—you must hit the small
circles in the center of each target
to register a hit.
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l Drone Juggling g '

After you hit all four targets, one
of the Marines welcomes you and
tells you to report to the Briefing

Room to meet with Admiral Dane. S mIN-game. NOT ONLY 1S IT @ good way To
Before leaving, scan one of the pracTice amng. buT T can earn you a goLd crediT
Marines and the nearby Mechanic and @8 #mend voucher. smpLy #re ar one of the
to earn a couple of red credits. TrENNG aroneEs To KNOCK IT INTo The ar. conTmnue
hiTTing The drone in mdair To maxke 1T bounce

(—1 5 FT'E_‘_! higher. £ you T The drone 20 vmes berore 1T
_\‘G,} | crashes inTo The FLoor pourLL earn @ goud credir
oy i s j:r- you hiT IT 20 TMmEsS. YOU geT @ frend voucher

SCanning aLL New -—

FederaTion Troopers. | From Docking Bay 5 head |

creaTures. and to the next room, Docking

obJecTs. mosT scans Bay Access. Here you'll find

Earn you credits you more Federation Troopers.

Can uUse To uNnLoOCK
EXTrra CONTENT.
A

Talk to the trooper at the
) back of the room working
=/ | on aconsole. He neads you
to unjam the gears of the
walkway mechanisms. Look above the consoles and hit the two
round flashing mechanisms with a charged shot to release the
two walkways.

| Ascend
one of the
ramps and
continue to
Docking Bay
4. You'll come
1o a door
secured with
a security
lock control
pad—you
must have the code to pass. Scan the security lock control pad,
then turn around and scan the information terminal to retrieve
the code, Punch the code (13576) into the keypad and pass
through the unlocked door.

PTETROW |
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In the Security Station you
must be scanned before you
can proceed to the Briefing
Room. Interact with the
switch outside the scanning
booth, then walk inside for

| the DNA scan. Next, interact
with the biohazard scan
terminal inside the booth. To
exit the booth, interact with
the switch by the exit.

@eFore Leaving the
SECUMTY STATION. SCan
this Termna. near the

(* ———
EXIT TO aTTain moreg b EE E - EI = |
inFormaTion on The —, T ) i
= |

oLympus. This 1Is a Lore J e Q
BNTrY. BArNING YOU ONE =— —wr o v——
bLue crediT. ALL LOFE ENTFIES @8re auTomaTicacLy |
downLoaded To your Logbook. aLLowng you To '
lread each aT your LEISUre. J
- aF,

Procead
through the
Security
Access
corridor and
up Command
Lift A to reach

ki the Flag
e 4 : Bridge. Climb |
" 1‘!3—!’4.{;‘, L g to the upper
p— level of the

bridge and approach the Marine guarding the corridor leading
to the Briefing Room. He tells you to use the nearby Save
Station before continuing to the meeting.
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Move down the opposite corridor
to approach the Save Station.
Destroy the crate in front of the
Save Station with a charged blast.
Enter the Save Station to save
your game.
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Return to the Marine guarding the
corridor leading to the Briefing
Room—he allows you to pass.
Inside the Briefing Room, Admiral
Dane has convened a meeting
with several other bounty hunters.
Space pirates have managed

to plant a virus in a few of the
Galactic Federation’s Aurora Units,

| a network of organic supercom-

puters. Samus and the other
bounty hunters are tasked with
vaccinating the infected Aurora
Units.



Turn right in
the adjoining
corndaor

and head

for the Port
Observation
Deck. Two

e . Federation
The briefing is interrupted when - | && Troopers take

space pirates appear from a cover in this
wormhole and begin attacking the corridor as
fleet and the Federation’s instal- a Space Pirate Boarding Pod slams into the bulkhead and two
lations on Norion. Admiral Dane militia entities emerge. Rush the pirates and gun them down

orders you am_j “:"E other Ihuunw before they kill the Federation Troopers —saving the troopers

attack,
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Proceed into the
= | Xenoresearch Lab
and rush to the aid
of another pinned
Federation Trooper. Kill
the two Crawltanks
| attacking the trooper
to earn another blue

" L credit. If the trooper
Several direct hits rock the dies during the aI:tad-c

Olympus as you rush out to the ;

Flag Bridge. Admiral Dane needs | iy
you down on the planet now! |
Before leaving the Flag Bridge, .
scan Admiral Dane to score ared |
credit—this is the first and last |
opportunity you'll have to do so.

Move through the
next doorway in the
Xenoresearch Labto
access the Lab Access
corridor. As soon as
you enter, a cutscene
shows a flaming ship
crashing into the
side of the Olympus,
causing a hull breach
and sucking one
Federation Trooper out
into space. Another
trooper holds to the
bulkhead. As soon as
the cutscene is over,
quickly shoot the red
ﬂ emergency button
Descend to the lower level of i —*& above this doorway
the Flag Bridge and advance to | to seal off the breach. If you're quick enough, you can save the
the Flag Bridge Access room. A trooper and earn yourself a friend voucher.
firefight rages in the adjoining
corridor. As soon as the wall
ahead explodes, engage the two |
Pirate Militia entities. Take the time
to scan them first to earn a red Y e
credit. { / PFTETRUO
- i - o 3
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With the Lab Access
corridor sealed off,
backtrack to the
Xenoresearch Lab.
Inside, three pirates
(two of them Armored
Pirate Militia) bust
into the lab and

steal the Portable GF
Energy Cell from its
socket. These pirates
are more intent on
avoiding you than
attacking, tossing the
Energy Cell back and
forth, like an annoying
game of hot potato.
Go after one pirate

at a time, chasing
them between the upper and lower levels of the room. The
two Armored Pirate Militia entities won't take damage till their
armor is destroyed. Since you don’t have any missiles yet, hit
them with a charged shot to knock away their armor.

Aarmored enemes fLash
yeLLow when hir by
Your weapons. ouring
This Tme They susTan
no damage. vou can
TELL ENEMES a8re Taxking
damage when They
£Lash red.

When all the
pirates are
down for
the count,
retrieve

the Energy
Cell from
the ground
(wherever

it was last
- & dropped) and
return it to its socket in the pillar in the center of the lab. This
restores power to the lab, but your troubles are just beginning.
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As the lights flicker back on,
dozens of Crawlmines descend
from the lab's ceiling, accom-
panied by a couple of Crawltanks.
Keep the Crawlmines at a safe
distance and kill any that get too
close. But focus your attention on
| the two Crawltanks, killing them
i as fast as possible. When the two
Crawltanks are down, three more
appear —two from hatches in the
! floor.

———

Find one of the two open hatches
in the floor (they're glowing red)
and press & to change into your
Morphball. Roll down into the
hatch and maneuver through the
tunnel running beneath the floor

| to exit the lab. Roll through the
adjoining Ventilation Shaft tunnel
to acquire an Energy Tank for your
suit. Use a bomb to ascend the

| vertical portion of the shaft.



= “% ! Keep fighting and
W/ ; jumping till you can
it § i} reach the door to the

Munitions Room, on
the upper floor of
Repair Bay A. Rush
inside and grab the
Missile Launcher
upgrade.

Return to Repair Bay
A and finish off any
remaining pirates.
Mext, move to the
floor and locate the
debris blocking the
blast door control
panel. Shoot the
debris with a missile
to clear a path, then
. interact with the control panel to open the door.

The Ventilation Shaft empties into
the Disposal Chamber, a narrow
room filled with waste. Scan

the console and the Bomb Slot
on opposite sides of the room.
Change to Morphball form and
roll just beneath the Bomb Slot.
Drop a bomb to lift yourself into
the slot, then drop a second bomb |
{in the slot) to release the air lock. |
In a cutscene, Samus is violently
ejected into space but grabs hold
of the Olympus and pulls herself
back into the vessel through an
underside porthole,

With the blast doors
open, extend the
bridge by shooting
these four red
switches above the
Repair Bay Shaft.

-~ 1

Once the bridge
is extended, eight
Aeromines block your
path, each protected
by its own force field.
Instead of engaging
them one by one,
switch to Morphball
~— — L form and simply roll
past them, maneuvering between the gaps in the lower line, As
soon as you pass, all Aeromines will self-destruct —this is the
preferred method of dealing with these pesky enemies. Act fast
to save the trooper on the other side of the bridge to earn a blue
| credit.

Enter the door ahead to access
Repair Bay A. Your path to Docking
Bay 5 is cut off by a large blast
door, closing as a result of a
firefight. You'll need a missile to
clear the debris away from the
blast door's control panel. Pirates
enter Repair Bay A in an attempt
to stop you. Jump up along the
perimeter catwalks in the room
while engaging the pirates.
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= I I |
N cornurvion/

-
L F b | Mee s e Bl i ™aEl 1 JJ]]



¥

Before
heading to
Docking Bay
5, stop off

at the Save
Station just
off the Repair

Bay Shaft.
A boss is When the Berserker Lord starts

waiting in the firing purple orbs at you, shoot the
next room. so  ©7bs to knock them back. They fly

it's a good idea to save and charge up. Afterward, activate the back and explode on the Berserker

switch next to the blast door and walk into Docking Bay 5. Lord’s head, dealing significant
damage to his head armor, but

none to him directly. You must

8aSs BATTLE: rebound four purple orbs in this
BERSERER LLORD fashion to advance.
.

A Berserker Lord [
crashes through
Docking Bay 5's
upper level control
room as Samus
approaches her
Gunship. To prevent g
her ship from being : v B | After you hit the Berserker Lord
damaged, Samus — " | with four of his own purple
orders it away, clearing the landing pad. orbs, his head armor opens,
revealing a red glowing nub on
the top of his head. This is the
sweet spot—fire away to inflict
I damage! Your standard beam
| weapon is sufficient to finish off
| the Berserker Lord, but try to get
| in some charged shots or missile
| hits to expedite the process.

The Berserker Lord’s
initial attacks are
fairly easy to avoid.
Simply sidestep and
jump to avoid his
blue plasma and
energy beam attacks.
To make tracking
easier, hold down =2
to lock onto the Berserker Lord while strafing left and right. This
keeps the target centered on the screen

On attack, aim for the
red glowing orbs on But be careful. The Berserker

the Berserker Lord's Lord's attacks get more erratic
shoulders. Destroy and violent at this point. As he
both orbs to force the | 51ams his fists into the ground, an
Berserker Lord into expanding ring ':"_{ fire HNerges
its next attack phase. | requiring you to jump over it.
Space jump over the fire while
strafing, keeping your sights on
the Berserker Lord at all times.

 eeeee—— @000
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Once the Berserker Lord’s health
meter is empty, he falls off the side
of the Olympus and collides with a
passing ship.

Samus recalls her Gunship,
allowing you to enter and save
your game before you head for
Morion. Hopefully your delay
hasn't been too costly to the
Federation forces on the planet.

@
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Enter Samus’s
Gunship and set a
course for Norion,
landing at Docking
Hub Alpha.

e

On the planet’s
surface, a Marine
informs you of the dire
situation. The pirate
attack has knocked

out the generators,

- T.'.':"..'.."‘: e e e e # |l disabling the planetary
" M "':__‘ .‘ll E— I defense system. It's
. = —= & up to Samus and the

ﬂ
5 |
| o=
i

other hunters to restore power, allowing Federation forces to
operate their cannon.,

Unlock this door on
Docking Hub Alpha to
access the adjoining
corridor. Shoot the
four red orbs 1o unlock
the door.

| In the next
corridor is a
small room
containing
the Grapple
Lasso
upgrade.
Shoot the
lock on the
door, then
step inside to

grab the upgrade. Inside the same room is a terminal —scan it

to download the lore entry on Hunter Rundas.

e e S
e v mm— m——

b
Exit the small room and find
this panel on the wall. Scan it
to access the nearby elevator
controls. Interact with the elevator
switch, then ride the elevator to
the next level to reach the Hub
Access corridor.

A pirate and two Crawltanks
occupy this shaft of the Hub
Access corridor. Finish them off,
then jump across the gap in the
perimeter walkway to continue.

b
Use your Grapple Lasso to pull the
metal barrier away from the next
door. Lock on to the door first ((2),
then whip the Nunchuk toward the
screen to attach the lasso. Once the
lasso is attached, pull back on the
Nunchuk (away from the screen) to
rip the barrier free. Move into the
Cargo Hub.
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Pass the dead Federation
Troopers in the Cargo Hub

until a line of Aeromines
appears ahead. Change into the
Morphball and roll past them.
Stay in Morphball form and roll
past another line of Aeromines
to quickly clear the room.

POLL INTO TS NEwLL ned harch.
| UOU SCCESS TO TNE CONNECTING Tube
Tube maze. using b i B85 necessary To desTroy
barrers and To d shorT ._pr_h}w-. JvouLL nesed
TO EFULLY TmE2 some Jumps and drops To avoid
E advanTage oFf The g r FLOWNGg
The sharT. LB in The Tube a JoLLy
a T TECKS. do ;-r' iITS !I1.‘_rji:'||r'|[|] EHE!_[;H.J
LLing LeFT and righT

WOU FINELLY come To The
MSSILE Expansion. orop a
bomb To boosT YourseL#
upward sor the grab.
FoLLow The Tube To The
rignT ToO ExiT and reTurn
TO ThEe cargo Hub

Move to this pile of
| debris in the Cargo
| Hub and rip away
the three loose
sheets of metal with
your Grapple Lasso,
revealing a short
tunnel. Roll through l —
| the tunnel to access e
the next branch of the Cargo Hub.

' J:H: J §ILVINNY
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After rolling through
the short tunnel,
enter Substation % f
East through the T oSNTRTA SR
doorway on the right. e g
The decking of this
U-shaped room is
electrified, so use
the perimeter tunnel A " " —
to pass. Change to Morphball form and "jump” up into this
ledge—an Energy Tank is yours!

Return to Conduit A and follow
the descending switchback
corridor. Hit this pile of debris with
a charged shot to clear a path.

Don't roll through
this passage yel.
Study the timing
of the metal panels
pushing in and out
of the wall. As soon
as the nearby panel
retracts, begin rolling
and continue moving S
until you reach the opposite side of the room. If you slow down | Watch out for the Jumpmines
you'll end up on the electrified floor. occupying this section of the

| corridor. Move slowly and scan
ahead, engaging them at a
Cenerator A distance before tha'-.ln actiulate.The?
can be destroyed with a single
hit from your beam weapon.
Remember to scan them for your
Logbook to earn a red credit.

Proceed to Conduit

A and eliminate this
lone pirate to avenge
the nearby fallen
troopers. |

| On the right side of

the corridor is a Map )
Station—shoot the Blast the door ahead with a

doar with a missile missile to enter Cargo Dock A,

to access it. The Map | Two Pirate Militia and two Pirate
Station reveals the Troopers await you on this

rest of the reoms in platform. Use the crates for cover
this facility. Scan the during this firefight, ducking in
terminals in the same | @nd oul to return fire. Try to scan

room to download the lore entries on Hunter Gandrayda and the Pirate Troopers before killing
Hunter Ghor. | them to earn a red credit.
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Midway through the firefight,

a Space Pirate ATC arrives,
dropping off two Shield Pirate
Militia. Scan one, then engage.
Shield Pirate Militia are equipped
with shields capable of repelling
your weapons. Rip the shield
away with your Grapple Lasso
first, then shoot the pirate.
Without their shields, these
enemies are easy to take out,

| }’::‘ , "\
2 Vs

Once all the pirates are down,
two Aerotroopers appear. Lock
on to these flying enemies and
use missiles and your energy
beam to knock them out of the
sky. Aerotroopers can withstand
serious damage, so keep up the
fight while strafing to avoid their
attacks,

| Enter Generator A

MNext, shoot down

the Space Pirate
ATC.This transport is
armored, but it has a
weak spot on the very
front. Aim for the red
grill to inflict damage
while dodging the
ATC's attacks.

e

—

Four more Space
Pirate ATCs approach,
but Hunter Rundas
comes to your
rescue, destroying

all four transports
with an ice attack.
Rundas reports that
he's heading for

Generamr B while you activate Generator A. He also mentions
that the Federation is now allowing all hunters to use ship

command devices.

L,

When
Rundas
leaves,
activate your
command
visor and
order your
ship to land
in the center
of Cargo
Dock A. This

unlocks this landing site, allowing you to return here later. As
your ship lands, the door to the Generator A Access corridor is
opened. Save your game before proceeding.

Access and engage
the four Crawltanks
inside. You must
perform a space jump
to clear a high ledge
midway through this
corridor. Simply tap

& twice to perform
this jJump.

ETRON
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This door is covered
by a blast shield,
equipped with an odd
locking mechanism.
Shoot the yellow light
on the top first, then
hit the purple light to
the left. Finally, shoot
the blue light on

the right to unlatch the blast shield. Once unlatched, the shield
can be pulled free with your Grapple Lasso, and you can enter
Generator A,

| - —_
Jump back to the central platform
and move to this control panel
near the room’s door. Interact
with the hand-shaped switch to
activate the Plasma Generator.

Enter Generator A Although Generator A is back
and move out onto online, you must get power up to
the center platform. the other generators quickly —the
Several Jolly Roger pirates have aimed a massive
Drones appear. asteroid at the planet, only
Circle-strafe around minutes away from impact. The

cannon can destroy it, but you'll
nead to restore power to the other
generators first.

the platform while
shooting down the
drones—be sure to
scan one, 100.

Destroy all the Jolly
Roger Drones to
lower the energy |
barrier blocking
access to the Plasma
Generator’s manual

override controls. Return to Cargo Dock A,
Jump over to the eliminating the Crawltanks in
control’s platform Generator A Access along the

_ : and interact with the | way. At the Cargo Dock, a lone
switch. This lowers the Plasma Generator back in place, ready Federation PED Marine holds

for activation. : g off several pirates, aided by his

/ Phazon-enabled suit. Scan him
/ -

before returning to your ship and
saving.

Carefully advance up the ramps
in Conduit A, watching for
Crawlmines. In Substation East,
roll through the same narrow
tunnel, timing the metal panels
! before moving out.

| F o 0 el NI ™ol
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qﬁm Cerneratar C
) Help the PED

In conduiT A. 8 PEd Marines in the

marineg s busy sghTing Maintenance Station
ofF 8 shieLd mirate take out the two
""“1‘“"' The ‘:""Td pirates at the end of
:'Ir?: -:: Egzi?‘u:h:r;'_'l.r! this corridor. A white
berore The pEg marine gn-:}::hrjwav nsr';nr.a::dt
KILLS him. If you mSs : -5 c.:.:rn aF, o
your chance. you can zﬁ't"“c:;; ::::5:1:
aLways scan a shierd

l:lr‘;'; Trooper Larver. _J Ice Missile upgrade. Instead, continue to Conduit C.

_‘1] Advance through
- Conduit C, engaging
Crawlmines and
Jolly Roger Drones.
At the end of the
walkway, locatle
this tunnel opening
and roll through in
Jﬂ Morphball form.

b -

Return to the central hall of the |

Cargo Hub. A cutscene shows Continue to Cargo
Hunter Ghor fighting off a | Dock C, approaching
Berserker Lord. Ghor tells you to | this hatch. Change
head for Generator C. He'll hold to Morphball form
back and defend this area. again and drop a
bomb to clear the
hatch and enter the
adjoining tube.

Roll through the tube
until Meta Ridley
attacks, stopping
your progress. Roll

back and forth to
Shoot the four cable locks avoid Meta Ridley's
surrounding this blast shield, then | attacks, dropping
yank it free with your Grapple bombs as he tries to
Lasso to enter the Maintenance bite you. When Meta
Station. Ridley takes damage

from one of your

| bombs, he lifts his
right foot, allowing
you to roll free. He
attacks one more
time while you're

| in the tube. Use

| the same tactic to
escape, This isn't the ~—

last you'll see of Meta Ridley. —

P A ® 3

\tlIIIrTIlI

“wr
L Fim | M M IMa™ e sl



r
0 S

2/

L
wou earn @ goud crediT ¢ You Can escape

The cargo dock c Tube wrhout geTTing hit or
L Touching meta riduey. J
S -

q# - . o

T Upon exiting the i
tube, continue to the
Generator C Access
corridor, fighting off = . il |
Crawltanks along the i ‘ & "
way. Before entering : : 1= o
Generator C, stop off ‘ ' EUo. B/ “' f
~ f at the Save Station ~— ' .2
off this corridor—you = Move back toward the door and
want full health before facing off against Meta Ridley again. turn right to locate this tube. Roll
inside and maneuver through the
| tube to locate three bomb slots.
| Drop a bomb to reach each slot,
then drop another bomb inside.
This connects three pieces of track
| above.

LY
18
! L . - I'l -
Unlock the door to Generator C and enter. In a culscene, 3 "{:—r l\l___.
Gandrayda clears the room of all pirates, leaving you to get the / =

generator back online,

As in Generator A,
start off by inter-
acting with the
manual override
switch on the far
side of the room.
However, this isn't
enough to get this
generator rolling.

. ' © »

| Once you've dropped a bomb in

| each slot, continue through the

| tube to access the track running
above the room, It leads to

| another tube, eventually dropping
you inta another bomb slot. Drop
a bomb inside the slot to prime

| the Plasma Generator.

-
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Soon after Samus emerges from
the bomb slot high atop the
Plasma Generator, Meta Ridley
swoops down from the ceiling,
knocking Samus off her perch, and
causing the two to plummet down
into the deep Generator Shaft.

80sSs 8ATTLE:
META RIDLEY

While falling down the Generator
Shaft you have very little control.
However, you can still maneuver
somewhat around the shaft.
Circle around the perimeter of the
shaft to evade Meta Ridley's fiery
attacks. You can also shoot the
incoming debris flying loose from
the shaft's walls,

g‘» TP '

oon*T FOrQET TO Scan

meTa iduey To Earn a

red crediT. IT'S EASIEST

ear.y on n the sght

when you're separaTted
L by some disTance.

¥
1 ¥ =

J

i you're falling down
| the shaft side by side.

As you

get closer

to Meta
Ridley, stay
clear of his
attacks while
aiming at his
mouth—this
is one of his
weak spots.
Try to land
some charged shots or missile hits to inflict some real damage.

—

Your best oppor-
tunity to weaken
Meta Ridley is when

During these close-
quarter sequences
it's much easier

to retaliate with
missiles and charged shots. Target Ridley's mouth to prevent
him from initiating his fire attack. But watch out for his claws,
too. Red orbs glow on his feet when he's about to strike. Shoot
these spots to halt his attack and reduce his health bar.

t‘;"‘—\
@fmﬂm‘-- ~]

HNOTICE TNE Orange meTer reading ar vhe borTom
of the screen. This ndicates how #ar you are
#rom ThE DoOTTOm DF ThEe GEneraror shaeT. vou
MUST KILL mETa pidley berore you reach the
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Maintain an o~
aggressive posture
throughout the
battle and don't be
afraid to use your
missiles —even if
yvou don’t have a
clear shot. Once
Meta Ridley’s health
meter is depleted,

a cutscene shows
Samus delivering
the fatal blow.
Samus is saved

from the shaft by
Rundas and returned
to Generator C.
Rundas reports that
Generator B is now
online—=it's up to you
to restore power 1o Generator C.

Retrace your steps back toward the
Cargo Hub. The path is infested with
Jolly Roger Drones, Crawitanks,
Aeromines, and various space
pirates. Keep moving while returning
fire, and don't get bogged down in
lengthy firefights.

| At the Cargo Hub, turn right and
roll through the small tunnel
(through the debris) to access this
| blast door leading to the Tower
| Elevator. The green monitors
Following Rundas’s | ©n the door indicate that all
departure, walk over | 9enerators are online. Interact
to Generator C's with the hand-shaped switch to
control panel and open the door. Run ahead to the
activate the Plasma next doorway to enter the eleva-
Generator by inter- tor—Rundas, Gandrayda, and
acting with the hand- Ghor are already waiting inside.
b " oh - shaped switch. Now =
lL : e —» Y that the facility’s
power 15 restored, you must make it to the Control Tower and
fire the defense cannon at the incoming meteor.

=t
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As all the hunters rush to the
cannon's controls, Dark Samus
attacks, using a mysterious

| energy blast, rendering Rundas,
Gandrayda, Ghor, and Samus
unconscious.

]
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Samus regains cOnsciousness
one month later, aboard the
GFS Olympus. A disturbing
suit reading lists her status as
corrupted. The Female Fleet
Trooper fills Samus in on the
details, telling her that all the
hunters were found on Norion
unconscious. Even stranger,
all the hunters’ bodies (Samus
included) are now capable of
generating Phazon, a powerful
and somewhat mysterious energy
SOUrce.
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Incapable of deter-
mining the cause of
the self-generating
Phazon, Galactic
Federation scientists
outfitted all the
hunters with Phazon
Enhancement
Devices, allowing
them to harness the
powerful energy coursing through their bodies.
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The PED can be
activated by entering
Hypermode — press
and hold down =,
When ordered, enter
Hypermode and
shoot all the panels
making up this
rotating orb. Notice
how the meter at the
top of the screen depletes with each shot. This indicates how much
Phazon is left in the PED. So make each shot count. Destroy all the
panels to advance,

;.
I:M'"- ,‘_I:
\..I‘ n
HUpErmOdE rEQUIrES ONE SULL ENErgy Tank To be
mJeCcTed NTo Ssamus*s body. SO aLways momTor

your hea,th sTaTus bEFOrEe ENTEMNG Hypermode 1
L A

Following your PED
test run, the Female
Fleet Trooper tells

[ —

P e
%

el bl you Aurora Unit 242
| L LB ﬂ l needs to see you in
o ( 'j the Aurora Chamber.
g ﬂ 73 4 Before leaving
'ﬁ T——— @« || MedLab Delta, scan
‘l‘:____._ e - u..“'.gE.' the two consoles

on the right side of
the room to download lore entries for the Phazon Enhancement
Device and Phazon to earn two blue credits.

Thera's nothing
more in the
Olympus for you

to investigate, so
head straight for the
Aurora Chamber,
Follow the Gunnery
Station to Command

Lift B, then advance
through the Lift
Access corridor to reach the Flag Bridge.

“oyTe
“0

° IFf You wanT, You can save your game aTt The save
sTaTmion in The LT Rccess beFore heading £or

Lrhe Aurora chamber.

Fim I Mewea” WM™ o sl

In the Flag Bridge, approach

the trooper guarding this door

on the upper level. The corridor
beyond leads to the Aurora
Chamber—speak with the trooper
to get clearance.

: Take the lift up to the Aurora

Chamber and interact with this
| console inside to speak with the

| Aurora Unit. Aurora Unit 242

is one of many organic super-
computers used by the Galactic
Federation.

@ =

| e . |
once you enter the
Aurora chamber.
There's Nno way To
FETUrn 7o The oLyumpus.
S0 maxke sure Jou

earn aLL your credits
before Leaving. You can
TraveL, Throughour The
ship TO maxke any scans
YOuU MSSEd earuier

)
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After the briefing
with Aurora Unit

[ e ——d 242, Samus goes

b - —*& ' straight to her ship
During the space pirate attack on and leaves the
MNorion, simultaneous attacks were = Olympus. When
also staged on the nearby planets  you gain control of
of Bryyo and Elysia. Aurora Units Samus's ship, set

on these planets were infected a course for the
with a virus. Rundas and Ghor Cliffside Airdock on
were sant to Bryyo and Elysia Bryyo.

respectively to vaccinate the

Aurora Units, while Gandrayda

was sent to the Pirate Homeworld
to investigate. However, all ‘

contact with the other hunters

was lost seven days ago. It's up to

Samus to finish the job, starting | 'C_ |

off at Bryyo. . T

YOU Can Trave. To ELysia beFore going To

Bryyo. bur you won*t have Tthe appropriaTte suT
w.lll To make much progress. J
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Restore Satellite Uplink

Soon after you arrive
at Docking Hub
Alpha, Aurora Unit
242 reports that the
planet’s Leviathan
Seed is protected

by an energy shield,
The shield must be
deactivated before
any attempts are
made against the Seed.To gain more information, Aurora Unit
242 orders you to activate the satellite uplink of an abandoned
Federation vessel on the planet’s surface.

=

Proceed through the
adjoining Gateway Hall
and scan one of the
flying Gragnols to earn
a red credit. Although
small, Gragnols can

be dangerous in large
groups. Pick them

off one by one to clear
a path.

Upon entering the
Gateway, note this
door on the right side
of the area. It is locked
by two seals—one
green and one
orange. These seals
are attached to bomb
slots high above this
area, accessible by
Morphball tunnels.

First you
need to
unlock the
orange seal.
From the
Gateway
entrance, turn
left and space
jump over to
the nearby
platform.
Jump onto the nearby platforms and move through the open
doorway with the orange seal on the floor.

Vi Ml W d ™ o e s f iR

In the adjoining corridor, turn left
and hop up onto the low portion of
the ledge. Turn right to return to the
main Gateway area, setting your
sights on the platform connected to
the locked door. Space jump across
the gap toward the door.

T
At the locked door, turn right and
locate the next raised platform.
Jump onto it, then turn to the center
of the area and space jump toward
the large central platform on the
side of the solar energy collector.

Roll into the solar energy
collector and follow the adjoining
Morphball tunnel to the bomb
slot. Drop a bomb in the slot to
energize the system and unlock
the orange seal. This also lowers
some platforms, providing access

| to the upper level of the solar

energy collector, allowing you to

I unlock the green seal.



MNavigate

QOEEREN | -

unLocking The orange your way &
SEaL cCauses some toward the Br
shazon mightharbs To now opened

enTer The area. scan

one £or a red credir. | :::‘.:’:::‘;’;0 \‘
then bLasT Them guT ith W
of The sky. ¢ you ;:om e -

ignore them. they may | orphball .
INTErFEre mTh your | tunnel—don’t

SpECE JumpSs. ' :.r:?;';;ita:t“

blocks the tunnel’s right side. Use your Grapple Lasso to pull it
out of the tunnel to clear a path—it takes three pulls from the
lasso to dislodge the object.

Enter the Morphball
tunnel (with a bomb)
and take the right
passage first. At the
exit, change out of
Morphball form to
scan and engage a

Mow for the green seal. Return
to the dark corridor behind the
open orange doorway and climb I

the adjoining ledge to return Ef:;if]:ftrfggfft 0
to the main Gateway area. This Reliquary Il. Hold back and fire away as the Hoppers approach.

time turn right (toward the solar Be prepared to sidestep as they jump toward you.
energy collector) to spot the

new platforms. Hop across each
platform till you can reach the
upper level of the solar energy
collector.

ﬁT‘F
Fdt- 4
“ W Finish off the

£ Hoppers, then

— enter Reliquary Il
o é to grab an Energy
: /{\ ﬁ Tank. Before leaving

—

—» ) Reliquary ll, scan and
==y grapple the panel at
the back of the room
to reveal another lore
entry (Golden Age).
Scan it, then return to
the Morphball tunnel.

Enter the tunnel at the top of the
solar energy collector and drop

a bomb in the slot to unlock the
green seal on the door. A few Gel
Puffers appear once the locked

door is opened —scan them before ——
shooting them down. ————— - __"-"-'--5
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Crand Cowure

In the Morphball
tunnel, roll past the
Gateway entrance
point and continue
rolling left, toward
the Grand Court Path.
Blast through the
missile door in the
Grand Court Path to
proceed to the next

These vines block
your way in the
Grand Court Path.
Enter Hypermode and
blast all four Phazon
nodules to destroy
the vines. Bayond the
vines are a couple

of Hoppers. Stay in
Hypermode to quickly
dispatch them.

—

e
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section. Be sure to scan a Shelbug along the way.

Continue to the Grand
Court, dropping to the
floor near the fallen
Golem statue. As you
reach the ground,
three Reptilicus
Hunters appear. Scan
one for your Logbook,
then go to work.

‘_..--""-A..
Reptilicus Hunters are capable of
cloaking, so they can disappear
and reappear in a new spot. This
makes for a challenging fight.
They're also quite durable, so
try to hit them with missiles or
charged shots to inflict heavy

r.

g 227
8L
-

| damage. Strafe around the

perimeter of the Grand Court's
floor to keep your distance—if you
get too close, they may attack with
an electrified whip. Take on one
Reptilicus Hunter at a time till all
three are down for the count.

p—
When all three Reptilicus Hunters
are dead, move to theT inter-
section at the back of the Grand
Court. Turn right to head to the
Hillside Vista,




[T - ]

| Hiside vVista

Lare: Age of

Science

Watch out for
the Gragnols
as you enter
Hillside Vista.
Finish them
off, then
approach this
chasm.The
span is too
far to jump,
and you don't
possess the Grapple Swing yet so you can't use the Grapple
Swing Point, shown as a yellow diamond. You need to find
another way across. Look at the vine-covered wall to the left to
spot a Morphball tunnel. This is your path to the other side.

Som=

aerfore enTering The morphbacL Tunnec. scan
The snartcher and xorba creaTures aLong the
WALL TO Earn a coupLe of red crediTs. oOu can'T
enTer scan mode whiLe n morphbaL. #orm

.

| Back away

| from the
chasm and
look for this
cracked piece
of rock in

the nearby

| wall—it's
easy to spot
in scan mode,
Blast an -—
opening in the rock with a Morphball bomb and roll inside the
adjoining tunnel.

Inside the tunnel, the
ledge above is too
high to reach. Roll
toward the Korba
creatures emerging
from a crack in the
wall. As you get close
to them, they attach
to you, lifting your
Morphball upward like a balloon. Use the Korbas to reach the
high ledge, using a bomb to halt your ascent. Inside the upper
| portion of the tunnel is a Missile Expansion. Grab it and bomb
your way up and out of the tunnel.

| METROW
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At the tunnel exit,
scan this panel, then
tear it away using

the Grapple Lasso

to reveal a statue
containing fuel gel.
Shoot the yellow
circle to ignite the fuel
gel and destroy the

Swing from one point to the next

statue, clearing a path to reach the opposite side of the
to Reliquary |. room. Release (@ to let go of
one Grapple Swing Point, then

Enter Reliquary | to . quickly tap (D again to attach your
attain the Grapple . Grapple Swing to the next point.
Swing suit upgrade.  If you fall, enter the Grand Count
This allows you to use = Side passage and try again.
Grapple Swing Points = It's also possible to get through
to cross wide spans | by grappling the two panels on

Tarzan-style. Now you | the far right.
can reach the GFS
Theseus and activate
the satellite uplink.

LOFS Thesews

" Return to

:rﬂis':?: :Lﬁtla You must ascend this tall ledge
your new to exit the Grand Court. Using
Grapple your Grapple Lasso, pull these
Swing. Start eight loose panels free to reveal
off by locking a Morphball tunnel. Roll into

on to the the tunnel and bomb your way
Grapple upward to reach the top.

Swing Point

above the

chasm. As with the Grapple Lasso, whip the Nunchuk toward
the screen to extend the Grapple Swing. You'll immediately
swing across the gap—release (X to let go at the right moment.

Once on the other side
of Hillside Vista, return
to the Grand Court
and enter the side
passage next to the
fallen Golem statue.
Follow the passage

till you reach this high
platform overlooking
the Grand Court. Above the court are three Grapple Swing
Points.

Continue through the Grand Court
Path on your way to the Gateway.
Along the way you encounter

a lone Reptilicus. Scan the new
creature, then quickly dispatch it
with a few charged shots. There's
little room to maneuver in this
tight passage, so finish it off fast.

' y 2 L il =l a4 Fl 1 ]



Immediately
switch out of
Marphball
form to scan
and engage
an Atomic
Corporeal

Energy
Use the Morphball tunnel to sphere.

return to the Gateway. At this :
ledge, turn east and locate the Dodge e
Grapple Lasso Point. Use the
Grapple Lasso to yank this
platform down, creating a spot

 explosive
charges while circle-strafing around it.

for you to jump across. If you're Once the interior is
quick, you can get out of the area safe, focus on this
before the Reptilicus creatures panel held in place by
approach. two security clamps.

' Shoot both of the
clamps to lower the
panel.

Next, restore power

to the vessel by using
your Grapple Lasso on
these four power rods,
pulling each rod into
place.

e
Move through the darkened
corridor behind the Gateway area
and pass through the doorway
(on the upper ledge) to enter the
Crash Site. The GFS Theseus lies
directly ahead. Use the Grapple
Swing to cross the gap.

With power restored,
the satellite uplink is
ready. Simply interact
with this switch to
establish the uplink.
The maps for all
remaining areas in
Bryyo automatically
download to your
Logbook, opening
two new docking
sites. Aurora Unit
242 immediately
recognizes two key
ENergy sources on
the planet that are
linked to the shield
protecting the
Leviathan Seed. Your
new objective is to destroy these two energy signatures.

LTE T RO

COERUPTION

Locate this Morphball tunnel at
the base of the vessel—some
debris blocks the entrance. Drop
a bomb to clear a path, then

roll inside the tunnel to gain
entry. Advance through the side-
scrolling sequence till you are
inside a room in the Theseus,

e e nr A 4 Rl L )]
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Retrace your
steps back to
the Cliffside
Airdock—it's
time to leave
this area for
now. Once
again, you
encounter
several
Reptilicus
creatures in the Gateway area. Fight or simply ignore them,

In the
Gateway

Hall use your
Grapple
Lasso to

pull free this
lower block,
creating a
step so you
can reach the
high ledge

~ above.

Fim [ Mewsab M IMa ™ol

Farther down the Gateway Hall,

. your path to the Cliffside Airdock

is blocked by a large blast shield
covering the door. Suddenly,
Alpha Hoppers appear —thay
may appear in groups of two,
three, or five at a time. These
creaturas spit venom, so be ready
to dodge their attacks. Your Power
Beam does very little damage

to these creatures, so switch to
Hypermode to finish them off
quickly. Once all three Alpha
Hoppers are dead, the blast shield
over the Cliffside Airdock door
lifts, allowing you to pass.

Proceed to your Gunship and save
your game. Once you're ready to
take off, set a course for the newly
revealed Fiery Airdock.
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INMvestigate Eastern Energy
Signature

Imperial Hal
Mow that the
two energy
signatures
:1:“: Ebeen ‘:"U Upon entering the Main Lift, pull
st fil:‘ld this panel down with your Grapple
R Lasso to find a lore entry (Age of
A r’;\r St Schism). Scan the image into your
starting with Logbook to earn a blue credit.
the signature = -
near the Fiery ]
Airdock. Begin your journey by heading south, into the Imperial Hall, .
In the Imperial Hall, p
two large rotating
discs block your way. af e -

Hit the gel spouts

with a charged shot
to ignite the fuel gel.
. The thrust provided

Locate the Morphball tunnel in
the Main Lift and roll through to
enter this cavern. Once again, use
/by the lit fuel gel the Korba creatures to raise your
provides just enough Maorphball up onto the nearest
momentum to rotate ledge to the left.

the discs out of your way. Follow the corridor into the Gel
RE“I"IEW Sitﬂ'. Maim LT MM ==ile

Expansian
Cel Resnery Site

Several Reptilicus
creatures occupy
the Gel Refinery
Site. Deal with them
quickly by switching
into Hypermode and
dousing them with
lethal amounts of
Phazon.

When the fight is over,
move 1o the room’s
south side and locate
these two parallel gel
spots—ignite each
with a charged shot.
The spouts rotate and
reveal a new platform.
Hop onto this
platform, then jump
across to the nearby doorway leading into the Main Lift.




At the end of the lower Mnrphball
tunnel, enter the lift straight ahead
and throw the switch using your
Grapple Lasso.

Corrupted Pool

g —
"--.‘__-__..._ .T'I'
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Blast through the Missile Door
leading into the Corrupted Pool
and be prepared to face off
against some Hoppers waiting on
the other side.

I —

When you come to this Phazon
growth in the Corrupted Pool
corridor, activate Hypermode and

begin shooting the round nodules.

—

4" ] \ 1 Once you've

But something goes
wrong with the
PED, causing it to
overload. Quickly
discharge as much
Phazon as possible
| by rapidly pressing
) @, If you don't vent
the Phazon quickly,
| yvou'll die! Aurora
Unit 242 reports in
after the malfunction
and downloads the
diagnostics off your
suit to determine
what happened.

ECTIVETEL.
eLs cumb
TR BE-
on ThE ehazon
FIT QETE CLOSE
1 by discharging
re juces The shazon
PEd From overLoading. auT
ELSE yourLL dram The
. ) Hypermode. nsTead.
"'h 2z0Nn LeverLs somewhere n the
LE COrrupTed you cannaT
IFrESSING *. ThEe onLy may 7o exiT
yending aLL your shazon or by
2s seconds

recovered from the
overload scare, swing
across this gap with
your Grapple Swing,
then proceed into the
Gel Processing Site,

S PIETROW
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Cel Processing Site

As you enter the
Gel Processing

Site, Rundas can be
seen on one of the
upper ledges during
a cutscene. But he
soon disappears as
three Warp Hounds

-— — ' materialize on the
==Y room's floor. Scan
one of the Warp
Hounds first to
attain a red credit.
E MNext, go to work
on them. Warp Jump to the raised platform in the
Hounds are very center of the room and locate two
tough creatures, so Grapple Lasso Points on opposite
consider activating sides of the shaft—each marked
infe i Hypermode to by a green orb. Use your Grapple
finish them off quickly. Just keep your Phazon levels within Lasso to pull each of these
safe parameters during the engagement. If you're accurate, implements into place.
- you can eliminate all three Warp Hounds with one Hypermode
\.} activation,

) When the fight is over,
approach this console
on the room’s far side.
To advance through
this area, you must
reach an upperlevel
walkway by raising
the central platform.
Start by shooting the
fuel gel spouts on the
side of this console
with charged shots.
Once both spouts are
ignited, a bomb slot
opens in the center

of the console. Enter . - . :
the bomnib slotin Cross this beam and jump over

Morphball form, then : into the next room. ﬂ:t the center
of two fuel channels is a pump
attached to the wall. Interact with
the pump by pushing the Wii
Remote back and forth, toward

ﬁ\ﬁm | and way from the screen. Repeat
Ny -

drop a bomb inside
the slot to raise the central platform up one level,

this four times to get the fuel gel

scan The sery Fresco 1{‘ flowing.

behind The consoLe in

| . T
The GEL ProcessiIng siTe %[! q__
To downLoad a Lore B al, P e
!:f —
_‘."_,. -

enTry [Age of warl]
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Back away from the wall and aim
up at one of the streams of fuel
gel. Power up a charged shot and
shoot the source of the fuel gel
(aim high) to ignite it, causing

the implement inside the shaft to
rotate. Ignite the second stream of
fuel gel in the same fashion.

This opens a Morphball tunnel at
the base of the wall, beside the
fuel pump. Roll into the Morphball
tunnel and follow it back toward
the main shaft and into the room
on the opposite side.

Here you'll find another fuel gel
console, identical to the one you
used earlier. Shoot the two spouts
of fuel gel with a charged shot,
then enter the bomb slot to raise

- s I
- T
- =

| &

| l:l'l'rl'llu.l'l:l'u.l-tru"rl'-un_l_.

' on the side of the

the central platform another level. |

-

,\:@E

when the pLarform 1s
raised To iTs secand
LEvEL. GragnoL ADULTS
appear in The cEL
ProCESSING SITE. SCan
one foOr Your Logboow.
These creaTures are
ESSIEST TO KiLL wiTh Your GrappLe Lasso. simpLy
arrach your Lasso To one's TalL and puLL back

Return to the center
platform and look
for a green plug

shaft—you can pull it
off with your Grapple
Lasso. Once the plug
is removed, fuel gel
pours out. Hit the

gel with a charged
shot to ignite it.
Suddenly, a second,
parallel stream of
fuel gel pours out

of the wall —shoot

it too. Igniting both
streams of fuel

gel sets off a chain
reaction, destroying
obstructions in a Morphball tunnel lining the shaft's upper
perimeter.

Bpme

gEfore enTering the morphbace Tunne.. scan It
for phazon pLbugs-you can*t scan Them once
you enter the Tunne.. These creatures nhabir
TunneLs and can be destroyed with morphbac.

(-
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}the routine. Hit both

From the central
platform, space jump
over to this alcove to
find the Morphball
tunnel entrance.
Switch to Morphball
form and drop a bomb
to reach the opening.

In the tunnel, watch
out for Phazon
Pillbugs and flame
jets. The Phazon
Pillbugs can either

be avoided or be
destroyed with
Morphball bombs, but
you'll need to work -— : —
your way around and past the flame jets.

—

The Morphball tunnel
empties into a room
with another fuel gel
console —you know

spouts with a charged
shot, then drop a
bomb in the bomb slot
to raise the platform
another level. You can now reach the exit.

Before jumping

back to the central
platform, engage

the newly released
batch of Gel Puffers.
Finish themn off before
attempting any jumps.
Otherwise they can
throw you off course,
potentially causing you to fall all the way down the shaft.

Space jump over to
the central platform
and locate this green
ledge above.This is
called a Grab Ledge.
Simply space jump
toward it and Samus o
will pull herself up. | M‘f
Enter the door at the — —
top of the ledge 1o access the Gel Hall.

Vi M/l WM™ ol sl

Watch your step as you enter

the Gel Hall—a massive pool

of lethal fuel gel fills the room's
floor. Stand on the entry perch
and engage the Gel Puffers before
making any crossing attempts.

-
MNext, study the Golem head
carving spinning about the room’s
ceiling spewing fuel gel from its
mouth. As the head passes the
fuel line on the left side of the

room, hit the stream of fuel witha

charged shot. The resulting geyser
of flame cuts through the fuel line
and releases a platform, which
lands in the center of the room
with a Missile Expansion on top.

Space jump over to the new
platform and grab the Missile
Expansion. From here it's just
one mMore space jump over to the
next perch, which leads to Save
Station A.




o —
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Replenish your energy and save
your game at Save Station A. A
boss battle is right around the
corner, 5o this is a good oppor-
tunity to fill your energy tanks and
stock up on missiles.

Three Hoppers wait for you in the
adjoining Cavern Entry. Strafe left
and right to avoid their spitting
attacks while returning fire.
Advance through this corridor to
reach the Gel Cavern.

h
In the Gel Cavern you must hop
across three pools of fuel gel
while engaging a few pesky
Gragnols. Streams of fuel gel pour
into each pool from the ceiling at
regular intervals. Time the streams
of fuel gel and jump across
when there's an opening. Avoid

shooting the streams of fuel gel as |

the resulting explosion will inflict
damage.

& warei]

. the shortocur ofe The side branch of The
seL cavern can oncy be used once you have
ICE mssiLes. The shorTtcur Leads back To The

Lmr-.:..

Cross the
Gel Cavern

' to reach
the Temple
Access
corridor,
This narrow
elliptical
passageway

| is lined with
Gelbugs,
small insect-like creatures filled with highly volatile fuel gel.
Slowly work your way through this passage shooting Gelbugs
as you go—be sure to scan one for your Logbook.

As you enter the
Temple of Bryyo, a
space pirate vessel
can be seen flying
above. Jump out of
the way as several
incoming energy
blasts strike the
temple floor.

Following the brief
bombardment, a
Space Pirate ATC
drops off a few
Armored Pirate
Troopers. lgnore the
ATC and go after the
pirates, scanning one
first for your Logbook.
Armored Pirate Troopers are equipped with heavy body armor.
Use missiles to knock off their armor first, then hit them with
your beam weapon to finish them off. Hunt down all the pirates
on the floor to advance,

TS
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o
iypermode 1S LSO VEry BFFECTIVE agansTt armored
hrears. bu This NsTance. reserve your
ENErgy Tanks foOr The mpending boss baTTLe
L 4
After I :
er yoL Rundas frequently flies around

kill all the
pirates, more
Space Pirate

the room on a self-generated ice
slide. Try to keep an eye on him at
all times as he zooms around the

ATCs fill the room. Don’t bother shooting him
sky above, during these sequences as you're
dropping off unlikely to cause any damage.
more pirates

to stop you.

Rundas

arrives in the
nick of time, encasing all the pirates in thick layers of ice. But
there’s something different about Rundas —stay on your guard.

80OSS BATTLE: RUNDAS r

e | —
W L — : Low on heaLth or
/ 'T ) N o — — ___.-» T: Snpn after Rundas’s mssiLess garch eor
£ o h""—;—'i— arrival, he attacks ' pundas's iIce cube
a{! o SRR & | Samus without ' aTTack. He'LL sTand
ig E saying a word. As aTop one of The ice
= . you regain control, piLars and Launch a
immediately scan seres of ice cubes aT
e e e Rundas to discover you. shooT The cubes
! o J, his weakness. Rundas berore They mpacT:
e =F& is protected by ice mosT contamn heaLth
armor, making him invulnerable to any of your weapons. But power-ups and mssiLEs.
you can tear away his armor once he's stunned. L _,J
= =
‘T ; ? Spend the first few

moments of the -

battle familiarizing '

yourself with Rundas's |

antacks—and avoiding

them. If he manages

i to freeze you with one

ll = ‘E of thase shotgun-like
S ice attacks, repeatedly

press X to break free. Watch for these attacks in the future and

be ready to space jump laterally.

Wait till Rundas is on the ground,
then hit him with missiles and
charged shots in an attempt to
stun him. Once he's stunned, a
Grapple Lasso icon appears on his

| armor. Use your Grapple Lasso to
rip off his ice armor. Remember,
you must be fairly close to use the
Grapple Lasso.




When Rundas's armor is removed,
he's vulnerable to all your attacks.
But he won't be an easy target.

He tries to run away and hide
behind one of the many ice pillars.
Stay on his tail and activate
Hypermode. Hit him with as many
Phazon blasts as possible before
he regenerates his ice armor.

As with any hostile creature,
Hypermode is by far the quickest
way to finish off Rundas.

—

>
As Rundas takes more damage,
his attacks become more
elaborate and desperate. Watch
out when he hops on one of the
ice pillars and begins swinging
around a large ice club. After a
few swings, he'll hurl the giant
chunk of ice at you and there's
vary little you can do to avoid it.
However, if you shoot at his grip
on the club early on (before the
release), you can make him drop
the ice.

' Keep up the

pressure on Rundas
by stunning him,
removing his armor,
then hitting him hard
with Hypermode
attacks till he falls.
Rundas’s body myste-
riously disappears,
accompanied

by a dark cloud
resembling Dark
Samus. It's unclear
what made Rundas
turn, but it's obvious
that Dark Samus
had something to do
with it.

After
defeating
Rundas, pick
up the lce
Missile suit
upgrade. Ice
Missiles can
be used to
open new
areas as well
as to freeze
enemies and fuel gel.

Energy signaTure yeT—youLl need To upgrade

‘pundas baTTLe. you can return To the Fery
Amrdock and proceed direcTLy back To the

| mrdock To begin your search #or the

)
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At the center of the
temple, a lift hologram
appears. Stand next to
the rotating hologram
to ride the lift down to
the Temple Reservoir.

Fuel gel fills the
floor of the Temple
Reservoir. Fire an

Ice Missile into the
gel to create a small
temporary island.
Jump over to it and
create another island
with a second Ilce
Missile farther down the corridor to reach the room’s exit.

'-\,0‘ '

zn The TempLe My —

GENEraTor. TAKE some e 4__:?-?_:-\ =

Tme To scan The scorch  — 'i" l‘,.ﬂ.a}
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In the adjoining
Temple Hall, locate
this pump on the right
side of the passage
and interact with it to
get three streams of
fuel gel pouring out of
the nearby wall.

Shoot the closest stream
of fuel gel with an lce
Missile to temporarily
freeze it, creating a solid
platform. Jump over

to the frozen platform
and shoot the next fuel
gel stream with an lce
Missile. Repeat the
process till you reach the far side of the hall. Move through this area
quickly because the fuel gel streams won't stay frozen for long.

S
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Enter the Temple Generator room
and interact with this console. It
reports that the shield generator
is online, While you're here, turn
to the right and scan the lore entry
{Downfall).

Move to this large window
overlooking the shield generator.
Bring up the Command Visor

and order your Gunship to attack
it. Unfortunately, your Gunship
doesn’t have adequate armament
yet. Backtrack to Cliffside to
upgrade your ship.




Gel Purifi-
cation leads
directly to
the upper
level of the
Gel Refinery
Site, putting
you within

a few steps
of another
Retrace your steps back toward l 3 Missile

the Fiery Airdock, but watch for E:-Epansnun.'!'u rn right and use your Grapple Lasso to pull down
a couple of pickups along the . this loose pipe. Once a path is clear, grab the Missile Expansion
way. In the Gel Hall, use your lce  2nd drop to the floor. In the meantime, Aurora Unit 242 reports
Missiles to create islands in the . In, giving you the coordinates of a Federation landing site

fuel gel. Turn down the hall on the ~ YNere you can get your ship upgraded.

right to grab a Missile Expansion.

Proceed
through the
Imperial Hall
on your way
to the Fiery
Airdock. In
the Hall, look
for three
Use more Ice Missiles to cross the Bryyonian
Gel Hall, toward the Ice Missile Shriskhats.
door. Hit the door with an lce They're often
Missile to access the Gel Purifi- too fast to scan, so try to hit one with an lce Missile, then scan it.
cation Site.
f & Y your Gunship
y A -‘*‘j |') 213 on the Fiery
. # e ; Airdock and
: set a new
: 4 course for
’ Ji the Cliffside
e Airdock —you
In the Gel Purification Site, scan must access
the ceiling for the red proximity the new
switch. Shoot the first one to Federation
release a Grapple Swing Point. landing site on foot before you can set your ship down for the

Use the Grapple Swing to latch on upgrade.
to the first point, but don't let go.
While still swinging from the first
point, shoot the next proximity
switch to release another Grapple
Swing Point. Swing to the second
point and repeat the process with
the third switch to reach the far
side of the room.
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Upon
landing at
the Cliffside
Airdock,
head directl
toward the
GFSTheseu

the door at
the back of
the ship to
anter the Falls of Fire. Just as in the Temple Hall, use your Ice
Missiles to turn the streams of fuel gel into solid platforms of
ice to cross. Just watch out for the Gel Puffers floating above
the room.

Y =
{{‘} R |

wanT anoTther mssiLe
Expansion® enTer the
morphbaLL TunneL
ar the crash siTe.
berore enTering The
GFs Theseus. maneuver
through The hazardous .
TunnEL To cumb your way To The Top oF The
crash siTe and reTrieve ThE mSSILE ExXpansion.
wvourLL need To persorm @ doubLe bomb bounce
To ascend The verTica. shasT in The morphbaLc
TUNNEL

.

——
-
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Exit through

J

At the end of the hall, approach
this Bryyonian Labor Golem in
Morphball form. Hop into the
Golem's bomb slot and drop a
bomb to activate it. The Golem
acts as an elevator, dropping
down an extremely deep shaft,
allowing you to safely reach the
bottom. Shoot the Ice Missile door
at the corridor’s end to enter the
~ Hidden Court.

Hicddern Caurt

— —
A massive War Golem dominates
the center of Hidden Court, but
don’t let it distract you—eliminate
the two Warp Hounds first. Ice
Missiles are very effective against
Warp Hounds if you can score a
hit. Once they're frozen, hit the
Warp Hounds with charged shots
to blow them to pieces.

|

|

i Kill all the Warp Hounds to reveal

| a bomb slot at the base of the

| War Golem. Drop a bomb inside

‘ to open a metal grate covering
the end of the fuel line attached

| to its right ankle. Three other lines

| are attached to each of the War

I Golem's limbs,



Look for the
Marphball tunnel
near the War Golem's
left arm. Don't enter
the tunnel yet. First,
fire an lce Missile at
the flowing fuel gel
to create a temporary
ice bridge. Quickly
enter the tunnel and
cross the ice bridge
before it melts.
Follow the tunnel
upward till you
come to the fuel line
source attached to
the War Golem's left
ankle. Drop a bomb
to destroy it. Use
bombs to bypass the now flowing fuel gel on the way out of the
Morphball tunnel.

Move to the fuel line attached to
the War Golem’s right ankle and
hit it with a charged shot to ignite
the fuel gel inside. One down,
three to go.

.

To get to the fuel line, a missile

: must be launched at the wall.
Next, follow the fuel line on the
War Golem's right wrist to this
cramped alcove. Charge up a shot
and fire away to watch the fuel
line disintegrate like a lit fuse.

Return to the bomb
slot near the War
Golem’s feet and drop
a bomb inside. Once
activated the Golem
removes a large cylin-
drical block from the
— — floor, opening a new

' passage.

Ruirmed Shrine
Follow the
= new passage

e
Move to this wall opposite of the to reach
War Golem to spot a stream of the Ruined

fuel gel pouring into a small pool. | Shrine. Hold
Ignite the stream with a charged on this ledge
shot to light up the fuel line and locate
dangling nearby. This releases the | the vellow
War Golem's left arm, crystallized
- fuel gel
deposit on

the right side of the shaft. Hit it with a charged shot to set off
several secondary explosions. This lowers a loose pipe, creating
a bridge across the shaft's upper level and providing a Grapple
Swing Point you can use to reach the other side.

PETROS

CORRUPTION




Before Federatian
swinging
across, locate  —@Nding Site
this large " (il
vertical pipe
on the left
side of the
= 1 shaft. Two
> cables hold it
_/—-.f’f A\ N S S up. Destroy
.~ ' # 2 the first cable -~
by shooting the nearby Gragnol Hive. If the exploding hive In the Hangar Bay, move toward
doesn’t ignite the cable, follow up with a charged shaot. this hand-shaped control to
initiate a cutscene. Three Warp
Hounds appear to prevent you
from attaining the Gunship Missile
Expansion.

Destroy the second

i cable by targeting the |

Small Bryyo Coffers on
the landing across the
shaft. This dislodges
the pipe, creating a
second bridge across
the shaft, allowing
you to access the i
., Hangar Bay.

L il
Remember, Ice Missiles are a
good way to deal with Warp
Ruined Shrine Energy Hounds, but if you've got Energy
Tanks to spare, Hypermode is
even more effective.

| After you defeat the Warp Hounds,
three Reptilicus Hunters appear
on the upper levels of the Hangar
Bay. Dodge their attacks and wait
for them to move into close range
before laying into them with
missiles and charged shots.

Swing across the
shaft, then follow
the nearby path up
through a narrow
passage to reach the
makeshift bridges.
When you come to
a pile of rubble, hit
it with an lce Missile
to clear a path to the
Hangar Bay.




—

Finish off the Reptilicus Hunters
to gain access to this Gunship
Missile Expansion terminal. You
can’t land your ship yet because
the hatch on the ceiling is closed.
Still, interact with this terminal to
raise a central platform you can
use to reach the hatch controls.
Now move to the lift and take it to
the upper level.

After exiting the lift, turn right
to spot two ducts. Change to
Meorphball form and enter the
nearest duct. You emerge in a
small control room. Locate the
switch on the nearby wall and pull
out an Energy Cell. You'll need
Energy Cells later in the game.
Removing it lowers a shield on the
Hangar Bay’s floor level, providing
access to a new area—vyou don't
need to go there yet. Exit this
control room by entering the
closed duct on the left.

-y
1 f =

areas. tThere
and you need
. inFormaTion on the
‘ L oy
Jump over - W
to the central —
platform and =
leap toward .
this Grab i
Ledge in
l the center.
Destroy the
two Gragnol
Hives
{and any -—

Gragnols that escape) from this point. Make sure all threats are
eliminated before making any critical jumps.

Locate this Grapple
Lasso Point and pull
this ramp toward you
to provide another
elevated platform.

From the new
platform, perform a
series of space jumps
across the upper level
of the Hangar Bay,
moving toward this
control room—the one
without the missing
Energy Cell.

- & 1 & 3
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Enter the control
room via this side
Maorphball tunnel,

Inside, interact with
the controls to open

the Hangar Bay
hatch.

Return to the Hangar
Bay floor and lower

the Gunship Missile
Expansion platform.
Once it's down, activate
your Command Visor
and order your ship

w4 F1l 1 JJ]

|

-____':__
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MNow that your ship is in position,
hit the center button on the
Gunship Missile Expansion
terminal. The machinery does the
rest, adding missiles to your ship.
You can now return to the Temple
Generator and knock out the
Eastern Energy Signature.

Enter your ship and save your
game. Once you're ready for
take-off, set a course for the Fiery
Airdock. Because your ship has
landed at the Federation Landing
Site, you can return here at a
later date, now that the site's icon
appears on the ship’s navigation
screen.
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Upon landing at the Fiery Airdock,
proceed directly to the Temple
Generator. On this visit, the
path is now filled with space
pirates attempting to stop you.
You'll encounter a few new
units along the way, including
a Remorse-ClassTurret in the
Corrupted Pool and an Armored
Aerotrooper in the Temple of
Bryyo —scan both to earn red
credits.

' At theTemple
of Bryyo, the
lift leading to
the Temple
Generator is
obstructed
by a large
metal hatch.
On either
side of the
hatch are two
jamming beacon devices. Dodge the attacks from the Armored
Aerotroopers and approach the jamming beacons. Use your
Grapple Lasso to pull the switch on each to temporarily
deactivate them —you must do this quickly because they won't
stay off for long.

— —
T 7 - ' While both jamming
l ‘\\ e ; beacons are
h \ Y A ; deactivated, use your
- _@_ i, Command Visor to
y order your Gunship
to come in for an
air strike, targeting
the obstructing
hatch in the center.
In a cutscene, the
Gunship appears
over the horizon
and drops explosive
ordnance on the
hatch, blowing it to
bits, along with the
nearby pirates.

/ METROWS |

N\ CORRUPTION,




Proceed to the
Temple Generator
and prepare to
engage a couple

of Pirate Troopers
inside. When they're
down, move to

the large window
overlooking the
shield genarator
and activate your
Command Visor 1o
give your Gunship
another target. The
armored plating of
the shield generator

i i5 no match for

Approach this odd sculpture at the
end of the passage and change
into Morphball form. Drop a
bomb at the sculpture’s base to

lift yourself up and into the small
round opening at the center. This
is a shortcut that transports you to
the Imperial Hall. You earn a friend
voucher just for using it.

your Gunship’s ' L
missiles. Completing — o
this objective earns you a gold credit. Now it's time to hit the

Western Energy Signature— back to the Fiery Airdock!

On your

way back

to the Fiery
Airdock, you
encounter a
new threat in
the Temple of
Bryyo—the
Advanced
Shield
Trooper. This
pirate is equipped with a shield as well as body armor. Start off
by ripping away the shield using the Grapple Lasso. Next, go
to work on the armor, using lce Missiles to blast it. Once the
shield and armor are gone, these ugly beasts drop like all other

pirates.
g Midway
through the
Gel Cavern,
turn down
this passage |
on the left i .
and fire an | Continue through the Imperial
Ice Missile at | Hall to the Fiery Airdock. Save
the fuel gel | your game in your ship, then set
9% | a course for the Thorn Jungle
g waterfall. This | Airdock 9
— temporarily | . .

halts the flow of fuel gel. allowing you to enter the passage
beyond.
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Overgrown Ruins

When you
enter the
Overgrown
Ruins
corridor,
two pirates
(enhanced
by Phazon)
attack.
Counter by
entering

Hypermode, using Phazon blasts of your own to strip the
pirates of their armor. Finish off both pirates to clear this area of

threats.

When both
pirates are down,
turn toward this
crystallized fuel gel
deposit and shoot it
with a charged shot.
! This opens a new
passage leading to
the Vault. Hit the red
blast shield over the
Vault door with a
missile, then proceed
inside to grab an
Energy Tank.

= mlla 4 g1l 1 Jl}
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Return to the
Overgrown
Ruins. A blue
energy shield
blocks the
path ahead.
You must
deactivate
the shield
before
advancing.

From the shield, backpedal till you
spot a second crystallized fuel gel
deposit high up on the left side of
the cavern. Hit it with a charged
shot to open a new passage.
Directly across the new passage
lon the right) is a small crate.
Jump onto the crate, then hop
over to the new passage's ledge.

Use the Morphball tunnel in the
passage to access a small control
room. Interact with the switch
(next to the Morphball entrance)
to drain power from the energy
shield in the Overgrown Ruins.
Return to the corridor and pass
through the now accessible
doorway to enter the Ancient
Courtyard.

Arncient
Courtyard

As you enter the Ancient
Courtyard, a Space Pirate ATC
hovers above the room and drops
off a few Pirate Militia, some of
which are enhanced with Phazon.
Try to eliminate them quickly
before they can enter their own
form of Hypermode.



Mext, bring up
your Command
Visor and target the
large wall for your

- Gunship—remember, b T i §
you must do this b gl Y T
before the jamming

AT LEEST one oF The | beacon reactivates.
GICaTE mLITiE i THE F The resulting attack
ANCIENT courTyard s ' blows a large hole in
eguipped wmth a hand- the wall, giving you
rossed shazon bomb access to the second
z# hit by one or These half of the Ancient
prenadeLixe devices, Courtyard.

UourLL suddeniij
enTer Hypermode with |
dangerousLy high |
LEVELS ODF Phazon
ThrEEaTENING TO
overLoad The PEg
immediaTe.y discharge
phazon [by rapdLy
prESSING @] To Lower
THE LBYELS. BuT don'T
dramn your shazon
METEN COMpLETELL. TEKE
The opporTumTy TO
fimish oFrF The oiIrate

l miLiTia N Hypermode '

Soon after the air
strike, an Assault Pirate
Trooper, an Advanced
Pirate Trooper, and

a Berserker Knight
emerge through the
hole in the wall.

Scan them quickly
before commencing
the attack.

Enter Hypermode and
engage the Advanced
Pirate Trooper first.
Blast away his armor
with a few Phazon
blasts, then finish him
off while avoiding
attacks from the
Berserker Knight.

A massive wall divides the
Ancient Courtyard, hindering
your progress. But the wall can

be destroyed by your Gunship. THE RESBLLT OrETR TrooDer Laos | Ty e
Before calling in an air strike, NPT RO TR DKL ThE BErsmrier waoht &
deactivate the nearby jamming pick hm up and Throe hm 8T you. TN any .".r.;m_‘.
beacon by pulling its switch with don*T bother shooTing him. LeT The serserxer
your Grapple Lasso. kmghT deat. wth him-JusT be ready To dodge his

incomng body
8 'J

METRO\D

-4
CORRUPFTION




When the
pirates
are down,
focus on the
Berserker
Knight. As
with the
Berserker
Lord, the
Berserker
Knight's

destroy the Berserker Knight's armor.

. blasts to end the fight fast.

o

) '\.n.-""" B

Fight your
way past

a few
Crawlitanks
in the
Enlightened
Walkway on
your way 1o
the Jousting
Field.
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armor on its head must be destroyed before you can deal any
damage. When the Berserker Knight fires its large purple orbs
toward you, shoot them to volley the orbs back at its head,
damaging the armor. It takes four hits from these orbs to

With the Berserker
Knight's armor
destroyed, aggres-
sively target the red
nodule on the top

of its head to inflict
damage. But be ready
to dodge its fiery
attacks too. Space

jump over the expanding rings of fire while returning fire. Hit
the Berserker Knight's weak spot with lce Missiles or Phazon

Drop the Berserker
Knight first, then focus
on the few pirates
scampering around
the Ancient Courtyard.
Once this area is clear,
cross the courtyard
and enter the next
door leading into the
Enlightened Walkway.

Jousting Field

The pirates have set another trap
| for you in the Jousting Field,
sealing off all exits while two
Aerotroopers float above. Show
no mercy to the Aerotroopers. Hit
them relentlessly with lce Missiles
till they plunge out of the air.

- b
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But the Aerotroopers aren’t the
only threat in the Jousting Field.
Once the Aerotroopers are down,
a Pirate Hussar riding a Korakk
enters the arena-like room,
anxious for a showdown.

Start off by scanning the Pirate
Hussar and the Korakk—it takes

two separate scans, earning you
two red credits. In addition to
earning credits, the scan also

reveals the Korakk's weak belly.



Go for the Pirate Hussar first. He
fires an orange energy beam from
his lance. Stay to the side of this
attack and space jump over it as

it sweeps the ground. Continually
hit the Pirate Hussar with beam
attacks till he is knocked free of
the Korakk.

Having killed the Pirate Hussar,
focus on the Korakk. Wait for the
Korakk to lash out with its tongue,
then shoot it in the tongue. This
causes the Korakk to enter a
regenerative state.

e e —
When orange beams of light
emerge from the Korakk's torso,
sneak up behind it in Morphball
form and drop three bombs
directly below the creature’s belly.

If your bomb placement was
right, the Korakk will topple over
in a stunned state. Quickly face
the Korakk and use your Grapple
Lasso to pull the creature upright.

i M e S BBl
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As the Korakk
stands up,

it reveals a
glowing blue
spot on its
belly —shoot
it! This is the
Korakk's weak
spot, and

it's revealed
only when

the creature is standing on two feet. Land as many shots as

possible before the Korakk covers up.

Repeat the same
process to gain access
to the Korakk's weak
underbelly. Shoot

{] its tongue, bomb its

belly, then shoot it
in the blue glowing
spot. To finish the
Korakk off quickly,

enter Hypermode as soon as you pull the Korakk upright. A few
Phazon blasts go a long way in defeating this stubborn creature.
Killing the Korakk earns you a gold credit.

Once the Korakk is
down, a couple of
pirates enter the
Jousting Field in a
futile attempt to stop
you. Deal with them,
then collect all the
power-ups floating
about the room, left

over from defeating the Korakk. Cross the Jousting Field and go
through the doorway into the Field Access corridor.

In the Field Access
corridor, head toward
the white Missile Door
blocking the path to
Save Station B. Enter
and save your game
before proceeding to
the Jungle Generator.

e e N
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Jungle Cenerator

Mext, move to
the large window
overlooking the

:> _\h ., Leviathan shield
Jgenerator. Access

~ your Command

Visor and order

your Gunship to
commence an air

strike. Unfortunately,
the shield generator

is protected by two
large anti-aircraft
turrets, which chase
away your Gunship
before it can fire its
payload. You must
knock out both anti-

aircraft turrets before

b -

destroying the shield generator.

Turn back toward
the room’s entrance
leading to the Field
Access corridor. The
path is suddenly
blocked by a blast

shield as two Armored

Pirate Troopers ente
the room. Avoid

J
vy
|

r ‘J,.
-

Enter the Jungle
Generator room and
immediately turn

to the locked panel
straight ahead. Fire
at the red dots in the
sequence that they
appear to reveal

a lore entry (The
Hunted). Hidden
among the lore entry
is a Missile Expan-
sion—jump up onto
the ledge to grab it.

entering Hypermaode in this fight to preserve your Energy
Tanks—you'll need them later. Instead, target the Armored | ; Sy :
Pirate Troopers with lce Missiles to quickly knock off their armor, | Turret in the adjoining corridor

then finish them off with charged shots.

1™ o e sl

)

“l

After defeating the Armored Pirate
Troopers, enter the door leading
to Generator Hall South. Target
this canister of fuel gel to reveal

a Grab Ledge on the right side of
this cravasse.

Jump up to reach the Grab Ledge.
On the ledge, turn around and
watch for two more Armored
Pirate Troopers rushing through
the corridor on the opposite side.
Immediately open fire with lce
Missiles. If necessary, drop back
down into the crevasse—this
gives you more room to
maneuver, making it easier to
dodge attacks.

When you reach this corridor of
the Generator Hall South, two
Remorse-Class Turrets open fire.
Duck around the corner and wait
for these canisters of fuel gel

to pass in front of the turrets,
blocking their line of sight. Hit the
fuel gel canisters with a charged
shot to set off a chain reaction,
destroying both turrets in the
process. Watch for one more
ceiling-mounted Remorse-Class

on your way to the South Jungle
Court.



South Jungle

Court Finish off any
remaining pirates in
the South Jungle Court,
then proceed into the

South Jungle Hall.

ot | | ~—
The first anti-aircraft turret is | gﬁm

o the South Jungle Court. But A= NOTICE The fUBL QeL canisTers Lining The

its guarded by several pirates. permeTer of The south JungLe courT. use these
Destroying the turret won't be easy. EXPLOSIVE CANISTErS TO your advantage when
ENpaging The pirates. shoot one when a prarte is
sTanding nearby To neucT heavy damage.

A A,

Fight your
way past a
Remorse-
Class Turret
and several
Jolly Roger
Drones in the
South Jungle
Hall while
advancing
toward the
Auxiliary Dynamo. Take note of the Phazon Fungus growing on

Don't waste any time engaging the walls—scan it for your Logbook.

the pirates—there’s an endless

supply of them. Instead, drop to ™

the ground and rush beneath the In the Auxiliary :

turret to spot this ammunition Dynamo, locate

release valve. Yank it down with this stuck piston.

your Grapple Lasso to expose Dislodge it with your

the fuel gel-based ammunition Grapple Lasso to

canisters on the sides of the clear a path through

turret, a Morphball tunnel.

Enter the Morphball
tunnel (near the
entrance) and follow
it to reach a Gunship
Missile Expansion,
increasing the
amount of missiles
your Gunship can
carry.

Once the canisters are exposed,
step out from beneath the turret
and hit one of the canisters with
two charged shots. Repeat the
process three more times (on each
of the magazines) to destroy the
turret. This also opens a path to
the South Jungle Hall.

1 “BEel [ | A deBRel leHJd-FL 1 |}
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The North |
Jungle Hall @\”" I
is filled with = \_/ S R e
Aeromines appear aT a Tme n the
and Proximity north JungLe courT-as
Mines. YOU KILL TWO. TWO MOre
Simply roll appear. but wrh a
beneath the naTiceabLe HL.J. use
AErDminﬂﬁ. This m". TO Your
but watch advanTage. sTand nexT
your step To the FArsT LEver
around the Proximity Mines—if you get too close they'll explode! and guickLy wiLe both
Inch forward a few steps at a time and scan ahead to locate ABrOTrODPErS USINGD
Proximity Mines on the floor and walls. Detonate each mine with ubera. amounTs OF
one shot, but stand back because they have a large blast radius. mSSILES Or Hypermode
If NECESSAry. As SO0n
Noarth Jungle Caourt as the reroTroopers
The secand are down puLL The ArsT
AiEalccaly LEVEr. DUICKLY Maxe
ety your way To The nexr
located in the TwO LEvers and puLL
North Jungle them berore the new

shiET OF RErOTrOORErs
Court. But the can respond. There 1s

pirates have LITTLE margn for error,
taken steps 50 Maxke aLL your Jumps
10 ensure you g —

can't destroy L AJ
this ane. —

The turret’s ammunition release valve is locked in place by three
clamps connected to levers high above the room. These levers are
guarded by Aerotroopers intent on keeping the clamps in place.

Start off by climbing
to one of the lever
platforms on the
room's perimeter.
Space jump onto this
platform, then jump
across 10 the narrow
platform surrounding
the turret. From there —

you can reach any of the three lever platforms.

Grab hold of one of
the levers with your
Grapple Lasso and
pull it back to release
one of the clamps.
Mo matter how terri-
torial you are, one

Once all three clamps are
released, the ammunition valve
falls open and remains there,
exposing all three fuel gel
magazines. Circle around the
turret firing charged shots at each
of the Aerotroopers of the magazines. Hit all three to

will pull this lever destroy the turret. Now that both
back, triggering a cutscene. Just move on to the next lever and turrets are destroyed, you can

pull it. At this point, if you don't eliminate the Aerotroopers, return to the Jungle Generator
they'll pull each lever back in place, securing the clamps on the and initiate the air strike on the
ammunition release valves.

shield generator.
\ ¥ = | M e ™ e e el
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Proceed into the North Jungle Hall
and eliminate the Shield Pirate
Trooper standing in your path.
Tear away his shield with your
Grapple Lasso, then pound with
charged shots till he falls. Be
prepared to take out a couple of
Jolly Roger Drones at the end of
this corridor, too.

 Signature

| Upon your

| Jungle Hall),
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return to

the Jungle
Generator
{via the North

two Pirate —

Troopers ; '

make a last > <1 =

stand attempt 1 o ———_ ==
—

in defense of A
the shield generator. Finish off these pirates with lce Missiles

! and charged shots.

/ PIETRO

N CLORRUPTION
e



Finally, move to the
window overlooking
the shield genarator
and activate your
Command Visor to
initiate the air strike.
With no opposition,
your Gunship has no
problem penetrating
the air space and
delivering its devas-
tating payload on
target. The Levia-
than’s shield is now
down, giving you
access to the Seed.

| There are no pickups on your way
| back to the Thorn Jungle Airdock.

| Simply rush back and plot a

* course for the Bryyo Seed.
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After setting down at
Landing Site Delta,
jump across these
organic jellyfish-like
platforms on your way
to the Core Access
tunnel.

In the Core Access
tunnel, scan these
barricades to reveal
their weakness. Hit the
eye-like center with
two charged shots to
destroy them.

Continue into the
Leviathan Core
to spot a giant
Reptilicus War Golem
\ in the center of the
room. Drop to the
floor to initiate the
boss battle.

CLn i ST

Mogenar starts the
fight right away by
stomping the ground,
sending a large ring of
anargy out along the
floor. Space jump over
the ring of energy to
avoid taking damage.
Watch for this same
attack throughout the
battle and dodge it accordingly.

Target the three red
orbs on Mogenar’s
torso, destroying
one at a time. But
pay attention to the
movement of the
orbs to stay on target.
Mogenar can shuffle
the orbs around
from socket to socket. Keep up the attack till all three orbs are
destroyed and each socket emits a bright white light.

| F o 0l el NI ™ e sl

During this sequence Mogenar will
attempt to replace any destroyed
orbs, pulling them from the sides
of the cavern. Shoot the new red
orbs before they reach his hands to
prevent him from repairing himself.

Mogenar usually retaliates by
launching one of his green
immaterial hands at you. Simply
shoot it or jump out of the way to
prevent taking damage.

b
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Once you've destroyed all the
red orbs on Mogenar's front
side, circle around behind him
and shoot the single red orb on
his back till it's destroyed. Once
again, pay attention and foil any
attempts Mogenar makes to
regain these red orbs.



When e

Mogenar .
stops his : .
charging e
attacks, enter h -y
Hypermode ? i
again and 11

target by
Once all four red orbs are another ons

destroyed, enter Hypermode and of his sockats. /
target one of the empty sockets on Keep hitting -

Mogenar’s front side —the lowest : : Re

: th h Pha ] I ;

ket is 8 good place 1o start. e socket rim wit zon till it explodes

Instead of targeting the center

of the socket, shoot the outer Having —
rim. After a few hits, the socket sufférad p
[ ' o oe
will overload with Phazon and ancther T YT

explode, rendering it useless and
inflicting a significant amount of
damage.

lost socket,
Mogenar
once again
enters a
charging
attack phase.
Dodge out of
his way and
place Morphball bombs at his feet (while his back is turned) to
eliminate the Phazon crystals.

b

Keep hitting
Mogenar’s sockets
with Phazon to finish
him off. Don't forget
to hit the socket

on his back. Once

| all four sockets are
destroyed, Mogenar
e, explodes, releasing
2normous amounts
of Phazon energy.
Samus is stunned
temporarily as high
levels of Phazon
surge through her
body.

After you destroy one of the !
sockets, Mogenar charges directly
at you. Quickly sidestep (or roll)
out of his way. After he passes,
enter Morphball form and drop
three bombs between his feet.
This will destroy the Phazon
crystals on his feet, ending his
charge attacks. It may take several
attacks to destroy the crystals on

each foot. After each attack run, -
exit Morphball form and prepare
10 space jump over an energy ring
as Mogenar prepares for another
charging attack.
N
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Following
Mogenar's
defeat, grab
the Hyper
Ball upgrade
in the center
of the room.

o N Put your
new upgrade
to use by
antering
Morphball
form and

holding down
® to activate

the Hyper
Ball. Bolts
S ~—# 2 of Phazon
F o energy erupt from the Morphball. Use this energy attack to
[ destroy the Phazon growths in the center of the floor.

The Seed is now exposed. Emit a
burst of Phazon energy (®) when
prompted to destroy the Seed
and free Bryyo of the Phazon
corruption.

W S
-—

Samus leaves Bryyo as soon as
the Seed is destroyed. Aurora
Unit 242 reports in once Samus’s

| Gunship attains orbit over Bryyo.

Your next objective is o go

to Elysia and stop the Phazon
corruption there. While there,
you must track down Ghor and
vaccinate Aurora Unit 217 Set a
course for Elysia, landing at the
Main Docking Bay.
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Main Docking B8ay

Wealcome to SkyTown. Elysia’s
Aurora Unit is somewhere among
these floating platforms. Locate
and vaccinate the Aurora Unit to
retrieve vital information on the
planet’s Leviathan Seed. Start off
by heading to the Main Docking
Access corridor. But before
leaving the Main Docking Bay, be
sure to scan the nearby objects
and drones for your Logbook.
ATransportation Drone, Aerial
Repair Drone, and Databot are all
nearby.

| and initiate

In Main
Docking
Access, enter
the bomb slot
in the center
of this statue

Hypermode.
Hold down @
to activate the
Hyper Ball,
shooting bolts of Phazon at the surrounding Phazon growths, ’
Destroying all the growths causes the statue to descend into the !
floor, clearing a path.

§, —

= MNext, use
charged shots
to destroy
the two glass
panes in
this corridor.
) You must
destroy both
\\ Q = panes before
‘ o swinging
=& across. When
both panes are shattered, use your Grapple Swing (and the two
Grapple Swing Points) to cross this gap. Enter the door at the
corridor’s end to access Zipline Station Alpha.

MTRB\“
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Maost of the platforms
in SkyTown are linked
by Zipline Cable Rails.
Scan this rail above
Zipline Station Alpha
to reveal a Grapple
Swing Point. Attach
your Grapple Swing
and hold on as you
head toward the
Arrival Station. While
on the zipline, watch
for obstructions

in your path and
shoot them. (You

can also do a double
bomb jump to reach
the expansion.) \1

Arrival Statian

("'— - . —\'[\ Enter the Arrival
' Station and turn
right—look for a
couple of Tinbots in
the corridor ahead.
These ancient-looking
Mechanoids pose little
threat, but they attack
ﬂ as you approach. Scan
one for your Logbook
{and a red credit), then finish off the Tinbots with charged shots.
One hit from a charged shot sends these Mechanoids flying
backward.

Four more
Tinbots wait
around the
next bend in
the corridor.
Blast them off
the nearby
ledge with
charged
shots—lce
Missiles are -—
also very effective. When they're down, ignore the nearby Grab
Ledge for now and continue through the lower passage to
locate another Databot. Hit the Databot and scan its “Gift” lore
entry for your Logbook.

— —

Proceed through the Hub Access

corridor to this platform outside —

theres no Zipline Cable Rail here.
| Instead, enter Morphball form and
roll into the yellow orb-shaped
hologram to enter the Kinetic Orb
Cannon. This device fires your
Morphball across the wide span
toward the Transit Hub, where a
backstop automatically deploys to
halt your momentum.

Tramsit Hub

L.

| —
At the Transit Hub, locate the
nearby Morphball tunnel and
roll inside. Mot far from the
entrance is a Missile Expansion,
in a vertical shaft. Bomb-jump to
reach it, then continue through the
| tunnel.
|
|




m’;‘—l Barracks

¥ you're having

OP

TroubLe reaching The In the Barracks
missiLe Expansion in The Access corridor,
TransiT Hub. enter the change to Morphball
upper horizonta. shaseT form and roll beneath
o The rmighT. saLance these security lasers
your morphbaLe on the panning back and
edge of The verTica. | forth. As you drop off
shafT @nd drop a bomb. the ledge (beneath
As soon as The bomb the lasers) roll
;:F“-':“:"'- rouu '-'“‘:; backward to locate
Your TImNgG IS rignT. a Missile Expansion
The bomb's concussion hidden in this alcove,
i RT R Grab it and continue

morphbaLL upward.
BLLowing you To prab

CE MISSILE ExXpansian. J

on through the
- Barracks Access.

Enter the lift
at the end of
the corridor,
then roll
through the
adjoining
Morphball
tunnel to
enter the

The Morphball tunnel ends on
the Transit Hub's center platform. Steambot
Space jump to the platform with Barracks.
the next Zipline Cable Rail. Attach | Approach the blue door in the Steambot Barracks to initiate a
your Grapple Swing and head off boss battle cutscene. A blast shield covers the doorway ahead,
toward the Barracks Access. Along | and several Steambots come to life behind you while the

the way, energy orbs are dropped | Steamlord hovers above.

in your path. Shoot them to avoid
getting knocked off the zipline.

Start off by scanning
a Steambot and the
Steamlord for your
Logbook, earning

you two red credits.
Steambots are
slightly more durable
than their Tinbot

| counterparts. Hit them
| with charged shots and missiles to knock them down. However,
| the Steamlord can resurrect fallen Steambots, no matter how

\ many times you've killed them.

AETROS
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i o
i ' e E Lash out against
d the Steambots first,
knocking as many
down as you can in

{ a short span of time.
’ You can't effectively Y "“ .
@ engage the Steamlord S | —
M till at least one Enter the Barracks Lift and locate

—*+ Steambot is down.The = 3 patabot flying above the room.
Steamlord then appears to resurrect each Steambot. The busier | ghgot it to reveal the “Discovery”

you can keep the Steamlaord, the easier he is to hit. lore entry. Continue moving
through the corridor till you spot a
hand-shaped switch. Interact with
it to activate the lift, indicated by
a yellow hologram. Ride the lift

to the second level and approach
the next zipline outside at Zipline
Station Bravo.

When the Steamlord ?]"-
comaes to resurrect the '
Steambots, hit him
with a barrage of lce
Missiles and charged
shots. It won't take
many hits to finish

off the Steamlord, so a
keep up the pressure

till he falls. Once the Steamlord is down, the Steambots self-
destruct.

U— -

Defeating the —F

Steamlord Ride the Zipline Station Bravo
earns you a zipline toward the Aurora

gold credit. platform. But watch out for

Also, he floating objects appearing in your
drops an path. Blast them out of your way
Energy Tank. to avoid falling off the zipline.
Grab the

Energy Tank ;

and any other § =X — ",_.\3 Aurora Platform
pOWEr-ups o

left over from the battle.

mrs

shield over the blue — 2
door, pull all three of e
these safety release
valves. Now you can
enter the Barracks
Lift area.

B | L.
n To remove the blast . ’ @

At the end of the zipline, go
through the door ahead into the
Aurora Lift corridor. Inside, scan
the small Repair Drone scurrying
about on the floor —it's harmless
but still worth a red credit when
you scan it.

ke b I ™ e sl



A Kinetic Orb Cannon
waits outside the
Maintenance Shaft AU
door. Enter Morphball
form and roll into

the hologram to load
yourself into the
cannon. It shoots you
off toward the large —

Spire Dock, a central hub in SkyTown's west side.

L —
Shoot the lce Missile door at the
end of the corridor to attain
access to Save Station A. Use this
opporunity to recharge and save

your game,
R —
e ™} Atthe Spire Dock, turn e ———
- left and head toward e '
E? the zipline leading
. to the Junction. This
zipline is short, and
no barriers drop in
B o . your path—just enjoy .
~ . ' — the ride! { ' -
Return to the Aurora Lift corridor :

and activate the lift with the green |
hand-shaped switch on the wall. |
Take the lift to the lower level and |
enter the Aurora Chamber. Inside,
Aurora Unit 217 is offline and
secured behind a gate fixed with |
a kinetic lock. You must find a way |
to open this lock before you can
vaccinate the Aurora Unit.

A8 e e
L it l-:l-l.n-.ﬂwlrrmummm
=
r{. f L ‘ A - J'J
A YR - ——
| < — & After you land at the
. - ,&H—m— Junction platform
(< - : r_ & g +
S ) - Aurora Unit 242
Pass through the Aurora Chamber y ‘ announces the
and on into the adjoining location of a new

Chozo technology

Maintenance Shaft AU. Several if
nearby—it's worth

Sky Puffers float above this |
corridor. These creatures are filled } . invastigating! Enter
with volatile gases. Scan one for b —=¥ the Junction corridor
your Logbook, then start shooting. | and turn left. The corridor ahead is blocked, but there's a small
Be careful when engaging these tunnel at floor level. Change to Morphball form and roll through
creatures at close range because to reach the other side.
their blast radius is very large.

When the path is clear, space

jump across the shaft and enter

the blue door at the end of the

corridor.

p—
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Move to the
opposite end
of Junction,
toward the
lee Missile
door leading
to Skybridge
Hera—hit it
with an lce
Missile. If
you come e

under attack, engage the group ofTinbots nearby before moving

through the door.

Skybricdge Hera

Approach the gate
straight ahead and
tear it away with
your Grapple Lasso.
This triggers the
appearance of three
Dragoon Battle
Drones. Scan one of
the new hostiles to

As you approach
Skybridge Hera, a
Steamlord materi-
alizes above the gate,
then disappears.
Don't bother shooting
him—you can't inflict
any damage.

earn a red credit and reveal their weakness.

Instead of shooting
the Dragoon Battle
Drones, simply

target them with

your Grapple Lasso
and vank off their
thrusters. With no lift,
the drones fall to the
ground and crash. But

you must be relatively close to pull off this attack.

Tear away the second gate with
your Grapple Lasso and watch out
for more Dragoon Battle Drones
attacking from behind. Finish
them off, then cross the bridge.
As you cross, three Steambots are
resurrected by a Steamlord on the
bridge, blocking your path. Don't
shoot them!

Instead of engaging the
Steambots and Steamlord on

, this narrow bridge, simply roll
past them in Morphball form —be
careful not to roll off one of the

| sides! And don't drop any bombs

I along the way!



On the last round
platform, look right
to spot three Grapple
Swing Points—you
can't use them yet,
however. Three large
panels separate

each point. You must
release these panels
before crossing.

Space jump toward the Grab Ledge and enter the nearby

earn a friend voucher for this
Maorphball tunneal.

stylish kill.

Look up at

this safety

clamp. Hit
When you reach the far side of it with a
the bridge, tear away the next charged shot
gate with your Grapple Lasso. to release it,
This triggers a cutscene showing causing the
the bridge collapsing behind you, door above to
along with the Steambots and ’ swing open,
Steamlord. If you didn't open fire | revealing a
on any of the Steambots, you'll i Grab Ledge.

|

A= | Roll through the
: W"? | | Morphball tunnel and
e/ — \ !EL. { || | locate three bomb
slots. Drop a bomb

| :
- y in @ach to release the

Ballista Platform | 5 —_

panels separating the

W Grapple Swing Points.
—- "_‘; . |

Follow Skybridge Hera to the door

ahead and enter Maintenance Shaft | Return to P N )
GP Cross this corridor by jumping the platform l
onto the platforms lining the walls. | outside '
Go through the door at the end to and begin
enter the Construction Bay. swinging
: | across. Attach
) | to the first
point, but 4
' don't let go. 214
| Instead, while [ . _,,...-'-'-“'-—-J.i:‘
| swinging on — -

the first point, rotate right to line yourself up with the next two
points. When you're lined up, swing across each point to the
platform on the other side.

To reach the Ballista Lift,

higher up on the platform, you

must maneuver through the T -
Construction Bay. Start by space CAMME ] RB\“
jumping between these round 'H\ = & « mn = 3
floating platforms. \“‘-_‘ ¢ "J,!L“_




. A Trio oFf ELysian
shriexbats Lurk on
the underside of
The crappLe swing
pLaTForm Ty TO Scan
and shoot Them berore
swiNQINg across. ay The

Tim2 you hit The second GrappLE SwiNg POINT.

they Taxke off. FLyINg direcTLy aT you. IF They

Lhn’ You. YourLL FaLL.

Advance to the top
of this platform using
the lower bridge and
Maorphball tunnel,

Hit this green switch
to rotate the nearby
bridge toward the
main platform. Roll
across the bridge as

far as you can, then space jump toward the next platform to
access the Ballista Lift corridor. Watch out for more Dragoon

, Battle Drones entering the area.

Just inside the

Ballista Lift door is
another Databot with
the “Slumber” lore
entry —scan it. Next,
interact with the green
hand-shaped switch
on the wall to activate
the lift. Step onto the

yellow lift hologram and ride it down to the next level,

At the bottom of the
shaft, enter the door
leading to Ballista
Storage —where

the new Chozo
technology is
located. In the
corridor straight
ahead is a suit
upgrade. But as you
move toward it, the
upgrade drops out of
sight and Samus is
lowered into a large
chamber guarded by
a Defense Drone.

[ |

|
|
|
|
|

The Defense Drone is heavily
armored with no exposed weak
points. However, if you target and
destroy all three of its antennas,
you can stun the drone, allowing
you to temporarily open its armor
shell.

While targeting the Defense
Drone's antennas, watch out for
its jump attacks. As the drone
lands, it sends out an expanding
ring of energy. Space jump over
these energy rings to avoid taking
damage.

- Y
: U
L)
e
‘l “-
i

Once you've destroyed all three
antennas, the drone enters a
stunned state. Use this oppor-
tunity to rip its armor open with
your Grapple Lasso.
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While the Defense Drone's armor
is open, enter Hypermode and
target the red glowing sphere on
its head, exposed by the narrow
gap in its armor. But the Defense
Drone won't sit still. Instead, it
retaliates with a new attack of its
own, launching these large energy
orbs toward you. Shoot the orbs
as soon as they appear. Otherwise
they'll bounce around the room,
tracking your movements till they
crash into you.

-

The Defense Drone eventually
generates new antennas. Start
over by destroying the antennas
and cracking open the drone's
armor with your Grapple Lasso.
Enter Hypermode and target the
red spot on the drone's head till
it explodes; you've earned a gold
credit,

Mow you can pick up the Boost
Ball suit upgrade in the center

of the room. This gives your
Morphball a sudden boost in
speed when you hold down and
release ®.This is exactly what you
need to interact with the kinetic
lock in the Aurora Chamber.

Try out the new
Boost Ball on the
Spinner at the
center of the room.
Enter the Spinner
in Morphball form
at the yellow
orb-shaped
hologram. Hold
down & to drop
down into the
Spinner. Once
inside, hold down
and release @ in a
repetitive rhythm to
activate the Spinner.
Rotate the spinner
180 degrees till the
Maorphball opening
| is lined up with the lit arrow at the top. (You can also rotate the
Nunchuk's control stick around the circle while boosting.) This
| activates the lift, returning you to the upper level of the Ballista
| Storage shaft.

MNow make
your way
back to

the Aurora {
Chamber.
Start by
heading

out to the
Construction
Bay. Instead
of crossing
the round floating platforms, turn left and locate this Morphball
tunnel—it leads to the Construction Bay’s lower portion.

From the lower
Construction Bay area,
head back through
Maintenance Shaft GP
and onto Skybridge
Hera. Although the
bridge is gone, a
Spinner waits outside
the doorway. Enter
the Spinner and rotate it 180 degrees to reveal a Kinetic Orb
Cannon.

| AETHRON
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Upon exiting the
Spinner, roll directly
to the Kinetic Orb
Cannon's yellow
hologram. The cannon
will do the rest, o
blasting you toward A -

. T —i
the Junction platform. | go through the open hatch and

follow the tunnel down to the
maintenance level.

~ b %
From Junction, head e )
toward the Spire Dock, i ) Y AT 'F'Zi" 4
using the zipline to 4 § —
reach it. On the Spire e —1 —

'E Dock, locate another ;
Kinetic Orb Cannon N\ 7L P 4
to return to the "l:____._._._‘_“ 1 ‘&h’-"‘*(*‘f,
In the maintenance level, several
Steambots come to life, emerging
from alcoves on the room's
perimeter. Strafe around the
= Blast the Sky Puffers circular room while firing missiles
o ' and charged shots at these
antiquated guardians.

Aurora platform, near
Maintenance Shaft AL,

in Maintenance Shaft .
AU before attempting =
the space jump over
to the Grab Ledge.

N

- —_—

Once you've made = a2
Y it across, enter the
nearby door into the ‘ f :
Aurora Chamber. — -
*rr } B
— L N ¥
/Ir °' "N In the Aurora After finishing off the Steambots,
T : Chamber, enter look for this switch on the outer
= the kinetic lock (in wall. Interact with it to vaccinate

Morphball form) and | Aurora Unit 217 .'-
use the Boost Ball -« *\
to rotate it. Keep | e

2\

spinning till the
Morphball opening
£ . —a ) reaches the top.
—\1\ (You can also rotate
the control stick on
the Nunchuk while

boosting to go | i
faster.) This unlocks | . / ;
the gate, giving you
- access to Aurora Unit |
--"""1;:' ( 217. Interact with the |
r— 7 _g}, console in front of i
the unit. This opens a

hatch on the left side of the chamber leading to the maintenance |
lewvel.
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Suddenly, Ghor appears in the
maintenance level and opens fire
on Samus, destroying some of
Aurora Unit 217’ vital circuitry.
Samus returns fire and chases
Ghor off, but the damage is done.,

You can't chase after Ghor
directly —the door he exited
through is secure. Instead, return
to Aurara Unit 217 through the
Morphball tunnel. Interact with
the AU's control panel to converse
with Aurora Unit 217 Although
vaccinated and online, Aurora
Unit 217 is now damaged thanks
to Ghor's attack. You need to

find a way to repair the circuitry
before Aurora Unit 217 is of any
use—Ghor's Plasma Beam should
do the trick.

o=

gefoOre chasing aFTer
shor. save your game
8T Save STaTion A. JUsST
off The Aurora LIET

=

Cnrrldur.

- Along the way you

- 180 degrees (with the

[« wmserheouen «

' Acquire Plasma Beam

—

Return to the Aurora
Lift and take Zipline
Station Bravo back
to the Barracks Lift.

get an alert from your Sl o Y
Gunship warning e (z
of an approaching J_\':" o W

. entity—get to the

' Main Docking Bay!

In the Steambot
Barracks, locate

this Spinner on the
wall. Hop inside and
rotate the Spinner

Boost Ball) to raise a
half-pipe in the center
of the room.

A
e o i Now enter the

half-pipe and line

yourself up, facing

the top of one of the

ramps al a perpen-

dicular angle. Change [/

to Morphball form

and begin using the

=+ Boost Ball to build

momenturn. Charge the Boost Ball by holding down @, Once

it's charged, release @ to initiate a boost. While on the half-pipe,

release ® when in contact with the bottomn of the ramp. This

boosts you higher and higher. Once the proper altitude is

achieved, roll right onto the ledge high above the room.

b

At the upper level

of the Steambot
Barracks, interact

with this switch to

call the lift. This is a
mini-puzzle. Place
each lit rotatable notch
in the proper slot of
the three concentric
circles. Once all three circles are complete, press ® —the lift
lowers, giving you access to the Barracks Access corridor. While
doing the puzzle you receive more reports from your ship—it's
now taking damage.

METROW
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Use the Spinner
outside the Barracks
Access door to
activate another
Kinetic Orb Cannon.
Enter the cannon to
get shot off toward
the Hub Access. Watch
out for Dragoon Battle
Drones in the adjoining corridor.

Continue onto the
Arrival Station,
fighting your way
past a fresh batch of
Tinbots. lce Missiles
work well when
Tinbots are clusterad
this tightly. The splash
damage alone may be

enough to knock a few off the ledge.

o Arrival Station Energy Tank

ITs 8 good dea To
grab anaTher EnErgy
Tank berore Facing
oFf+ aganst shor.
FOrTUNaETELY. ThEre's
one nearby. and ITs
reEaLLl EEsSy TO QET. IN

The ArrivaL sTaTion. LocaTte This srab Ledge To
PULL YOUrseLs Up OnTo 8 puaTt+Form wth a spinner

ENTEr ThE SpINNEr TO 8cCTIva

CEnNoOn. ENTEr TN
Toward 8 SmaLL
ThEe energy T:
rhe back o Tl

E 8NOoTNEr KINETIC Oro

aLL pedesTal
ETUrn To the
ArrivaL STaTion. ENTEr TNE "IE':rhl:] EPII'II'IE!_ TO

cannon and Fre

| Hh, %
When you reach the Main Docking
Bay, Ghor is standing atop your
Gunship, pummeling its hull with
his fists. As Ghor approaches
Samus, she calls away her
Gunship, clearing space on the
docking bay for the impending
battle.

80ss BATTLE:

o

Ghor is the toughest boss you've
faced yet, one of the toughest in
the game. So start off thinking
defensively —and don't forget

to scan him. Early on Ghaor is
equipped with a massive energy
shield that he charges you

with. Do your best to sidestep

it, entering Morphball form if
necessary.




As you dodge Ghor's charging
attacks, circle behind him and
shoot his energy pack. It provides
power to his shield. Keep hitting

it till it explodes. This stuns Ghor,
temporarily deactivating his
shield. As Ghor sits on the ground
locate the large bull's-eye target
on his head and fire away —this

is his weak spol. If possible, try

to land some missile hits or enter
Hypermode to deliver some heavy
damage with Phazon blasts.

After recovering, Ghor stands up
and fires a massive Plasma Beam.
Be ready to space jump over it as
it sweeps the floor.

w——

When you've reduced Ghor's
health meter by approximately 25
percent, a cutscena is tnggered.
Ghor sucks up the molten plasma
on the docking bay —it's now

safe 1o walk across. A small
red-and-blue flashing orb appears
between Ghor's legs. This is the
new way to stun him.

In one of Ghor's new
attacks, he remains
stationary and fires a '
devastating Plasma 1
Beam in a spinning

arc, Space jump

over the beam as it
sweeps toward you,
Before landing, enter
Marphball form and

roll between Ghor's
legs, just below {
the flashing orb.

Drop three bombs

close to the flashing
red-and-blue orb. If
theyre close enough,
they'll stun Ghor

upon detonation.

If JOU'TNe CLOSE !"'.ZZI.ZI.r'rI.

You can ou
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Once again,
take the
opportunity
to hammer
Ghor's head
with missiles
or Phazon
attacks while
he's stunned.
He's an easy
target while

slumped over, so pour it on as quickly as possible before he
stands up. This is the best time to score some accurate missile

hits at point-blank range.
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When Ghor’s health U
has dropped below

50 percent, he adds

a new attack to his
repertoire. With his
arms spread out wide,
he begins spinning
like a top, charging 1
toward you. These )
attacks are fairly easy to avoid if you keep your distance. If

you get too close, it's impossible to get out of the way in time-
though you can duck under his arms in Morphball form. Dodge
these attacks and wait for him to start his spinning Plasma
Beam attack so you can stun him again.

| At 25 percent health,
Ghor gets really
dangerous. His
charging attacks
become quicker and
more direct. Do your
best to stay out of his
way while firing at
his head. There's no
way to stun Ghor now, so you must finish him off in a balanced

vone-on-one duel, Just keep firing at the bull's-eye on his head.

Instead of firing
plasma, Ghor now
fires a wide beam

of Phazon from the
center of his armor's
torso. This attack is
sometimes accom-
panied by the firing of
vertical missiles that
come crashing down on the docking bay in a random fashion.
Space jump over the Phazon beam and continue space jumping
to avoid the explosions of the incoming missiles.

If you're not proactive,
you won't survive this
onslaught very long.
Enter Hypermode

and aggressively J
attack Ghor's head
with Phazon blasts.
Make each shot count &
and don’t rapidly fire -
unless you're certain you're on target. If possible, make each
Hypermode session last the full 25 seconds. It takes only a few
direct Phazon hits to finish off Ghor.

N

J

-

:._._-;_i— :
As when you killed Rundas, a
shadowy vision of Dark Samus
appears above the docking bay as
Ghor dies.

i

= ' ._.__(1_,1'#"
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Ghor leaves behind his Plasma

Beam weapon. Grab it from the
center of the docking bay, along
with any other power-ups.

Once you've retrieved the Plasma
Beam upgrade, Samus calls her
Gunship back to the Main Docking
Bay. Take the opportunity to
recharge and save your game in
the Gunship. Your Gunship has
sustained too much damage to fly,
s0 you'll need to stay on foot until
the ship repairs itself,
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Repair Aurara
Unit 2177

Return to the Aurora Chamber via
the same path you took the first
time. When you arrive, the Aurora |
Unit tells you to go down to the |
maintenance level and weld the
damaged wiring with your new i
Plasma Beam.

).
T Enter the maintenance
level through the
Morphball tunnel and
approach this panel
of circuitry on the
perimeter wall. While
standing next to the

: panel, press @ when

—"‘[’ prompted to enter

welding mode. Aim at the glowing yellow piece of circuitry
in the bottom-left corner. Hold down ® to begin welding with
the Plasma Beam, dragging your aim slowly up the diagonal
channel toward the upper-right corner, connecting the weld to
the existing piece of circuitry. If completed correctly, the circuit
panel turns green. Find another damaged circuit panel on the
perimeter wall and make the necessary repairs.

+ mmLwThrough

—_—

The third circuit panel

is in the room’s center, o et g
on the central console. i}l =g - 4
This wavy weld is a bit .| "i
more difficult to make. 1 E N
Just move slowly till =
both ends are finally , (-:
connected. —— s L
i =7 Once all
: three welds
” are made,
4 ! Aurora Unit
b 217 is fully
n w5 operational.
— 1 Head back to
s St s, the Aurora
Clomty of Ehignis @rml B s EmEs LaEHe (o Chamber's
L sy
B o upper level
— — & (through

the Morphball tunnel) and interact with the Aurora Unit. The
AU reports that Elysia’s Leviathan Seed is protected by a
shield. But unlike the one on Bryyo, the shield generator is

| out of reach, beneath the planet's dense cloud layer. But the

AU feels a direct thermonuclear explosion could destroy the
shield. The components for such a warhead are all present in
SkyTown—you just need a way to lift them all into place. The
AU also reveals the location of a nearby landing site to the east.

| This is where you go next.
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From the Aurora
Chamber, head
through Maintenance
Shaft AU, then use the
Kinetic Orb Cannon to
reach the Spire Dock.
On the Spire Dock,

use the eastern zipline
to reach the Security
Station.

e
In the Security Station, /f
shoot the red door
on the left with your
Plasma Beam to
enter this shaft. Two

o gy

tall green slabs line (

the shaft's walls, but \ ',f
there's no way up. You .
need the Screw Attack *]-h

upgrade to reach the top. Aurora Unit 217 suggests visiting
another world for this upgrade.

PRIMA OFScial Came Cuiche

e

)

' Return to the Security
Station corridor and
proceed to the far
end, entering the
Maorphball tunnel —
use the nearby lift to
gain entry.

-~

Security Station Cunship
Missile Expansicon

EEFOrEe heading

ro Leno

METEL panEL N NE SECL

Enter the doorway leading to
Landing Site A, down the ledge
and behind the Morphball tunnel
exit. Just inside the doorway is a
Databot carrying the “Alone” lore
entry —scan it. Proceed to the lift
at the end of the passage and ride
it down to the landing site.

Aurora Unit 217 reports that the

| landing site's security clamps

| have been activated — probably by
I Ghor. Enter the bomb slot in the

| center of the pad and release the

| clamps with a bomb. This releases
! the clamps and awnings above

l the site.
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Back away from the pad and
activate your Command
Visor—order your Gunship
to land on Landing Site A.
By now, your Gunship has
completed all necessary
repairs to fly. Once your ship
has landed, enter and save

your game. The upgrade you need to reach the eastern side of SkyTown is not on Elysia. Set a course

for Bryyo's Fiery Airdock. There's a new area that you can now explore.
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Fiery Return
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Upon landing at the Fiery Airdock, proceed directly through
the Imperial Hall and into the Gel Processing Site. A few
Reptilicus creatures still patrol this area, so stay on guard—
though they're no match for your new Plasma Beam,
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From the Gel Processing Site,
head directly to the Main Lift.
Use the Morphball tunnel (and
Korbas) to reach this chamber and
melt the ice on this ornate wall
carving. Shoot the ice away from
the mouth-like tunnel opening,
then roll through it in Morphball
form. On the other side, shoot
the Plasma Beam door and walk
through to enter Warp Site Alpha.

Warp Site Alpha

—~— -

1 I_: .r.-. f
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Warp Site Alpha is occupied by
a Ceremonial Golem, equipped
with a bomb slot on its belly.
Don't enter the bomb slot just
yet. Instead, look up at the
ceiling. Shoot the icy obstruction
covering a large battering
ram—the Golem needs this to
knock a hole in the wall.

—
Mow, enter the Golem's bomb
slot and drop a bomb inside to
bring it to life. The Golem uses
the battering ram to bang a gong
at the end of the chamber. This
reveals a Spinner in the chamber's
floor.

" Enter the

' this cage till

Spinner and
use your
Boost Ball

to rotate the
rib-like cage
surrounding
the room’s
perimeter.
Keep rotating

an open spot in the chamber’s wall is revealed, just opposite the
battering ram —this is a weak spot.

Once the
battering
ram is lined
up with the
wall's weak
spot, exit

the Spinner
and return to
the Golem’s
bomb slot.
Drop a bomb
in the slot to make the Golem interact with the battering ram.
This time he slams the ram directly into the weakened wall,
creating a large hole.

Pass through
the hole in
the wall and
step into
this glowing
white orb

to warp to

a hidden

icy area on
Bryyo.Your
discovery
earns you a friend voucher.
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)
Exit the
Imperial
Caverns
to access
the upper
walkway of
the Imperial
Crypt. The
door ahead is
not accessible,
s0 shoot the
ice-covered pathway with a charged shot to drop to the lower
level,

Imperial Caverns

Samus emerges at Warp Site
Bravo in a new area, which is
covered in ice. Move through the
passage (and doorway) ahead to
enter the Imperial Caverns. Hall of Remembrance

The Imperial
Crypt's lower
level has a
Spinner in
the floor, but
ignore it for

| now. Instead,
pass through

. the nearby

| doorway

to spot the —

Screw Attack suit upgrade resting on a pedestal in the Hall of

Remembrance. The Screw Attack upgrade allows you to use

| the Wall Jump slabs to reach new areas. It can also be used to ;
jump greal distances horizontally. As you grab the upgrade, the
massive Chozo statue above lifts its hand up, as if hinting at your
next destination.

Beyond the door, the Imperial

Caverns appear to come to a dead | 1Ty out your
end, with a green Wall Jump slab | new Screw
occupying one wall. Aim down at | Attack now

the icy floor adjacent to the Wall by heading

Jump slab and fire a charged shot toward the

into the ice. The ice cracks and Tower on the

crumbles away, revealing a new far side of

shaft below. Continue shooting | the chasm.

the ice barriers at your feet till you | Simply space

reach the bottom of the shaft. At | jump toward

the bottom is the “"Our Plea” lore the Tower

entry —scan it for your Logbook. platform ahead, then repeatedly press # to enter Screw Attack
| mode. Keep spinning across the chasm till you reach the Tower
i platform.

- ® « A B 3
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Inside the Tower, look ﬂ'r
up to scan the shaft,
lined with two green
Wall Jump slabs.
Jump up and bounce
off one of the walls in
Screw Attack mode,
Keep pressing ® as
Samus works her way
up the shaft.

At the top of the
Tower shaft, return to
the Hall of Remem-
brance, looking over
the chasm from this
perch. Shoot the blue
orb on the Chozo
statue's hand. When
hit, the hand rotates

to a horizontal position, creating a platform for you to stand on.

AR N

But the hand won't
remain in the

harizontal position for |

long, so Screw Attack
over to it quickly.
Once on the hand,
turn left and locate

a Gunship Missile
Expansion on the

Golem statue’s head. Space jump over to the Golem to grab the

upgrade.

Return to Chozo's
hand, then turn left
and Screw Attack the
wide chasm toward
the lower Impenrnal
Crypt platform. Use
your Grapple Lasso on
the lever next to the
door to gain entry.

In the Imperial Crypt,
Screw Attack again
to cross the floorless
span of the upper
level to reach the
Imperial Caverns.

Ascend the Imperial Caverns
shaft using the Wall Jump slabs to
Screw Attack upward. You need to
conduct two sets of jumps on the
way up, resting in a side alcove
midway up the shafft.

Return to Warp Site Bravo and
enter the red orb to make the
jump back to Warp Site Alpha, in
| the Fiery part of Bryyo.

-— G

e —

Now you have everything you
need to make it to the eastern part
of SkyTown. Return to the Fiery
Airdock. Along the way, Aurora
Unit 242 reports that the GFS
Valhalla has been discovered—it

| went missing five months ago

. after a pirate attack. The Federation
| wants you to investigate the ship.
| But you can do that later. For now,
| head back to Elysia, and return to
Landing Site A,
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Landing Situ A
to ascend the

tall shaft, bouncing off the green Wall Jump slabs.

At Landing
Site A,
backtrack
through the
Security
Station to the
Plasma Beam
door. Inside,
USE YOUr new

_—

- "N Inthe At Skytram West, enter the
adjoining Spinner in the 1f|-:mr and rotate it
Security 180 degrees with rhythmic Boost

Tube, enter ' Ball thrusts. Once it's rotated,
Marphball . a yellow hologram appears in
form in | the center of the Spinner. Step

onto the hologram to initiate

[

|

[

Hypermode :

- and destroy the transit system. A large cage
these Phazon | encircles Samus as the platform
vines with a moves along a zipline cable to

Hyper Ball | the eastern s'icie of SkyTown.
attack. Once the vines are gone, enter the Morphball tunnel and | Revealing this new area earns you
follow it toward the Skytram West platform.  a friend voucher.

| Locate Landing
 Site 8

Upon arriving at Skytram East,
enter the Concourse Access

A corridor. Follow it to the
Concourse, a round multilevel
room dominated by the large
Theronian Containment Unit at
the center—you'll need this when
assembling your thermonuclear
weapon. But for now, deal with
the Armored Pirate Troopers
inside. Use the lift in one of the
side passages to reach the upper

b level and proceed to Concourse
W Ventilation via the upperlevel
corridor.



In Concourse Ventilation, look for
this bomb slot in the wall next to
a green Wall Jump slab. Drop a
bomb in the slot to open the floor
below, revealing a lower level.
Drop into the lower level and

use the next bomb slot to open
another floor below. Drop to the
bottom of the shaft and turn down
the open hall toward Maintenance
Shaft 08. If you hang around too
long, a Space Pirate ATC attacks.

L —

Swing across Maintenance Shaft
08 using your Grapple Swing.

But watch for a pirate waiting on
the other side—he won't appear
till you're already attached to the
Grapple Swing Point. Either finish
him off while swinging or land
next to him and take him out at
close range. If he hits you while
you're attached to the swing point,
you'll fall down the shaft.

P

Enter the adjoining Chozo Obser-
vatory and scan one of the new
Advanced Aerotroopers for

your Logbook. There's nothing
remarkably different about these
Aerotroopers. Keep hitting them
with missiles and charged shots
till they crash into the ground.

Once the Advanced {
Aerotroopers are
cleared from the Chozo
Observatory, drop to

the lower level of the
room and locate this
green hand-shaped . -
switch. Interact with it - ol
to access the lift, which ' S N ———)
leads to the corridor running beneath the room.

Follow the lower
Chozo Observatory
corridor into the
Observatory Lift
corridor. The lift in this
room isn’'t operational.
Interact with the . ==
damaged circuit panel - - 5

on the wall and repair ““%— —’L
it with your Plasma Beam to fix the lift. Once it's repaired, step
onto the lift's yellow hologram to reach the lower level. Proceed

| outside to a platform overlooking the Gearworks.

— —
l At the Gearworks, turn ¢

to your right and look

for a cluster of Swarm-

bots—scan them, then

shoot them out of the

sky. You can't cross

the meshing gears

ﬂ straight ahead, so aim
toward this platform

to the right of the gears and Screw Attack toward it. From the

platform, Screw Attack again toward the Broken Lift platform,

| bypassing the gears altogether.

iz
Roll beneath the

Aeromines in the

Broken Lift corridor

and continue to the

next door, which

leads into the Turbine .
Chamber.

I b - .._J"L
/ FIETROW

N CORKUPTION
L T



Enter the Turbine
Chamber's core by
hitting this round
pane of glass with a
charged shot. Jump
through the window
to enter the chamber.

locate the two power
cables attached to
the electromagnetic
cradle arms—target
' {9" ' the round spots where
f = the cables attach to
’ - 2 L the shaft. Once both
cables are destroyed,
you can cross through the center of the chamber by space

jumping across the gap. Shoot the pane of glass on the other
side to enter Maintenance Shaft TA.

1S

', Look for the Databot

" in Maintenance Shaft
TA to retrieve the
“Federation” lore
entry. Then open fire
on the various Sky
Puffers floating above
the shaft —kill them
all. When all the Sky
Puffers are toast, Screw Attack across the shaft to the platform
on the other side. Exit through the nearby door to access
Skybridge Athene.

. .

Several Tinbots

stand in your way on
Skybridge Athene.
Knock them out of

the way with lce
Missiles or melt them
with your Plasma
Beam —they form a
puddle of molten alloy
as they melt!

—

In the Landing Access corridor,
destroy the two panes of glass
hanging from the ceiling—
charged shots do the trick. Once
the path is clear, Screw Attack to
the other side.

SKyTawn

Federation
Landing Site
(a.x.a. Landing
Site 2)

Take the nearby lift down to
Landing Site B. Aurora 217 agrees
to unlock the site for your use.
Approach the bomb slot at the
center of the pad and drop a
bomb inside to lower the security
panels. Next, bring up your
Command Visor and order your

| Gunship to land.



msrenen -]

You can't retrieve the
transport module from

’C}\” TIRP |

{\_" A oataboT hovers the lower level of the
above the LieT arT Turbine Chamber, so
Landing SITE E-L0DOK continue through the
sTraighT up To spoT lower level —watch
iT. shoaT 1T. Then scan out for the Shield
ITS “AQrEEMENT" LOME Pirate Trooper in the

l\ BNTr. J adjoining corridor.
., - -,

At the Gearworks,
wait for a Space
Pirate ATC to destroy
the gears, opening

a clear path to the

; ’ other side. Shoot
Interact with this console next down the ATC, then

to the landing pad to add the Screw Attack over
Ship Grapple Beam upgrade ' the span, collecting
to your Gunship. Watch as the ' a Missile Expansion
upgrades are made, then enter along the way. You
your Gunship to recharge and must line up your
save your game. After you obtain Screw Attack just
the Ship Grapple Beam, Aurora right to collect the

Unit 217 reports in, identifying the | Missile Expansion
locations of all three components | floating in the middle
needed to assemble the Theronian | of the span.

bomb necessary to destroy the

Seed shield.

Callect Firstc

8omb Component

- )|

| Proceed to
the Chozo
Observatory.
Inside, space
jump to the
round central
platform
and scan
the central

| hologram —

(\Rag |

The first piece of the bomb is [
the Theronian Transport Module ) the Ship
:ﬁ:ﬁ::ii::?;:fngs f es:‘;eval | Grapple Beam can interact with this piece. Activate your

B eadDaEY in that direetlon: At | Command Visor and target the Ship Grapple Beam Point. Your

a Gunship appears above, grappling to the point and pulling the
Skybridge Athene, the Tinbots . : <
! latform up and away, r lin :
are the least of your problems. A P P Y, revealing aidamaged circult panel

Space Pirate ATC hovers nearby.
Hit the front grill of the aircraft
with your Plasma Beam till it

explodes, then cross the bridge. / ﬂEJ— 5 R
I RO




Interact with the
circuit panel in the
center of the room
and begin welding.
This curvy weld can
be completed in two
segments. Weld from
the top to center, then
from the center point
to the bottom.

Repairing the circuit
activates the bomb
slot in the side of the
room. Enter the slot

and drop a bomb e '’
inside to restore In the Botanica corridor, watch for
power to the room. Dragoon Battle Drones patrolling.

Deal with any threats, then locate
this loose block. Pull it forward
with your Grapple Lasso, then
use it as a step to reach the ledge
above. At the top, look at the
passage straight ahead to spot

a Missile Expansion—use your
Screw Attack to reach it.

at
Through the ?
Command Visor have
your Gunship lower
the platform. Once
lowered, the platform
extends upward,
creating a tall column.
This provides you with &
a way to reach the
Botanica corridor above.

Ommmnﬁ

Use the ledges on ii
the side of the room
and the platform in
the center to climb to
the top of this shaft.
Look for the circular
passage on the side :
of the shaft and jump &‘__:_,__:.a__?\
toward it to access §
the Botanica corridor—shoot the Plasma Beam door at the end
of the corridor. You're now on the right track to reach the upper
level of the Turbine Chamber. |

Continue through the Botanica
corridor, using another loose block
to reach the upperlevel lce Missile
door leading into the Broken Lift.
Pass through the upper level of the
Broken Lift corridor on your way
to the Turbine Chamber. Be sure

to scan the Databot carrying the
“Aurora” lore entry along the way.




p—
As Samus enters the Turbine
Chamber, the door behind her
seals with a blast shield and a
Berserker Lord drops from the
ceiling.

B80sSS BATTLE:
BERSERKER
Laro

The Berserker Lord is the same
boss you faced back on the
Olympus. Start off by targeting the
glowing red orbs on the Berserker
Lord's shoulders. Destroy both of
them to force the hostile into its
next attack phase.

Once you've destroyed both
shoulder pieces, watch out for
the incoming purple orbs. Shoot
them to knock them back into the
Berserker Lord’s head. It takes
four successful rebounds to
destroy its armor.

- head armor
' destroyed,

- amounts

sTay on your toes when the serserker Lord

STarTs ArNg purpLe orbs. on The ArsT arrace.

IT Launches a g round ArebaLL-Tthis can't be
Cehﬂundgd. s0 be ready To dodge J
= -

With its

the Berserker
Lord is easy
to finish off.
Your Plasma
Beam inflicts
2Normous

of damage
on the outgunned beast. Just target the red nodule on the
Berserker Lord's head and it should be down for the count
within seconds. There's no need to enter Hypermode.

Following the boss
battle, locate the four
yellow orb holograms
spread out across the
room’s floor. Enter
each hologram and
use your Boost Ball
to power up a wall
switch,

You've seen this type
of switch before. Twist
the Wii Remote to

line up the notches in
the slots of all three
concentric circles,
pressing ® to lock
each notch in place.
This releases the
security clamps around the Theronian Transport Module.

LIETROW
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Activate your
Command Visor

and order your
Gunship to lift the
Theronian Transport
Module with the
Ship Grapple

Beam system.

You now have the
first component of
your bomb! As the
Gunship lifts the
maodule away, a new
Maorphball tunnel

is revealed directly
behind Samus.

o :
9( ‘NaTe |

whiLe your sunship is carrying an obaecT. don'T
order T To Land. T¢ you do. berore The sunship
Lands 1T wLL reTurn the obaecT iTs carrying To

l\-h.r. IT retTreved IT.
-

J |\

Callect Second Bomb Camponent

e

Roll through
the Morphball
tunnel and
proceed
through the
next doorway
to enter the
Turbine Access
comidor. Pay
close attention
to the Phazon-

enhanced Crawltank here—it has entered Hypermode. Even your
Plasma Beam deals little damage to this creature. Retaliate with
charged shots and missiles while dodging the Crawitank’s Phazon
blasts. Afterward, shoot the debris blocking the corridor and advance

to the next doorway leading to the Piston Hall.

S e

To obran The second bomb componenT at The
concourse. you musTt obtan the seexker mSSILE
meﬁnumﬂlﬂnw-—rml )

A —

’\x

." I_-l\ h .

_—
In the Piston Hall, you must Screw
Attack across this chasm, carefully
timing the opening and closing

of the sliding door on the distant
platform. As soon as the door
closes, begin your jump. As you
get closer, the door opens, giving
you a spot to land. Continue to the
next door down the adjoining hall.

-

Enter this corridor just beneath
| the Concourse and weld the
damaged circuit panel near the
doorway. Afterward, proceed
through the Plasma Beam
door straight ahead to access
Maintenance Shaft CC.

1

Look up in‘Maintenance Shaft
CC to locate a green Grab Ledge.
Space jump toward the Grab Ledge
| and enter the adjoining Morphball
| tunnel to cross the room.

r

—r )



Proceed to the
Research Pod Lift
corridor, taking the
doorway on the right
! b _ to enter the Xeno- ] ;
- \ research A Lift. " =

g - < Interact with the green -“""—-'"'-[ﬁ 3
Sy ~*"  hand-shaped switch to . ' »i"l\
An Armored Aerotrooper attempts : PR 1 e —— I
to stop you at Zipline Station a_l::tw_ate the lift, then - i
Delta. Finish him off with Ice i aTeRRach A
Missiles, then turn your attention
to the floating platforms ahead. —

Screw Attack your way to each The Xeno-
platform (the zipline is on the rest-:-_ard"i_ﬁ.
upper level, just out of reach). C_ﬂl‘l‘ldﬂf 15
. lined with
several
cylindrical

containment
‘ units. lgnore

the units

{and their
— L contents)
for now and continue to a round room with a Spinner control
mechanism in the wall between two doors. Enter the Spinner
notch and activate your Boost Ball. The door to the left opens,
while the door to the right closes. When the door on the left is
completely open, proceed through the adjoining corridor.

The most d:ffmult jump involves
a platform rotating 360 degrees
with a barrier covering one-half.
You must time this jump just right
to reach the platform when it's
accessible. Wait till the barrier is
on the left side of the platform to
begin your Screw Attack. By the

time you reach the platform, the Enter Xenoresearch B
barrier will be out of your way, Lift and activate the lift
allowing you to land. From the with the green hand-
rotating platform, Screw Attack shaped switch. Ride it
toward the next large platform, up to Xenoresearch B,
near Transit Tube A.

Xenoresearch

Advance through

| the Xenoresearch
B corridors till you
find a Morphball
tunnel entrance
located between two
P ' | containment units,
InTransitTube A, turn right in the | Hop into the tunnel
corridor and shoot the Plasma and follow it to the
Beam door to access Save Station | next room.

C. Recharge and save your game

before continuing.

! MET num |

% L]
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You emerge from the p -
Morphball tunnel in a Bi 5
round room with only
one open passage.
Enter the open
passage and take a
right at the T inter-
section. You eventually
come to a dead L
end. But look on the outer wall to locate another Morphball
tunnel—blast it open with a bomb, then enter.

Exit the Morphball
tunnel and proceed
through the next
corridor till you
come to a round
room—the Seeker
Missile upgrade is
straight ahead, inside
a containment tank.
While in this room, look on the surrounding walls and scan a

Steamspider for your Logbook. Don’t worry; they're harmless.

You can’t
retrieve

field is

tear it free with your Grapple Lasso to reveal an Energy Cell.
Pull the Energy Cell out of the wall to deactivate the energy

the Seeker
Missile till the
tank's energy

deactivated.
Turn toward
this panel on
the room’s
left side and

field. The Energy Cell is automatically added to your inventory —

you have two now.

ROCZTEY

rEmOvING The ENErgy ceLL deacTivaTes aLL. the
l-"‘lPl'[;u F-IF‘I_r,‘Ih I EVE:‘['J CONTEIINMMENT LWNT. Thlf.
means aLL The shazon mevrods you passed
Earvier are now roamng around the corrdors
of xenoresearch A and xenoresearch 0. sTay on

Ll:;!u:l:‘lj'

o

Hit the containment unit with

a charged shot to shatter the
glass. Then step inside to grab

the Seeker Missile suit upgrade.
Seeker Missiles are used to
engage multiple targets simulta-
neously —you can fire up to five at
a time.

The doorway you entered

earlier is now sealed by a blast
shield with five yellow locking
mechanisms—all locks must be
destroyed simultaneously. Aim at
the door and hold down o0, Your
Seeker Missiles will lock onto each
of the five locks. Release o to fire
away, destroying the locks and
clearing a path. Find your way
back through the darkened hall
to the Morphball tunnel and roll
through.

In the next corridor, continue
forward and take the first left,
heading toward the Seeker Missile
door. In this corridor you're likely
to encounter your first Phazon
Metroid—scan it! Hit the Phazon
Metroid with your Plasma Beam,
then follow up with an lce Missile.
Phazon Metroids have a keen
ability to dodge missiles, so it's



best to stun them with a few
plasma hits prior to launching a
missile. If your missile hits, the
Phazon Metroid will be encased
in ice. Hit the frozen creature with
a charged shot to shatter it into a
hundred pieces.

If UOU'TE NOT Careful.
shazon meTrods wel
charge you. arrach To
your head. and suck
away pour heaLth

If This happens.
mmed@TeLy TransForm
inTo morphbaLL #orm
and drop bombs TiLL
The shazon merrod

receases ou
ln_L .FJ

Shoot the Seeker Missile door
straight ahead, then follow the
adjoining corridor to the Xenore-
search B Lift—be prepared to face
at least one more Phazon Metroid
along the way. Ride the lift back
down to Xenoresearch A,

Fight your way
through the Xenore-
search A corridors and
find your way back to
the Xenoresearch A
Lift—there's only one
open path. Locate this
' Seeker Missile door
and blast your way
through.

Before entering the
lift at Xenoresearch
Lift A, turn to the
containment unit on
the right to spot an
Energy Tank. Hit the
. glass with a charged
- shot, then step
inside to retrieve the
Energy Tank.

Missiles.

Proceed to Zipline
Station Delta and
eliminate a couple
more Phazon Metroids
before attaching to the
zipline, crossing over
toward Concourse
Access B.

In the Research Pod
Lift corridor, blast open
the Seeker Missile
door to access another
lift. This one goes up to
Transit Tube B.

InTransitTube B,

hang back and watch
as a Phazon Metroid
attacks an Armored
Pirate Trooper. It
attaches to the pirate’s
head and kills him.
Afterward, the Phazon
Metroid heads toward

you. Engage the creature with your Plasma Beam and lce

- - L] " -
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Conmncourses Missile

Advance through — — Expansian
Concourse Access X C '
B, scanning the
Databot along the
way to retrieve the
“Rebellion” lore entry.
At the end of the
corridor, shoot the

lce Missile door to
enter the Concourse. Shoot the cables in the adjoining passage
with Seeker Missiles to reveal another lift. Ride it down to the
Concourse’s lower perimeter corridor,

! The Theronian
Containment Unit
in the Concourse

i is the next bomb

i component. Before

EeFoOre Leaving the
concourse. reTrieve the

MSSILE EXpansion LocaTed
your Gunship can N an upper-LEveL a
retrigve it, you must This expansion can
destroy the five ! be reTreved
/\} locking mechanisms [l concourse cenTral
/" '\ attached to the cables above the unit. Use Seeker Missiles to nTeror. so donT b

: \f:-destruv each of the yellow locks. This releases the cables on the |  FSIEGT=llgis B 4y 3=t le BN =)
- unit and opens a hatch in the ceiling. l s morphbaLL

rﬁl na .Q?.T:r_i!_L_ L
TR
0

If YOU Can'T LOCK ON TO 8LL FIVE YELLDOW LOCKS
from ThE cONcOurse's mdLEvEL waLkway. Try
dropping To The Lower LEvVEL and amng up. IT's 8
LITTLE ESSIEr TO LOCK ON TO The Locks from This

L LOWEr angLe. J
i,

Now activate your
Command Visor and
order your Gunship
to haul the Theronian
Containment Unit
away. You now have
two out of three
components for
your bomb. The

next component is
located on SkyTown's
west side, at the
Transit Hub—it's
time for some more
backtracking.




.EHVTEWN WEST REVISITED

SHyTown Research B Credits SHyTown Ressarch B Credits

ML‘ p'aTE e m“

Caoallect Third @:j -—“

Somb Component @

- ] From The @arracks ACCESS. YOU Can use
The zipune To reach the obuecTive area oF
The rransit Hub. but The path s FuULL DF
pbsTrucTions. making 1T misxkier Than using The
me“: orb cannons. J

S

[ When you land near

Advance through Concourse Hub Access, stay in

Access A to return to Skytram Morphball fﬂf_m and

East. Walk onto the hologram load F’UUfSE'f into

to activate the transit system the nearby Kinetic

and ride it to the Skytram West Orb Cannon,

platform. launching toward
the central portion of

the Transit Hub.

Enter the Morphball
tunnel at the Transit
Hub, taking it to the v r

central platform. High W
above this platform is
the final component of

e 31
Make a beeline for the Transit Hub. r
At the Spire Dock, take the zipline your Theronian bomb,
to the Junction. At the Junction, | | securad_by a locking
head north across the Hoverplat : 4 - mechanism. Use
Docking Site platforms. Screw Seeker Missiles to simultaneously destroy the five yellow locks,
Attack from one platform to the
next till you reach the platform |
outside the Barracks Lift. |

Finally, activate your
Command Visor and
order your Gunship
to pick up the last
component. Now

| that your bomb is

./ complete, Aurora

o Unit 217 instructs

| you to deliver it
to the Spire Dock,
loading it into the
cargo hold of the

Use the half-pipe in the Steambot
Barracks to access the upper-level

Barracks Access corridor. After Spire Pod.

exiting the Barracks Access, use ;

the Kinetic Orb Cannon to launch W, TH . |
yourself toward the Hub Access E T “.1“".“? /

platferm of the Transit Hub. CORRUPTION/
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Place Caompleted Somb
in Spire Pac

Space jump over ‘-']'
to the Transit Hub's
eastern platform

and target the metal
covering this old
cannon. Hit it with

a charged shot to
restore the cannon to
operational use. Once
it's restored, enter the cannon in Morphball form and sit tight as
it launches you toward the Zipline Station Bravo platform, near
the Aurora Lift.

g

lc“; ~ /

. Race through the
Aurora Lift, Aurora
Chamber, and
Maintenance Shaft
AL, Exit Maintenance
Shaft AU and enter the
Kinetic Orb Cannon to
reach the Spire Dock.

whiLe moving Through the purora LieT. consider

STOPPING OFF 38T Save STATION A. ESPECIALLY IF
[uuu'rz Low on heaLrTh. J
~ -

Approach the center
of the Spire Dock
and look up while
activating your
Command Visor.
Order your Gunship |
to drop the Theronian L&
bomb. As ordered,
the Gunship hovers
abowve the Spire
Dock, setting the
bomb down inside
the upper-level
cargo hold.

MNow that the bomb is in place,
return to the Aurora Chamber via
the nearby Kinetic Orb Cannon.
Aurora Unit 217 is glad you've
assembled and delivered the
bomb, but your job isn't over
yet. The bomb must be manually
aimed at the Leviathan Shield.
Accept the mission while

Aurora Unit 217 migrates the
entire SkyTown facility over the
Leviathan Shield.

Return to the Spire Dock via
Maintenance Shaft AU and the
Kinetic Orb Cannon. As soon

as Samus lands on the Spire
Dock, Aurora Unit 217 severs all
connections. The Spire Dock is
now floating free of the SkyTown
facility and heading toward the
Leviathan Shield.




 erenn « ]

Oefend Spire
Structure

Eager to
finish you
off, the
Space Pirates
§ drop off an
Armored
Firate
Trooper and
an Armored
‘r Shield

: R ¥ Trooper.The
Once the Spire is cut loose, Aurora = Armored Shield Trooper is a new unit, so scan him for your
Unit 217 reports that several pirate | gghook. Don't waste any time with these guys. Immediately

umtsl are converging on your enter Hypermode and disintegrate them with Phazon blasts.
location. SF“'? around an-:_j locate While Hypermode lasts, turn your Phazon attacks against the
the approaching Space Pirate Space Pirate Assault Skiffs.

Assault Skiffs —notice the Spire

Structure health meter on your T"’_ _‘1

HUD. Prioritize the Space Pirate
Assault Skiffs, as these inflict the
most damage on the Spire. These
small aircraft look like ATCs, but
they're smaller and incapable of betwean the waves
carrying troops. But they have the | of trooper attacks
same weakness as the ATC—the | . o000 o th:e
red grill on the front. Keep hitting Space Pirate Assault
this spot with your Plasma Beam Skiffs. Once all skiffs

until the skiff explodes. are destroyed, the

pirate assault comes
to an end. By now,
the Spire is hovering
directly over the
Leviathan Shield,

Don't let the
incoming troops
distract you from
the task at hand. In

e

N Fa
I\ &

K - i
In addition to Space Pirate Assault | Oeliver the Bomb
Skiffs, Dragoon Battle Drones join s “'\1 :
: Now that the Spire

the attack, attempting to draw
your fire away from the skiffs.
Finish off the drones quickly, then
return your attention to the skiffs.

is in place over

the shield, it's time

to deactivate the

platform’s thrusters,

dropping it and the

Theronian bomb onto

. the shield. Interact

=+ with the green console

directly in front of you following the cutscene. This display shows

a diagram of the platform. Touch each of the three green brackets

over the thrusters. This initiates a countdown (displayed on the

console) till the thrusters are deactivated. It also activates an

A couple of Aerotroopers also escape pod, which appears directly behind you.

make an appearance during the ,f

space pirate assault. Sidestep J

their attacks while retaliating with )‘?ﬁ 'l Ru\“

lce Missiles. | \ g.l‘ur*r'..
—_—




Enter the escape
pod and interact
with this green
hand-shaped

switch. Unfor- (9
tunately, there’s (- ) )
something ;
wrong. The L
escape pod _;’_;ﬂ..-_.: -

won't launch, but A==

a small Morphball tunnel opens at the base of the launch pad.

r—_
N
Ir_h

W

ri
passage and look for a damaged circuit panel on t

Three damaged
circuit panels are
preventing the
escape pod from
launching. Weld

the circuits with
your Plasma Beam.
Two of the circuits
are located behind
panels —pull the
panels away with
your Grapple Lasso
1o access the circuits.
Once all three panels
are repaired, power
is restored to the
escape pod. Return
to the Morphball
tunnel, taking the
interior lift back up to the Spire Dock.

Roll

through the
Maorphball
tunnel and
melt these
slabs of
metal with
your Plasma
Beam.
Proceed into
the adjoining
he left.

Enter the escape pod once again
and interact with the switch. This
releases the pod's thruster control.
Push the Wii Remote forward
(toward the screen) to initiate

the thrusters. The pod escapes
just before the Spire crashes
down into the Leviathan Shield,
detonating the Theronian bomb.
As predicted, the bomb eliminates
the shield, earning you a gold
credit and opening a path to the
planet’s Leviathan Seed.

Your pod lands in the Escape Pod
Bay of SkyTown, not far from
Landing Site A. Ride the nearby
lift down to the Security Station,
then head for Landing Site A. Use
your Command Visor to order
your Gunship to land here. Board
the Gunship and set a course for
the Elysia Seed.
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Oestraoay the Leviathan Seed

—

At Landing Site C,
jump across the round
floating platforms
toward the Core
Access tunnel. Before
entering the door,

turn around and scan
the ground near the

landing pad to spot -—
hundreds of Phazon Leeches crawling around—scan them for
your Logbook.

In the Core Access
tunnel, target these
organic barriers with
Seeker Missiles to

destroy the outer bone

structure. Then hit the
center eyelike organ
with charged shots to
finish them off.

Proceed to the
Leviathan Core and
drop to the floor.
This triggers Helios
to enter the room,
setting the stage for

' charging attacks is by Screw
Attacking directly at Helios. While
in the Screw Attack form, you'll
pass directly through Helios's
energy barrier without taking
damage.

When Helios enters this flat ring
form, prepare to move, preferably
in Morphball form. He slams the
edge of this ring into the ground,
attempting to hit you. Quickly roll
to the edge of the room to avoid
getting hit. But don't lose track

of Helios because this is a critical

| time to stage a counterattack.

another memaorable
boss battle.
i
HELIOS
| e
a i —

Begin the battle by — -_.__‘;;1_____:_{-- "
scanning Helios. M e N N
This sphere-shaped = 'H,_‘,'j‘*"-"— T
Mechanoid is | AT -
protected by thick o RR ] }= 3 | - - -
armor and an energy & i R ) Wait till Helios is finished
field. You must find a N e O - slamming the ring into the
protective layers - — T — 1 | orbs (in the center of the ring)

before dishing out some damage.

4L 1 11

Don't bother shooting
Helios when he takes
this form, rolling
around the room.
Instead, do your best
to stay out of the
way. The best way

to prevent taking
damage during these

with Seeker Missiles. Destroying
these red orbs temporarily
removes Helios's energy field,
leaving him vulnerable to attack.
Immediately enter Hypermode

. and knock away his armor with a
Phazon blast. Follow up with more
Phazon attacks to inflict damage.




Helios eventually regenerates
armor and a new energy field.

In the meantime, watch out for
the attack where he creates these
flashing orbs of energy. Hit each
orb with a charged shot before
they emit powerful Phazon beams.
Hit the brighter orbs first, as these
are the ones that pose the biggest
threat.

Continue targeting Helios's energy
field with Seeker Missiles, then lay
into him with Phazon. As he takes
more damage, Helios takes on a
humanoid form consisting of blue
energy. Dodge the purple orbs he
lobs at you and space jump over
the stomp attacks that send an
energy ring expanding outward. In
this form, Helios's weak spots are
the red limb joints. In particular,
target the red leg joints to knock
him over.

As soon as you blow off one of
Helios's legs, enter Hypermode
and blast away his armor with
a few Phazon shots. Keep {
shooting while Helios attempts to
recuperate, dealing more damage
with each Phazon hit. If you're
quick, you can drop him before he
regenerates his energy field and
armar.

Samus's arsenal.

| Try out your

When Helios
eventually
dies, he emits
a heavy blast
of Phazon,
causing
Samus to
stagger
backward as
the Phazon
growth inside “Aw_
her increases in size.

Killing Helios
earns you a
gold credit.
But Helios
also leaves
behind

the Hyper
Missile suit
upgrade—
grab it from
the center of
the room. The Hyper Missile is the most devastating weapon in

new Hyper
Missile on
the newly
appeared
Phazon
growths.

Hit all four
with a Hyper
Missile—
simply press e
o while in Hypermode.

| T ——
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Destroying all four
Phazon growths
initiates a cutscene,
showing the Seed
emerging from the
cavern wall. When
prompted, press @ to
emit a deadly Phazon | =
energy burst to kill f]'
the Seed. Once the
Seed drops dead,
Samus automatically
boards her Gunship
and leaves the Seed
area, entering orhit
above Elysia.

Aurora 242 reports
in, stating that
both Leviathans
in Federation
space have been
eliminated. However,
a third Leviathan has :
been located on the A s
Pirate Homeworld, klx_- ~ VIR,
discovered by i
Gandrayda
before
she went
missing.
Apparently
the space pirates
are using Phazon to R BN
enhance their troops, ]. e —— —
unaware of (or indif-
ferent to) the contagious side effects the energy could have
on the galaxy. As a result, the Galactic Federation is preparing
to stage an assault on the Pirate Homeworld. This is your next )
stop. Set a course for the Command Center landing site on the
Pirate Homeworld.
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Landing Site
S8ravo

Gandrayda‘s last communi-
cation indicated there was a
cargo supply route on the Pirate
Homeworld leading directly to
the planet’s Seed. Aurora Unit 242
instructs you to investigate such

a route. While at Landing Site
Bravo, look around for a Pirate
Cargo Drone flying around. Scan
it for your Logbook, then continue
to the Lift Hub Access corridor.

Be prepared to face a couple of
Phazon-enhanced Crawltanks in
the Lift Hub Access. Don't get

in a lengthy firefight with these
things. Instead, enter Hypermode
to finish them off quickly. While
still in Hypermode, advance

to the Lift Hub and destroy the
Remorse-Class Turret inside.

' retrieve the “Our
f Mission” lore entry.
In the lift, turn to the

—

Currently, you can
access only one of
the three passages in
the Lift Hub—the lift
in the center. Before
entering the lift, scan
the round display

on the right wall to

control panel on the
left and press the top
button to access the
Command Courtyard.

Coammand Courtyard

e
- s i, w2 | Exit the lift and
e LT =ik~ b= P’.?”" proceed through
w * 0B e I the doorway at the
{ corridor’s end to

enter the Command
Courtyard. Much of the
ground in this large
open area is saturated
with an acid-based
compound, so watch your step. Use the narrow walkway in the
center to make your way to the alcove on the right.

—

This set of fans on
the left blocks the
path into a Morphball
tunnel. You must find
a way to deactivate
these fans. Space
jump to the Grab
Ledge above and
enter another
Morphball tunnel
running above the
Command Courtyard.
While you make
these maneuvers,
Aurora 242 reports
that you'll need to
find protection from
the planet’s acid rain
before accessing the
planet’s Seed.

METROD

= rR 1 A & J

CORRUPTION




Follow the winding
Morphball tunnel
to this small room.
Locate the Energy

. Cell on the wall

Jahead and pull it out

" of the socket—you
now have three
Energy Cells.
Removing the Energy
Cell deactivates the
fans in the Command
Courtyard, providing
access to the lower
Morphball tunnel.
Backtrack to the fans
and enter the new
Morphball tunnel.

.

The Morphball
tunnel exits
into the

Flux Control
passage.
Watch out for
a few Phazon-
enhanced
Crawltanks
patrolling
down here.

Howewver, you only face one at a time, so don’t bother entering
Hypermode. Instead, use charged shots and missiles to finish off
these creatures while sidestepping to avoid their Phazon blasts.

Halfway through the passage,
drop through a small shaft and
continue advancing along the
Flux Control's lower passage.
This leads to a dead end. But low
on the wall look for a Morphball
tunnel next to a hatch. Use your
Grapple Lasso to open the hatch
on the left, flipping it to cover
the Morphball tunnel on the
right. Now roll through the newly
opened tunnel on the left.

Command Station

The tunnel connects to another
crawlspace passage just beneath
the decking of the Command
Station—the pirates working
above won't even notice you.
Ignore the two vertical shafts for
now and look for a small nook
containing a Missile Expansion.

l‘_ il
Once you've retrieved the Missile
Expansion, backtrack toward the
orange-lit vertical shaft and ride
the lift inside up to another tunnel

| passage.



" Turn around ;

from the

switch to 4/

spot a small h

Morphball

entrance

blocked by

a hardened

- Phazon
hatch—you

| can’t destroy

it with any of your weapons. Instead, look up and wait for one
of the Phazon canisters to pass directly above the hatch. Shoot
the canister so that it drops in front of the hatch. The resulting
explosion destroys the hardened Phazon, providing access to

e : the Morphball tunnel.
Follow the adjoining tunnel to the — -
Command Vault. The X-Ray Visor Roll through the LA
suit upgrade hangs suspended ' Morphball tube to - :
from the ceiling. Destroy the enter the Defense
yellow lock mechanisms on the Access corridor. As
ceiling with Seeker Missiles to you enter, a large
lower the upgrade, dropping it security gate drops
within reach—pick it up! The X-Ray | over the green Nova
Visor is useful for seeing the Beam door. Don't = -
inner workings of devices, vital worry about this —

for interacting with the numerous | gate—you’ll return to this area later.
locks and switches on the Pirate
Homewaorld. Turn left, away from

the security gate, and
locate this switch

on the wall. Activate
your X-Ray Visor

before interacting

with it. As with the
previous switch, use

J & ( S
»o & perimeter input
buttons to match the symbols on the display. This opens a hatch

: to the right of the console; it contains a lift.
L Sl -'g W y

F
Activate your new H*Ha'r Visor ::g :"t '::;x le?t:‘ﬂaﬂ 7 =) ot
{in the lower-left area of the Visor : : i . .

. the Command Station.

the orange switch on the wall.

. From here you get
The X-Ray Visor allows you to see a good view of the
the input buttons surrounding the J

; : - generator supplying

display. Punch in the matching power to the planet’s
code on the display to activate the

» R defense shield.
conveyer system above the room. | a1ar on, you'll need to deactivate the generator prior to the

Federation assault. While in this room, scan the round display to
retrieve the “Stowaway" lore entry. When finished, ride the lift
back down to the Defense Access corridor.

Select menu) and interact with L L WEI'DDkIﬂ:g P r ._}'
. f
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Exit the lift
and turn
right. Two
Assault Pirate
Troopers
are now
positioned
at the end of
the Defense
Access
corridor,

Expect to be hit by a Phazon grenade, which forces you into
Hypermode. If this happens, repeatedly press @ to vent Phazon
from the PED till safe levels are attained. While in Hypermode,

E finish off the Assault Pirate Troopers.

Security Air Laock

’Q

\ R -

b .

&
N
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Enter the doorway
beyond the downed
pirates to access the
Security Air Lock.
Upon entry, you
raceive a transmission
from a Federation
Trooper. He was taken

—"" prisoner during one of

the earlier attacks, but has managed to escape and is currently
located somewhere on the planet. He has information on how

to bypass the acid rain, making his rescue your next priority. His

coordinates are uploaded to your Logbook. After listening to the
trooper's message, grab the Missile Expansion in the passage

straight ahead.

The mechanical gate
in the Security Air
Lock uses a locking
mechanism invisible
to the naked eye. So
activate your X-Ray
Visor to locate the
weak spots in the lock.
Hit all five of the red

g7 we ™
l\" A

LS

orbs to release each lock component.

Deactivating the locks
activates a turntable-
like device on the
room’s floor. Roll into
the gold hologram to
rotate the turntable,
which transports you
to the opposite side of
the passage.

S - /)
L p—___ a‘_'

|
f

Enter the passage beyond the
Security Air Lock to return to the
Lift Hub. Take the lift down to the
first floor—press the button on the
bottom of the panel.

On the Lift Hub's lower level, turn
to this passage sealed by an energy
field. Using your X-Ray Visor,
interact with the nearby console
{match the symbols) to lower

the field. The small room beyond
contains a Map Station. Walk into
the room to download all the maps
for the Pirate Homeworld, revealing
a new landing site not far from the
Federation Trooper’s position.

<@
U
Return to your Gunship at Landing
Site Bravo via the Lift Hub Access
corridor. After saving your game
inside the ship, set a course for
the newly revealed Research
Facility landing site—it's time

to find that Federation Trooper
before the space pirates do.




hﬁ ESEARCH FACILITY

Ressarch Faciity Pickups
SCrapyauLT WSS B ExDaresn

ENBrQL Tame

meETron eroCEssng ENErgy CELL

mETrod or
Creche TransT

aroving Grounds i

r— Legernd _—
COOrs mICKUPS
» I ENECQY Tans:
L ToN

B zce mase e ESALE §xpENS0n

1 oLasma owas

H serxEr mEssE R
arsppLE voLTEQE l m

I wova onas |.-l.u|'r LpGr ade
LEacaTions
() Landing spar
@ SavE STaTon
@ map sTaTon
L

= EnErgy CeLL
| L

Research Facility Research B Credits
scrapvanr  Jurmregenstrexosr 0 | oed |

PETROW

CORRUPTION,



Meet Up with Captured
CF Trooper

——
There are no

pickups or
scans to make
at Landing
Site Alpha, so
proceed

to the blue
door ahead

to enter the
Scrapvault Lift.

Interact with
this switch to
activate the
lift, then step
onto the red
hologram.
Ride the lift up
the diagonal
shafft.

At the top of the lift, a
security hatch bars the
passage ahead—you
nead to find a way

to lift it. Scan the
loose panel on the
right-hand wall and
hit it with a charged
shot to gain access to
a Morphball tunnel.

Roll through the
tunnel to enter a
small room with a
horizontal windowlike . .
slat in one of the - . [y
walls. Peer through | .|

the slat to locate a red 3 - %
switch—shoot it. This . i v
lifts the security hatch e ' j

blocking the passage. Roll back through the Morphball tunnel
and return to the Scrapvault Lift passage, turning left to access
the Scrapvault doorway.

Watch out for the Urtragian Shriekbats
when entering the Scrapvault. Try to
scan one before they explode. Jump
onto this low platform, then use it

to reach the nearby platforms lining
the room’s perimeter, eventually
following the walkway through the
tunnel in the dead bioform at the
center of the room.

—
When you reach this ledge, loo
up and locate the Grab Ledge
above. Space jump toward the
Grab Ledge, then enter the
adjoining Morphball tunnel.




In the Morphball tunnel, use these
alternating lifts to ascend this tall
shaft. Jump onto the left lift first,
then roll off onto the right lift to
reach the next ledge.

- ____“' | e—— I 2
Don't race past the Energy Tank
inside this tunnel. It's located at
the top of a shaft, requiring some
careful bomb-jumping.

, Boda ?
\-1.‘."

Enter this bomb slot to activate
the piston below, lowering it.
Mow you can get in the Morphball
tunnel on the right. Enter the
tunnel and follow it across the
Scrapvault's upper level.

At the tunnel’s exit,
locate this damaged
circuit panel on the
wall and repair it.
Afterward, interact
with the nearby
symbol-matching
console (using the
X-Ray Visor) to open a

| new passage in the Scrapvault.

i —
Backtrack to the main / -
Morphball tunnel {:: -:n-._l,l I
system and head ) 3 \
right (past the bomb ¥,

slot), toward this large =43

half-pipe feature. =

Use the Boost Ball to -

launch your Morphball § s .
up the right side . -k
channel till you can reach the top ledge.

® - e _‘H

—

Activate the :
bomb slot in /
this section

to open the

hatch above f
the half-pipe.
Enter the new
Maorphball

tunnel above

the half-pipe

to return to the
Scrapvault.

—

C

.;l

As you return to the
Scrapvault, alarms
sound—the pirates

are aware of your
presence! Before long,
three Commando
Pirates appear. Scan
one for your Logbook,

then enter Hypermode &~="
and thin their ranks. Commando Pirates can cloak, so try to
eliminate one target at a time before they disappear.

CORRUPFTIORN
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Once the Scrapvault
is clear of threats,
locate these steps

on the room'’s perim-
eter—this is the
passage you opened
earlier. Hop up the
steps and shoot the
Plasma Beam door at
the end of the corridor to enter the Processing Access corridor.

This corridor
is equipped
with a
security
system
consisting of
multiple laser
tripwires.
Activate your
X-Ray Visor
to spot the
lasers. Step past each laser as it shuts off. Repeat the process till
you reach the corridor’s end. If you set off the alarm, you'll have
to deal with another Commando Pirate. While in here, scan the

}rnund display to download the “First Disciples” lore entry.

- i
Two Assault Shield _
. = hg
greet you in the Yd 3
the Assault Shield e
to work in Hypermode, blowing away the armored units with

Metroid Processing

Troopers and one

Commando Pirate

Metroid Processing 1 . '& -

room. Scan one of = '

Troopers for your

Logbook, then go ""'—"—-—-h""

Phazon blasts. Killing the two Assault Pirate Troopers unlocks a
terminal,

Interact with this
terminal using your
X-Ray Visor. You've
seen this sort of
terminal before—Iline
up the three notches
with the three slots,
Once you're done,

a lift appears to the
terminal’s right. Ride it to the lower-level passage beneath the
room.

=4kl 1 1]

" -’ _—
<
— lm

e g
As the lift reaches the bottom, exit
and turn left. Pull the Energy Cell
out of the wall socket and add it
to your inventory —you now have
four. Removing the Energy Cell
deactivates the containment fields
in the room above.

e —

———

Instead of returning to the lift,
stay in the lower passage beneath
Metroid Processing and locate
this damaged circuit panel in the
hall's opposite branch. Repair

the circuitry with your Plasma
Beam to activate a lift in the room
above.

— —
e SRS

Return to Metroid Processing's
main floor and prepare to battle
two Phazon Metroids as they
burst out of a nearby containment
unit. Hit them hard with your
Plasma Beam and Ice Missiles
while dodging their energy and
charging attacks.



After knocking off the Phazon
Metroids, enter the containment
unit they burst out of to retrieve a
Missile Expansion.

It Wy T8
Sy
s =
—

j — p—

Move to the cylindrical structure
in the room’s center and locate

a Morphball slot. Roll inside and
ride the lift to the upper-level
platform, giving you access to the
Airshaft and the Creche Transit
corridor.

| From the Airshaft’s

. Be sure to scan "The

BEFOrE enTering The mrshaeT. bLasT Through
TIE TransiT door wth an MSSILE. JUST
inside. Turn LeFT and Locate a morphbacl Tunnel
bLocked by some debris. eLow The debris away
wmTh @ bombh and enTer The TunneL. ThEe TunneEL
LESds TO B r-_;|::|ri:‘|5-r|_u-:'r': devic E. ENTEr ThE CENTEr
and uUsSE Your E00ST E3LL TO roTaTe The spinner
TiLL IT LINKS up wTh The TunneEL on The oppos
side of The room. somb-Jump Through The nearby
Tunne. To reach The mssiwLe Expansion. PETUMM TO
phbaL. Tunne. entrance. Then go back To
dd NOT ETTEMPT TO Cross The

d ErocezEine
N N The creche TransiIT-you wLL de P
—i

| Enter the
Airshaft and
target the
four yellow
locks on
the Wall
Jump slab
with Seeker
Missiles.
This deploys
& asecond
parallel Wall Jump slab, allowing you to Screw Attack your way
to the ledge above. Scan then shoot the Puffer Mines floating in
the shaft before performing the Screw Attack ascent—if you hit
one while climbing, they'll explode and you’ll fall.

upper ledge, keep
jumping upward onto
nearby platforms.

Source Discovered”
lore entry along

the way. Follow the
passage to the blue 5
door, leading into the Craneyard.

N CORRUPTION




Proving CGrounds

Pass through the
[WELEIETEL T
continue to the
adjoining Proving
Grounds Lift. Inside,
the Federation
Trooper that
contacted you earlier
is under attack by two
pirates. Eliminate
the two pirates, then
approach the trooper.
He gives you the
location of a special
suit used by the
pirates that shields
them from the acid
rain and other toxic
elements.

P gl o e e e O (war shew el B g D
B bl T T e e i —
g g S

=2 || The trooper

offers to take
you directly
to the special
suit, using
the nearby
lift, but he
needs your
help to
activate it.
Walk over

to the nearby lift controls and follow the trooper’s instructions.
Your inputs must be coordinated for the lift to function—pull,
twist, and push the Wii Remote when the trooper tells you to.
Once the lift is activated, step onto the platform and ride it up to
the Proving Grounds.

At the

Proving

Grounds,

the trooper

inexplicably

attempts

to shoot — a4
Samus in the

back. Samus sl
dodges the %
shot at the il
right moment, discovering the trooper's true identity— Gan-
drayda! Like Rundas and Ghor, Gandrayda has been corrupted
by Dark Samus, making for a challenging foe.

805s BATTLE:

CANORAYDA
S ——

-
g
i' J = -dr - =l
3
* X =1
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R T e
1 T i s Edar = mhie fa '
e
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Gandrayda is a Metamorphic
bioform capable of mimicking the

. appearance and characteristics

of virtually anything. Start off by
scanning her for your Logbook.

Early on, Gandrayda jumps
around the Proving Grounds
platform, firing bolts of purple
energy toward you. For now, try
to keep her centered in your HUD
and be ready to dodge her attacks.

Early on, Gandrayda changes
into an Aerotrooper-G —the G
stands for Gandrayda. As with an
Aerotrooper, counterattack with
Ice Missiles till Gandrayda gives
up on this form.



= Enter
5”““ Hypermode
wou can scan each oF to inflict
sandraydas dieFerenT -
forms. but you wiLL significant
Earn no crediTs FOr IT. damage on
L _J Gandrayda.
g = Regardless
of what form
she’sin, a
few Phazon

blasts will get her attention. You'll know you're making progress
when Gandrayda retracts the roof over the Proving Grounds,
indicating she's down to about 75 percent health. But stay on
guard—she's about to take on some new forms.

In one of her charging attacks,

Gandrayda grabs hold of you, . Whnfeu:'n the

slowly draining away your health. ro::- 15 p

To break free of her grip, shake E‘- ra[;:ta d

the Wii Remote and the Nunchuk Rnurayes

rapidly. takes the
form of
Rundas-G.
Approach this

ﬁ”““- | | the same way

G | you did the

% — - real Rundas:

ey s Rl

stun Rundas-G with missiles, then tear away the ice armor
before engaging in Hypermode.

when sandrayda

becomes a fLOCK OF Later,
swarmboTs. anorther Gandrayda
of her sorms earcy n takes the
the barrTLe. destroy form of
Them To reLease some Ghor-G. As
heaLth and mssiLe with the real
pouwEr-ups. Ghor, wait for
L _J the spinning
i )
- plasma
attack,
then enter

Morphball form and drop bombs near the flashing blue-and-red
orb between Ghor-G's legs. Once your foe is stunned, hit the

| bull's-eye on Ghor-G’s head with missiles or Phazon blasts.

| Keep up the attack and exploit these weaknesses as Gandrayda
alternates between her Rundas-G and Ghor-G forms.

g
PETROS
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= T"E As Gandrayda’s
/4 health drops below
" |} 50 percent, she takes
the form of Samus-G.
Be ready to dodge
her charging Boost
Ball attacks —either
sidestep or space
jump out of the
way. Watch out for
Samus-G's Power
Beam attack, too, and
be ready to space
jump over the wide
beam as it pans in
your direction. Your
Plasma Beam inflicts
l more than adequate
p— & damage against
Samus-G, as long as you're quick enough to score a few hits.
A good time to attack is when she's standing still and firing her
beam attack —just remember to jump over the beam as it gets
close.

' With less than 25

' percent health
remaining,
Gandrayda stops
taking on different
forms. Instead, she
somersaults and
cartwheels around

the platform while
firing various
energy attacks. If
you have an Energy
Tank to spare, enter
Hypermode and
finish her off quickly.
Otherwise, keep
chasing her with
your Plasma Beam
till she falls. The
now familiar black cloudy image of Dark Samus appears over
Gandrayda as she dies.

< __i | X1l 1 1]
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Defeating Gandrayda earns you
a gold credit. She also leaves
behind the Grapple Voltage suit
upgrade—grab it. This upgrade
allows you to send or drain
energy when attached to certain
objects with your Grapple Lasso.
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Approach this power coupling

on the nearby wall to try out the
Grapple Voltage. Attach your
Grapple Lasso, then press the
control stick down () to drain
energy from the coupling—notice
how the drained energy from the
coupling increases your health.
Draining energy from the coupling
restores power to the Proving
Grounds Lift (at the center of the
platform) and drops an energy
field near the Transit Station 1-B
door.



EnterTransit Station 1-B and
interact with this terminal on the
wall = hit the red hand-shaped
switch. This calls a train, which
arrives in the tunnel on the left.
Get on the train and use the
controls inside to get it rolling
toward Transit Station 1-A. While
you're en route, Aurora Unit 242
reports that hidden Chozo artifacts
have been found on Elysia—looks
like you're heading back to
SkyTown.

" Exit the train

atTransit
Station 1-A
and scan the
round display
on the wall to
retrieve “The
Leviathan”
lore entry

for your

Logbook. —
Approach the power coupling at the doorway and drain its
energy with the Grapple Voltage to gain access to Landing Site
Bravo and your Gunship.

Enter your Gunship
anﬁ save vuur game

o 1 » course back to Elysia.
Select Landing Site A
as your destination.

i Ll L =
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The newly discovered Chozo
technology reported by Aurora
Unit 242 is located in the
Powerworks area of SkyTown,

- south of the Junction. From

Landing Site A, move through
the Security Station toward the
western platform. Remember,
the Spire Dock is no longer here.
Fortunately, a Kinetic Orb Cannon |
i5 available for your trip toward
the Junction platform.

A -
Enter the Junction and turn left,
heading toward Zipline Station
Charlie. The gate blocking access
to the zipline is secured with

an energy lock, requiring more
power to unlock. Use your
Grapple Voltage on the lock—only
this time.(fush the control stick
forward () to send power to the
lock, draining some of your health

in the process. |

Once the gate is unlocked, use
the zipline. Your trip along the
zipline is cut short by a sudden
energy surge, and you drop

onto a platform. Complete the
trip by Screw Attacking toward
Zipline Station Charlie's southern
platform.

In the Powerworks
Access corridor,

turn to this terminal |
and drain its energy ;
to drop the green i—|

energy barrier. Roll .
through the adjoining
Maorphball tunnel

and enter the next o e

doorway leading into the Powerworks.

In the next
room, target
the four red
power nodes
with Seeker
Missiles to
open a new
Morphball
tunnel. Roll
into the
Morphball

tunnel to access the central gear room of the Powerworks.

| Upon arrival, look for

a Databot floating
above this room,
then shoot it and
scan it to retrieve the
“Defeat” lore entry.
Afterward, look for
the fallen gear in the

' canter of the room. It

must be returned to

| its original position

so it can mesh with
the other gears
rotating above. But
you can't lift it from
this angle. Instead,
jump onto this
nearby ledge and use

" your Grapple Lasso

to flip the gear upward. While the gear is twirling through the
air, shoot it with a missile or charged shot from your Plasma

Beam to knock it back in place,

| S —
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As the gears start to
function, a barrier lifis,
revealing the Spider
Ball suit upgrade.
Jump onto the
pedestal to retrieve

it. The Spider Ball
allows you to attach 1
yvour Morphball to the ™
magnetic Spider Ball tracks, providing access to new areas,

-
1 Enter the newly

opened Morphball
tunnel to try out the
Spider Ball. At the end
of the tunnel, press
and hold down (£ to
activate the Spider
J‘ Ball, attaching to

" the track. Continue
holding down (&1 to remain on the track. When you come to
gaps you must cross by falling downward, release () momen-
tarily —your Morphball will begin to fall. Press (£ again to
activate the Spider Ball and latch on to the nearby track.

A -
r[ = s 1 Follow the Spider Ball
{mmmea T - track to this vertical
- z i
L.}_/ i shaft. Here you
b o e must cross from one
i‘ ".i.. % parallel track to the
| A : other using the Boost
,ﬂ L " Ball. While still holding
'] \ f down (&, press and
=& hold @ to activate the
Boost Ball. When you release @, your Morphball shoots across
the shaft, attaching to the next Spider Ball track. Continue
ascending the shaft till you return to the Powerworks entry, near
the Powerworks Access corridor.

Powerworks Missile Expansiaon

LOOK FO 8 mSssIiLE
ExpEnsIon near The

 —

spider EaLL Track on
The underside of The
POWEBrUOrks

Advance through the Puwerwarks
Access cornidor and return to
Zipline Station Charlie. Instead of
using the zipline, Screw Attack to
the platforms on the right. A large
Spider Ball track ascends above
the larger platform. Attach to the
track and follow it upward.

Use the Boost Ball to cross gaps
like this in the Spider Ball track.
Simply hold down @, then release
to blast across the span. But don't
forget to keep holding down

££), Later on you'll need to time
your Boost Ball jumps to cross
electrified gaps.

Bomb-jump up to this circular
piece of track. Once attached, roll
to the top of the track, just above
the floating Energy Tank. Release
4] to deactivate the Spider Ball
and grab the Energy Tank on your
way down. Follow the Spider Ball
track down to the next platform,
then Screw Attack toward the
Junction platform.



Return to the lift you
activated earlier and
ride it up the shaft

to the upper-level
platform just outside

the Ballista Lift

doorway. A Red
Phaazoid awaits. f
These entities are b
similar to the standard Phaazoids but much more durable. Enter
Hypermode and strike quickly with Phazon blasts before the Red
Phaazoid divides into multiple targets.

. From This poinT on.
You'LL BncounTer
severaL ped rhaazoids.
wiLLing each sed

l phaazod earns you a
goLd credit. unLixke any
credits Thus far. These
credits musT be picked up manuaLLy. so be on
The LookouTt for ThESE roTaTting YeELLOwW ICons

menwuﬁhTTLl J

In the Junction, turn Ieft and haad
toward Skybridge Hera. Use the
Spinner to activate a Kinetic Orb
Cannon, then cross the span
toward Maintenance Shaft GP

Cross Maintenance Shaft GP
to enter the Construction Bay. o
Turn right and send power to the

purple switch to activate the lift in
the nearby Morphball tunnel. But
don't enter the lift just yet.

=
I\ After defeating the
Red Phaazoid, turn
toward the distant .
structure with the -
. Grapple Swing Points.
e B Just above this -
! - "= structure is a Missile
| / f Expansion. Screw
W —=4&" Attack toward the top
. of the structure to retrieve it. While up here, locate the nearby
= | Databot and retrieve the “Attack” lore entry.
lL\-. , ‘
Turn toward the floating |
|
|

)
)
i

' Return to the
Construction Bay's
upper platform and
enter the Ballista Lift
corridor. Proceed to
the Ballista Storage
chamber and ride the
| lift down to the lower
—+ 4" |evel. Five Steambots
and a Steamlord attack when the lift reaches the bottom. Circle-
strafe around the room while melting the Steambots with your
Plasma Beam. Try using Seeker Missiles to engage multiple
targets at once.

platforms to spot a Phaazoid
in the distance—scan it for
your Logbook. This white entity
consists of Corporeal Phazon
energy. Enter Hypermode to
destroy it.




Locate the sealed
hateh on the perimeter
wall, flanked by two
rotating turbines.

The turbines power
the hatch’s lock
mechanism. Approach
one of the turbines
and send power to it

|

—

through the Grapple Voltage. This overloads the turbine motor,
and it explodes. Overload the second turbine to unlock the hatch.

:J”_~

| Enter the open hatch
to retrieve another
Energy Cell —this

is your fifth. After
retrieving the Energy
Cell, backtrack to the
Junction platform,

SCrEQ ATTAaCKk
across the
HOVErpLET =0CKING
SITE pLEATFOrMS
TILL YOU SpaT

a ped phaazoid.

srabbing the s#Th
ENErgy CELL COMpLETES
LOUr mISSIDN-CriTiCaL
business on ELysa.

IFf YOU WanT. You can
retTurn To Landing siTe
A and fLy back To the
mraTe HomeworLd's
mesearch FaciLimy To
rerrieve the wazard
shieLd. However.

There are a few more
pickups and credits on
ELysia ThaTt you can

E FETFIEVE NOW.
¥

ENTEr Hypermode and sTrike guickly with
Phazon bLAsTSs. KILLING IT Earns ou =
poLd credit=be sure To grab T

HavigaTe This

TUSTING Spider

BELL Track To grab

a8 sunship mssiLE

Expansion. use The

B00ST EaLL TO Jump

TO NEw pIECES OF Track and grab The
Expansion

LocETE The cataboT [P E—

<@

hovering above Tthe
highesT pLaTrorm
shooT iIT and scan
IT TO reTrieve The
“CONFLICT™ LOFE
BENTriy. vou donT have To reach the high
pLartform TO SCan The hoLogram-engage
and scan from 8 disTance.

‘h-l--_
e

- o

EnTEr This green-LiT morphbaLs Tunnec
N ThEe Earracks ACCESS corridor. FoLLDW
IT. avoiding The faLLing pisTon and
oLowng up barricades aLong The way
when you reach a spider EaLL Track.
Take IT up To grab a mssiLe Expansion

Concourse verntilation

Cross TO SKLUTOWN EAST vi@ SKUTram DEST
To reach The concourse venTiLaTion

sharT. InNside. enTer Hypermode and kiLL
The ped phaazod To earn a goud credir




SHyTown Pickup
Roundup Continued

e —

RESEARCH FACILITY

iHEVISITEn

grop To The very borTom
of The sharT. ThEn sTEp
Through The broxken
wndow TO access an
ouTdoor Ledge. LaTch
on To the nearby spider
EELL Track and fOLLOW
IT UR ThE WaLL. AT ONE
poOINT You musT drop a
bomb To Jump @ verTiCaL
pap-using The soosT
EaLL wourd Launch you
OFff ThE Track! drop oFfe
The spider EaLL Tracu
TO BCCESS 8 pLaTFform
hoLding a mssiLe
Expansion. orop off The
side oFf The pLaTForm

TO FETUrN To The Ledge
beLow.

Return to your Gunship at Landing
Site A (on SkyTown's west side)
and save your game. Plot a course
for the Pirate Homeworld, landing
at the Research Facility.

Aeswarch Facility Ressarch B Credits

Creche TransT

LOFE: TEGN vaLhaiLs

S T R

Cranmneyard

After setting down at
' Landing Site Alpha,

enter Transit Station
1-A and take the train
to Transit Station 1-B.
From there, head to
the Proving Grounds
and descend via

the central lift.

While you move

out, the Federation
forces report that
they're ready to
commence the
attack on the pirate
base. But the facility
is protected by a
barrier, preventing
Federation Troopers

R et L T T Ty —
I . T . e iy : ';.\

from landing. Eventually you must disable the base's defense

S
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| system, which is located in the Command Station. For now,
| head to the Craneyard to retrieve the Hazard Shield.

l'f _‘1 In the Craneyard's

upper-level passage,
locate the Spider Ball
track and follow it to
a Morphball tunnel.
The Morphball tunnel
leads to a small room
I on the Craneyard’s
—r L lower level. Locate a

second Morphball tunnel here to access the main floor.

PETRO\D |

CORRUPTION
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A large column
dominates the center
of the Craneyard.
This column features
small, internal
channels accessible
to your Morphball.
The upper and lower
halves of the column

can be rotated, allowing for the creation of different tunnels,
Rotate these sections by activating the Spinner controls at the
base —the Spinner on the left rotates the bottom half and the

Spinner on the right rotates the top half.

Enter the Spinner

on the right and

rotate the top half

twice—use the

Boost Ball to initiate

i rotation. When

the tunnel inside
D resembles a zigzag
s pattern, exit the

J;" Spinner and enter = -

< the Morphball tunnel.
Bomb-jump upward
¥ to reach the tunnel at

the top—inside is a
Missile Expansion!

—
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Return to the ground
and rotate the
column’s top half
twice and the bottom
half once to reveal

a Spider Ball track.
Climb the track to the
tunnel above and
follow it to a small
room. Press the red
hand-shaped switch
on the wall to reveal
the Hazard Shield.

Soon after you grab the Hazard
Shield, two Assault Aerotroopers
attack. Retaliate with lce Missiles
or Phazon blasts. Once both
threats are down, another switch
at the base of the Craneyard's
central column becomes active.

Return to the Craneyard’s lower

. level and interact with the switch

on the column. This opens a
window above on the side of the
room, providing access to the
upper-level passage. But it also
triggers the arrival of several
Commando Pirates.

Use these platforms on the
perimeter wall to reach the upper
passage. Keep moving in an
attempt to avoid the Commando
Pirates. When you reach the upper
passage, rush toward the Airshaft
door, leaving the Commando
Pirates behind.
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At the top of the
ledge, turn left to
spot a massive
growth of Phazon
crystals blocking the
adjoining passage.
Enter Hypermode and
destroy the crystals
with a Hyper Missile.
Before leaving the Creche Transit, scan the round display on
the wall in this corridor to download the “Taking Valhalla”
lore entry.

CIRPEN,

In the Airshaft, do not descend - ‘:—-"""-.

the shaft with the green Wall
Jump slabs. Instead, drop to the
lower-level passage, entering
the Plasma Beam door to access
Metroid Processing.

Metraid Creche

[ " =o =" | Enterthe Metroid
AR Creche and look for
the Spinner control

, geromres

- {gold hologram) in
‘C : . the center of this
i, f -y - round holding cell, —
! ; ' Roll inside and use
e —— —=%" | your Boost Ball to (4

Pass directly through the Metroid | 4ise the holding cell.
Processing’s upper level, dodging | \when it reaches its —
lor freezing) any Phazon Metroids | maximum height,
along the way. Head straight for it launches you into
the doorway on the opposite end | 5 homb slot on the
of the mom.‘whid'n leads into ceiling. Deposit
Crache Transit. * a bomb inside to
activate another
Spinner control on
the floor. Repeat the
same steps on the

f

Creche Transit

-~ ™7 | next holding cell, raising it and placing a bomb in the bomb slot

above it.
Soon after sl
you place a ¥
bomb in the

- s second slot,

In Creche Transit, cross the toxic a Metroid

floor and space jump toward the Hatcher

Grab Ledge above. Watch out for | bursts

the Jolly Roger Drone and the | through ane

" g * of the holding

wo Phazon Metroids in this area. | .

If they get in the way, eliminate cells. Time to
fight. —

them before attempting the jump
toward the Grab Ledge.
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The Metroid
Hatcher's
weaknesses
are its five
tentacles.

Target these
dangling - /

appendages

with Seeker ':-'.L E‘ .
Missiles. o —

Simultaneous e

hits on all five tentacles are not necessary. However, it may take

maore than one launch attempt to destroy all five tentacles.

When all the tentacles
are destroyed,
fire rapidly at the
Metroid Hatcher to
stun it. You'll know

‘-~jl it's stunned when

_/ several Grapple Lasso

Points appear on the
creature’s underside,
Quickly attach your
Grapple Lasso to one
of these points and
pull back to perma-
nently remove one of
the Metroid Hatcher’s
lentacles, causing
significant damage.
One down, four to go.

AS ITS Name \mpLIes.
The meTrod warcher 1s

up To Teo shazon
mEeTrods ar a Time. when
rhis happens. derear
The phazon meTro ['!"'-\.
#rsT berore reTurning To the meTrod warcher
remembeEr. ICE MSSILES 8re YEriy EFFECTIVE

EQEaNsST shazon meETrods
L

f b | ™ e S BBl

1nf s semwrill
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The Metroid Hatcher will
eventually regenerate its other
tentacles. Stay on the offensive,
shooting the remaining tentacles
with Seeker Missiles, then pull
them out by the roots one at a
time with your Grapple Lasso.
Remove the final tentacle to finish
off the Metroid Hatcher, earning
yourself a gold credit.

After the boss battle, enter the
Spinner hologram on the next
holding cell and activate your
Boost Ball to raise it. The holding
cell then launches you up into a
Morphball tunnel running along
the ceiling. Follow the tunnel to
a bomb slot and drop a bomb to
reveal two Wall Jump slabs.




Metroid Creche
Energy Tank

phiLe roLung through
The cewng-mounTted
morphbaLL TunnEL. LOOK
£Or ThisE DpEMING 8T

The Top. somb-Jump up
Through This opening To
access a spider maLL
Track running aLong
ThEe ceiLING. A SErIES

OF TUNNELS and Tracks
LEads TO an EnErgy
Tank. ¥ou NEEd To maxke
SEVEraL GOO0ST SaLL
Jumps aLong The way

TO JUMP £rOm Track To
Track

N il £

Screw Attack up the new

Wall Jump slabs to reach an
upper-level ledge overlooking the
room. Enter the nearby door to
access Transit Station 3-A.

Several pirates greet
| you in the Command

Before calling the
train, enter the
adjacent Save Station
to recharge and
save your game.
Afterward, return to
Transit Station 3-A
I and interact with the
_terminal to call the
train—press the red
hand-shaped switch.
Enter the train and
interact with the
controls to get it
) rolling toward the
Command Center.
o
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| .FEIMMANI:I CENTER REVISITED
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Command Center Ressarch B Credits
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Command Courtyard

. 8

. After arriving at
Transit Station 3-B
of the Command
Center, head directly
l for the Command
. r Courtyard, via the
Lift Hub corridor.
Enter the bomb slot
in this gate to access
* the passage beyond.

Courtyard. Don’t
worry about stepping
on the toxic parts of
this area—your Hazard
Shield will protect
yvou. So feel free to
strafe to dodge the
pirate attacks. One Hypermode session should be adequate to
finish off all the hostiles. After the fight, use the Grab Ledge to
access the “Disaster at Elysia” lore entry.

PETRO

CORRUPTION




The door to
the Courtyard
Passage is
blocked by
an energy
field. Drain
this nearby
terminal with
your Grapple
Voltage to
shut down
the energy field.

Enter the Courtyard _
Passage and advance h
through the acid ]
rain. Once again, the “

Hazard Shield does its p T
job, preventing you

from taking damage.

Before exiting this ﬂ

passage, turn around =

and scan one of the many Scritters crawling along the walls.

'SKyway Access

-

Saon after
you enter
the Skyway
Access, two
Commando
Pirates
appear, and
the passage
ahead is
blocked

by several

1hu:k blast doors. Eliminate the Commando Pirates, engaging
Hypermode if necessary. Your Hyper Missiles are incredibly

effective against these foes.

When the Commando
Pirates are down,
several Crawltanks
attack, one emerging
from a new Morphhball
tunnel. Circle-strafe
around the Crawltanks
while retaliating with |
Phazon bursts and -—

Hyper Missiles. Afterward, locate the round display on the wall
to retrieve the “Purification” lore entry.

i M e L BB o L _dmil 4 1 1L JJ1

| You can't deactivate the defense

il
BIBE T ey

e il
The Skyway Access passage is
blocked for now. You must knock
out the defense system befare it
can reopen. For now, enter the
new Morphball tunnel revealed by
one of the Crawltanks. A device
inside this tunnel launches you
through a passage at high speed,
dropping you in the Defense
Access corridor.

_; Transit
| Station a-A

- % -
| ,
|
|

system in the Command Station
yet—it's secured by a Nova

Beam door. Instead, ascend the
nearby Spider Ball track, using
bombs to reach higher pieces.
You eventually reach a ledge with
a doorway. This leads into Transit
Station 4-A.

Scan the terminal in the station,
. then interact with the red hand-
shaped switch to call the train.
Hop aboard and activate the
train's controls, riding it to the
Mining Site,
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e || Exit the train
at Transit
Station 4-B
and proceed
through the
adjoining
corridor to
the Phazon
Quarry. As
you anter,

a couple

of pirates on the other side of the quarry go into Hypermode.
Activate Hypermode yourself and finish them off.

Activate the drill
again, this time
pressing the button
on the right side of
the console. This
causes the drill to
carve a rough set
of ledges out of the
wall on the right,
revealing a Missile
Expansion. Jump
onto the angular

When it's safe, return
to this console (near
the doorway) and
activate the drill. It
takes two separate
button presses

to position, then
activate, the drill.
Press the button in
the lower left first,
then follow up by
pressing the button
on the upper left. As
the drill rotates, it
cuts a half-pipe-like
feature out of the

left wall.

MNow move into the half-pipe on
the room’s opposite side and

use your Boost Ball to reach the
ledge above. Enter the doorway to
access the Mine Lift.

Mime LifFt

&%

._J"

Use your Grapple Lasso to pull
away the gate inside the Mine Lift,
then climb the Spider Ball track.
Jump to the upper track with a
bomb. On the upper track go right
or left and drop down one of the
vertical shafts—a Spinner control
is in each.

Tl

' .f Rt N \.',,‘k
Use your Boost Ball to actw&ta
the Spinner—don't drop a bamb!
Repeat the same steps to activate
the Spinner in the second shaft.
Once both Spinners are activated,
the lift drops to the bottom of the
shaft. Scan the round display to
download the “Vanguard” lore
entry.

ledges carved out by
the drill to reach the h
Missile Expansion, -




Phazon
Harvesting

A Phazon Harvester Drone hovers
above the Phazon Harvesting
area—scan it, then move! Don't
bother engaging the drone. Just
move through this area as fast as

possible.

A A
-

.
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From the lower entry point, space
jump across the broken bridge.
Race up the switchback ramps
while keeping an eye on the
Phazon Harvester Drone. As long
as you keep moving, it'll have a
hard time hitting you.

Orin Shaft 1

In Drill Shaft 1, open fire on the
Jolly Roger Drones hovering
above before attempting any
jumps. Once they're down,
time the green vertical beam
blast—jump over to the nearby
Grab Ledge when there's

an opening. Take the same
precautions on the second
landing.

. a nearby lift.
. Enter the lift and take it down to the Main Cavern floor.

—
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| one pirate left, hold

Before exiting the
room, turn around
and locate this small
platform above the
room, Space jump
across and scan the
round display on
the nearby wall to
retrieve the "Victory
and Loss”™ lore entry.

Main Cavern

Enter the
Main Cavern
control room
and turn
right. Look
for the red
hand-shaped
switch and
interact with
it to activate

s

3
v

As Samus
steps out
onto the
cavern
floor, three
Commando
Pirates
appear
above and
a Phazite
door slams

down over the lift shaft, blocking all means of escape. Engage
Hypermode and immediately eliminate two of the pirates while
avoiding the mining cannon in the center of the room.

When there's only

to the perimeter of
the room and use
the vertical piston
rods for cover. It's
critical that this last
pirate is left alive till
the right moment.
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When the mining
cannon beam turns
from green to purple,
all particles in the
room are sucked
inward toward the
beam. Backpedal
toward the perimeter
wall to avoid being —
sucked in. At the same
time, target the lone ?
Commando Pirate and L.-‘““
hit him repeatedly
with plasma blasts till
he's sucked upward
into the beam. This
triggers an explosion,
temporarily releasing
four bell-shaped
holograms near the cannon on the ceiling.

Quickly aim

upward and
' destroy one
/ of the orange

holographic

projectors.

It only takes

one direct

hit with

your Plasma

Beam, but -—

you can only destroy one projector at a time.

O ERTTEN)

o
BE EXTrEMELY CareFfuL when usiNg HyYpermode
during This fighT. There are many dieFerenT
THiNQS To xeep Track of. so don't negLecT the
PEd"s Phazon meTer-iF IT overLoads. you're dead
In addimon. some oFf The commando piraTes may
rhroe shazon grenades. auTomaTiCaLLy ramsng
your shazon To CrTICEL LEVELS. SO0 QLBNCE aTt
The phazon meTEr EVvEry fFEu Seconds To moniTor
your LeveLs. even berrter. make a habit of

vENTING Phazon by Aring a bLasT every CoupLE OF

L ,r"':nn"lr. wherher you have a TargeT or noT
-

s I 1M 1nf s oemwrfill
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Once one projector is destroyed,
three more Commando Pirates
enter the room, restarting the
entire sequence, Follow the same
game plan: kill two of the pirates,
then blast the third into the mine
cannon vortex to activate one of
the holographic projects. Repeat
these steps till the mining cannon
is destroyed.

Among the remains of the mining
cannon is the Nova Beam suit
upgrade. Hop up onto the cannon
debris to grab it. Although not
quite as powerful as Phazon
blasts, the Nova Beam still packs
a heavy punch. Plus, it utilizes a
high-frequency beam that can

be used to penetrate some solid
objects, like Phazite.

Al g

| Tn,r out your new Nova Beam on
| the Phazite door. There is one

. power node hidden behind this
! slab of Phazite. Activate your



X-Ray Visor to see it—it appears
as a yellow dot. Shoot the node Orin Shafc ®

with your Nova Beam,

The mining drill in
Drill Shaft 2 is stuck.
Once again, activate
your X-Ray Visor to
investigate. A piece
of debris is stuck
between two rods

' inside the drill. Target
' the little round dot
between the two
rods to restore the
mining drill to full
functionality. The
drill automatically
burrows a hole in
the floor, revealing a
tunnel.

After you hit the node, the switch
on the door becomes active.

Keep your X-Ray Visor activated
and turn each dial on this switch
s0 all the notches line up with

the slots. This opens the Phazite
door, providing access to the lift
inside. Ride it to the upper-level
control room. |

. Drop into the tunnel

- and shoot the Nova

. Beam door at the

| end to enter an

- upper-floor control

' room of the Phazon

' Quarry. From the

| doorway, turn right
and locate the
Energy Cell in the wall ahead. Remove the Energy Cell from its Y
socket and add it to your inventory—you now have six.

—

.
' Return to the
tunnel in Drill
Shaft 2 and
use the Grab
Ledge to pull

In the control room, locate this
panel of Phazite next to an
inactive switch. Activate your / yourself out.
X-Ray Visor and shoot the yellow ol .} B | ety to the
node behind the Phazite to power T v, f\ B/ Main Cavern
up the nearby switch. Keep the ﬂ’ ; / !, control room.
X-Ray Visor on and interact with | “Lw_ ’ g

the switch to open the doorway to

Drill Shaft 2, |

/ PIETROW |
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Phazon Mine Entry
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corridor ahead. Keep your distance and
quickly neutralize these threats.

e
A |

Before exiting this
corridor, locate this
Phazite panel on the
wall. Activate your
X-Ray Visor to reveal
a set of gears on the
other side. Target

the four hexagonal
shapes in between the
gears with your Nova
. Beam. This completes
/ a circuit, causing the
gears to turn, lifting
the Phazite panel

to reveal a hidden
chamber.

Don't rush inside

the hidden chamber
just yet—a Phazon
Metroid waits inside.
Hold at the doorway
and engage it with
Ice Missiles and your
Nova Beam. Once the
path is clear, enter

| Advance through

the Main Cavern
control room and
shoot the Nova Beam
door to access the
Phazon Mine Entry
corridor. Be ready to
engage a few dozen

_--'J(/ Crawlmines in the

use your Nova Beam to

the chamber to grab the Missile Expansion inside. While inside,

scan the round display to download the

Landing Site Charlie

Continue advancing
through the Phazon
Mine Entry till you
reach Landing Site
Charlie. The landing
site is littered with
large chunks of rock.
Blast each piece of
rock with your Nova

-

L=<

“Bryyo Falls” lore entry.

- ..

Beam till the landing site is free of all obstructions.

4|
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Activate your Command Visor and
order your Gunship to land. Climb
aboard and save your game,
Before initiating the Federation

. invasion of the Pirate Homewaorld,

| it's a good idea to track down the

three remaining Energy Cells and
pay a visit to the GFS Valhalla. Plot
a course for Norion first, setting

. down at Cargo Dock A.

TIME LIMIT ON INMaTing
The pirate Homewor,d
iNvasion. 50 FEEL FrEe -

L'rn ExpLOre!
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The one Energy ceELL on noron and
The Two on eryyo are ocpriona.. AT
this poinT. you can head straghTt
To The 6Fs vaLhaLLa and downLoad
The Leviathan code. However. once
on board. youLL have To cLoseLy

lmrun:lr Your ENErgy CELL usage.
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1 Before '_w_‘
neacing K DS e oo
directly to . R
Substation r

West, stop A J
by the I i

Maintenance

— Station. You
i . can now blast
! ] .._ J’“ open the lce \
- | Missile door S —
* e in this corridor. Inside the adjoining room is another Missile

i Expansion—walk in and grab it.

- il

H‘ih._'_: -
8= —r ¥ — %
The Energy Cell on Morion is in
Generator B. But there are a few
pickups you can retrieve along
the way. After arriving at Cargo
Dock A, turn left and approach the
gray structure —a Spider Ball track

Return to the Cargo
- Hub and approach
_ . || the door leading into
Substation West.
A lone Federation
Marine stands guard

is on the side of this building. e e e e Tl hara and advises
Climb the Spider Ball track to : £ ] p= you against entering
reach a Morphball tunnel. Follow | Qoo ~=% the next series of

the Morphball tunnel to another | Passages. These areas have not yet been cleared by Federation

vertical Spider Ball track. A Missile | forces due to heavy amounts of spent Phazon left over from the

Expansion awaits at the top. pirate attack. Still, there's nothing behind this doorway that you
| haven't seen before.

i After talking
| to the Marine,
é : turn to the
' nearby circuit
panel, Like
L& | | the Plasma
Once you have the Missile Beam,

Expansion, advance to the Cargo your new
Hub via Conduit A and Substation | Nova Beam
East. Federation personnel have can repair

taken control of these passages, circuits. Weld e _
so don't worry about encoun- the three channels in this panel to remove the blast shield over

tering any threats. In the Cargo the nearby doorway.

Hub, turn left and roll through the |
small hole in the debris.

CORRUFTION




“T Enter Substation
: West and bomb-jump
onto the ledge next
to the doorway. You
don't have to use
this Morphball ledge
to cross the room,
but you do need to
use it if you want the
Missile Expansion
at the end. As in
Substation East,
: the panels lining

. \ this chamber push
s - -y S outward at regular
" ; i intervals. But these
: ' panels move in
\l_ a much different
s =% and more irregular
sequence. In addition to studying their movements, watch
each panel’s color. It's safe to pass when the panel is dark and
recessed against the tunnel. When the panel is about to push
outward, it begins to glow again—get out of the way, even if it
means rolling backward. With some patience and basic timing
you'll have no problem crossing this ledge to reach the Missile

 Expansion.

Conduit 2

In Conduit B, scan
the darkened
corridor ahead
for Liquid Phazon
flowing along the
walls, floor, and
ceiling. This entity
spawns Phazon
Grubs—small
creatures capable
of melee attacks. Shoot the flowing puddles of Liquid Phazon
with your Nova Beam to destroy them. Avoid direct contact with
the Liquid Phazon and any Phazon Grubs it spawns to prevent
taking damage.

Farther down
Conduit B, turn to
this nook on the

left to spot the lce
Missile door securing
the Data Storage
room. Hit the door
with an lce Missile,
then step inside to
scan a couple of terminals. The lore entries for “Planet Bryyo”
and “"SkyTown” are both inside. There's also a redundant entry
on the “Olympus-Class Battleship,” which you can scan if you
missed it earlier while on the Olympus (in the Security Station).

Y

Cargo Dock &

—

As you step out onto Cargo Do

B, a blast shield shuts behind you
and three unfamiliar creatures
appear ahead, emerging from a
Phazon-like growth on the far side
of the platform.

These new creatures are Hopping
Metroids. Unlike their flying
relatives, these creatures have
four legs and are incapable of
projectile attacks. However, they're
very fond of charging, attacking
with their talons. Circle-strafe
around these hostiles while firing
lce Missiles. Scoring a single hit
with an Ice Missile completely
freezes a Hopping Metroid. While
they're frozen, hit them with
charged shots to blast them into a
| hundred icy pieces.

Keep making Hopping Metroid
ice cubes until the Phazon growth
| explodes, dispersing into three
puddles of Liquid Phazon. Engage
the Liquid Phazon from a distance
and try to destroy the entities
before they spawn any Phazon

. Grubs.,
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Once Cargo Dock B is clear, order
your Gunship to land.This is a

good opportunity to save your
game and replenish your health.

Your Gunship helps you reach an
upper-level terminal. Space jump
onto your ship, then jump to this
nearby platform. The terminal
contains the “Planet Norion” lore
entry—scan it for your Logbook.

S i

The door leading to the Generator
B Access corridor is secured by

a blast shield. Destroy the five
yellow locking mechanisms above
the shield with Seeker Missiles. In
the adjoining corridor, roll through
the Morphball tunnel on the left to
reach the Generator B doorway.

' Cenerator 2

-~

Generator B
is surrounded
by massive
Phazon
growths
lining the
walls of the
chamber.

. Even more

~ troubling is
the Metroid e
Hatcher hovering above the room.

Try To engage the mevrod wartcher from The
rased prateorm near the doorway. ©+# you AghT
on The Lower cenTraL pLarsorm. The metrod
Harchers spinning charge aTTacks may KNoCkK
you oFf The pLaTtrorm. down inTo The generaTor

' sharFT.

There's nothing

| special about this
Metroid Hatcher.
Follow the same game
plan you did earlier
back on the Pirate
Homeworld. Start by
targeting the tentacles
with Seeker Missiles.

A

MNext, shoot the
Metroid Hatcher with
your Nova Beam to
stun it. Then approach
y its underside and pull
i f : away its tentacles with
i B your Grapple Lasso.
H Repeat these steps
M, until all five tentacles
are removed. Killing this Metroid Hatcher earns you another
| gold credit.
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YOUr NEW NOva oeam can peneTrate The metrod
HaTtcher's outer sheLL. TargeT The creaTure's
body To wiLL 1IT. camage done in This manner does
noTt register on the metrod satcher's heaLth
{ meTer. buT weep up The BTTECK TO KILL IT QUICKLLL
-

sl

Soon after the
Metroid Hatcher dies,
the Phazon growths
around the rocom
explode, revealing

a Morphball tunnel.
The entrance is near
the doorway. Roll

the platform on the
room’s opposite side.
Pull the Energy Cell
out of the socket to
open the blast shield
over the exit—you
now have seven of

the nine Energy Cells.
there's one

i ,-.II' ﬂ
[.ﬂ"'r’
maore Missile

Expansion you need to grab. Look for this passage behind
Docking Hub Alpha. Use the Grapple Swing Point above to
reach the far ledge and retrieve the Missile Expansion.

Docking Hub Alpha

Instead of
returning to
your Gunship
at Cargo Dock
B, go to the
Cargo Hub,
then advance
to Docking
Hub Alpha—

IMeafseb M I e sl

inside and follow itto |

‘ma

—
—

Now arder your Gunship to land

at Docking Hub Alpha, then climb

aboard. The next Energy Cell is

| located on Bryyo. Set a course for
the Federation Outpost landing
site inside the Hangar Bay off the

- Cliffside area.

e — |
A
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~ clamp to overload it. 1
» Afterward, enter the
Golem’s bomb slot and drop a bomb inside to activate a Spider

Hall ofFf Coalems

i The Energy

Cell on Bryyo
is much
tougher
to retrieve
than the one
on Norion.
Samus must
solve a few
different

— puzzles
along the way. From the Hangar Bay, advance through the
Plasma Beam door to access the Hangar Bay Hall. Engage three
Hoppers while moving toward the Hall of Golems.

Enter the Hall of
Golems and locate
the purple security
clamp on the nearby
Golem. Use your
Grapple Voltage to
send energy into the

Ball track above the room—this leads to a Missile Expansion.

o e
Activating the Spider [~ e <. = ___—
Ball track causes a - =

Fargul Hatcher to
appear on a ledge
above the pool of fuel
gel. These creatures
are extremely durable,
capable of repelling
most attacks. They
spawn Fargul Wasps, small insect creatures that charge directly
at you. Scan both the Fargul Hatcher and a Fargul Wasp before
engaging. Aim for the Fargul Hatcher's mouth as it spits out
wasps—this is the only way to inflict damage. Be patient

and keep shooting the Fargul Hatcher’s mouth until it dies. If
necessary, enter Hypermode to expedite the process.

'\].LH-_-_H

Locate the flashing
red dot on the panel
in between the two
Golems. Shoot the red
dots on this panel to
reveal the “Victory”
lore entry. Scan it for
your Logbook.

l'\-.-. - po—_j
Approach the next Golem (left of
the lore entry) and melt the slab
of metal on its belly to reveal
another bomb slot. Drop a bomb
in the slot to activate the Golem. It
ignites a blowtorch-like implement
and melts a nearby barrier,
opening a path to the Colossus
Vista—don't go there yet.

=Hall oF CGalems

imsile Expansion
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Using the platform by the fuel

gel falls, jump over to the room’s
upper-level platform to spot
another Golem. Hit the security
clamp on the Golem's belly with
an lce Missile, then detonate a
bomb in the Golem's bomb slot.
This Golem emits a powerful cold
gas, freezing the fuel gel falls on
the opposite side of the room.

A .

Use the perimeter ledges to reach
the top of the frozen fuel gel, then
adwvance through the upper-level
corridor.

=

-
-
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Roll through the Morphball
tunnel in the next passage to
access the Burrow. Use bombs
to detonate crystallized fuel gel
deposits blocking the tunnel. As
you exit, turn around and shoot
the red dots on the panel above
the tunnel to reveal the “Struggle
of the Exiles” lore entry. Proceed
through the doorway to the
Hidden Court.

f"‘“:""“‘#" ThiIS one 1S easy ToO ms
: ™ s ¥ JOU'TrE NOT CarefuL-—
viSIDLE Jus
Thie side

rhe |

ITS
ENTET
porTion o 1t
reach 1T. bLasT pour

way To The depths

Hicidern Court

A=

As you enter
the Hidden
Court, a

large gate
blocks your
path—shoot
the round
red locks at
the top. This
lowers the
gate, creating
a horizontal platform capable of supporting your weight.

ST

g
Stand on the new ;
platform and use the
Grapple Swing (and
the point above) to

. swing to the opposite
| side of the room.
Follow the adjoining
upper-level path to the
Plasma Beam door
and enter the Hidden Court Hall.

i |

=
=, T Prepare to engage
_ more Hoppers in the
' : Hidden Court Hall
on both ends of the
Maorphball tunnel. It
takes only a few hits
m.. from your Nova Beam
= to disintegrate these
=—#& ereatures. At the end

| of the hall, look to the left and scan the “Salvation” lore entry,
then proceed to the Fuel Gel Pool.

/ FIETROW |
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A massive headpiece

belonging to a

Colossal War Golem Jump down to the floor in the Hall

sits in the center of of Golems and turn left, heading

the Fuel Gel Pool, through the passage the Golem

1 - , y seemingly out of with the blowtorch cleared earlier.
o ~= & blace. You'll need this ~ Shoot the Plasma Beam door at

q - 1! headpiece later in the end of this corridor to enter

the Colossus Vista, the Colossus Vista.

s0 activate your L

CommandVisorand | 73

order your Gunship —

to lift it away. '

L
. Upon entering the Colossus
| Vista, scan the panel on the right
. of the corridor to download the
- “Decline” lore entry. Farther down
the passage you're greeted by a
dead end and a cage containing a
Gunship Missile Expansion.

The FueL sEL oooL ho

QET ThEm Qou mMUSsT +r

The rooms pErmETEr. BEFOCE USIN

LT The head. hop onTo Frozen FUEL

The Top oF IT. From There. hop onTo another
TO FETrEVE The ILE EXpEnsIon. AFTEr
sunship remaoves the hea >,

The back or The room To grab Th

Expansion

Colossus Vista
Mow it's time |

1o return

the Colossal §=-

War Golem's 5 Activate your Command Visor and
head to its N order your Gunship to drop the
owner in the Colossal War Golem headpiece
Colossus Jit on the platform in the distance.
Vista. The platform does not register
Backtrack r . as a valid target, but drop the
through the e . | headpiece anyway. Once it's in
Hidden Court = ~%— place, the Colossal War Golem
and Burrow. At the top of the icy fuel gel falls in the Hall of comes alive and smashes its fist

Golems, engage the Fargul Hatcher from this vantage point. It's down on the wall directly ahead,
much easier to score damaging hits from this high angle. . destroying the cage and opening



a new passage to the right. Grab ' gatirn to ,
the Gunship Missile Expansion, the cage by o
then pass through the new the Spinner
doorway. and enter
Morphball
Machinework«s form.
Bomb-jump
E:i:’q- up through
\ _._*_\ : l'._] |  the round L ; SRR
S “ o || ol in the / £ ) \
> cage to return e —
_ s to the Colossus Vista.
(87
S L Hangar 8ay
e d =

At the Machineworks Bridge, enter

the Spinner-like device in the floor s /gat |
h‘ -
|

Now head to the
and use your Boost Ball to rotate - -
the cage and a platform. The il 'ﬁ"'l_ - Thorn Jungle.

platform extends halfway across ™ 5 S S 5ad¢tra-:; 0 t:_: 2 h
the chasm.The second half of the | §}} b S — thi“ﬂ:{, JEL,;D:E
bridge must be extended from : & —

theThorn Jungle side, effectively | | h‘j”_—\t\ e f‘"?‘ d“*"'gar IBar,r Hall.
linking it to the Cliffside. | i — gi'ﬂ:ﬂi?gf‘ dz';‘:g 3

L ey "‘r ' to land. Climb aboard
? (Lo ,E ' and set a course for
- . | the Thorn Jungle,
; l ’ landing at the Thorn
= : Jungle Airdock.
) 1] -
o
| - o _,L L™

Walk onto the newly extended half |
of the bridge and turn to the side
to spot two parallel Wall Jump
slabs moving together and apart
on both sides of the bridge. Face
one of the slabs and wait until it's
maoving toward the bridge before
beginning your Screw Attack
ascent. Quickly jump between the
two slabs while they're together
to reach an Energy Tank floating
above.

CORKUPTION
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JousTing Feud

Retrieve the Eﬁ.l‘qy Cerneratar
At theThorn Jungle ,.]-..-— ey
you need to retrieve ’
a large energy Ty p
generator from the ;
North Jungle Court.
This allows you to
retrieve the Energy
Cell at the Cliffside’s
Hidden Court. From
the Thorn Jungle Airdock, advance through the Overgrown
Ruins passage to the Ancient Courtyard. Here you come under
attack from a Phaazoid. Immediately enter Hypermode and
engage the Phaazoid with Phazon blasts and Hyper Missiles,
destroying it before it becomes a nuisance.
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Arnciernt Courtyard

Missile EXxpansion

use this hares-pipe in The
cenTer of The AncienT

courTtyard To reach a
MiSSil i

TAE U
LE€T. FEBCE The Top of
The ramp. Then enTer
JHLL FOrm. Using
OST @ELL TO FfLUY
!‘.Lj '12;11E‘r' HATIL
can reach the Ledge




_ Enter the new tunnel 1
b P to access the Machine-
.> works Bridge. Use
S m your Boost Ball
In the Jousting Field you encounter Lf:?;ttlergf;?:;: -
a Red Phaazoid. As with the earlier sacond half of the
Phaazoid, engage Hypermode bridge, completing a
and attack with Phazon blasts and o p;ssaga i the »
Hyper Missiles. Be sure to grab the { Cliffside area
gold credit once you destroy it. ;
Restore Pawer to Fuel Cel
Pumping Crane
— -
Cross the Machine- ; .
works Bridge and pass —’
through the Colossus
. Vista to enter the
b = Hall of Golems. Once 0 T
Pass through the South Jungle again, finish off the
Court to reach the North Jungle Fargul Hatcher inside,
Court. Watch out for several then ascend the frozen
Reptilicus creatures while moving | fyel gel falls to access —

through this area. You don’t have
to fight them—simply race past
them in Morphball form if you
wish to avoid any time-consuming
battles. Advance through the
South Jungle Hall, Auxiliary
Dynamo, and North Jungle Hall to
reach the North Jungle Court.

At the North Jungle Count, jump
to the center platform ringing the

the Burrow.

Take the Burrow's
Maorphball tunnel to
the Hidden Court.
From the upperlevel
perch, Screw Attack
toward the half-pipe
and begin using your
Boost Ball to build up
momentum —a Missile

Expansion is on the ramp’s right side.

Cross to the left side of
the half-pipe and order
your Gunship to drop
the energy generator
near the offline Gel
Pumping Crane. Once
power is restored, a
central shaft on the
crane will spin, then
stop, exposing an

destroyed anti-aircraft turretand Energy Cell.

look for this large energy generator |

on one of the upperlevel nooks — \

in the room’s perimeter. As the ﬂ" =T R
Gunship lifts the generator away, / - F J.l l}h_\?

a new tunnel is revealed below the

. , CORRUPTION
generator’s socket. } N —



Retrieve

the Energy
Cell from
the crane's
socket—you
now have
eight! You're
finally ready
to investigate
the GFS
VEILEUER

,r-——g..._“_“__ f e i
E

i B S i

s - | R "
== — |

Ty Return to the Hall of Golems and

. take the Hangar Bay Hall back to
the Hangar Bay. Order your ship
to land, then hop aboard. Set a
course for the GFS Valhalla in the
Galfar System.

IFf YOU WanT To Leave eryyo wth aue possibLe scans and pickups. use This TabLe To
LocaTte The remaning iTems beFore moving on To The sFs vaLhaLLa

SUmp TO The backearcds c-Shaped DLaTFOMm N The FUBL QB

em sharT. Then sove up

il Thil gk
Ova mean




maLxThrough

]

T TN

e = m e

PFS vAaLHALLA

Legend _—

BICELPDS

1) ENErgy) Tans
MSSILE ExDarsn

= ENErQy CELL

i oy

.. Il-p.lrun:'“'

) s upgrade
LOCaTIONS

':*;' Landng BEoT
E] Save STaTEON
E map sTanon

WO e o

e
mec ab mupha PESEA B XDarTOn

ore The vahawLa

ALUDra chambey

CONTIoL Doom LD ANfur InccenT

PMETROW

CORKUPFTION



Docking Bay = . e
#

T e —

Four months .IF i ! { . = -

ago, the GFS | ;-b‘

Valhalla went )‘é i3

missing while ' Z <

on a training 4 . et - &

mission B ’ : 1S I —_—

in the Klar "":‘-"‘-_‘_"’ (ﬁ'} . The wreckage of a Federation

Nebula. When . Stiletto fighter sits undisturbed

space pirates on the right side of the docking

attacked, , S C— | | bay. It appears the thrusters

they gained —Se— i were damaged in combat. The

control of the vessel and its Aurora Unit. This is how they ‘ pilot didn’t have a chance. Lying

accessed the Galactic Federation's network and planted the among the wreckage is an Energy

virus into the other AUs. You're the first one to step aboard this Cell—follow the green glow to

ghost ship since the pirate attack. grab it. This is the ninth and final
Energy Cell.

ThE nine ENErgy CELLS IN YOUr POSSESSION POWEr Up varous areas oFf The
dLapdaTed 6Fs vaLhaLLa. If you have fFEuer Than nine. consider DackTracking and
Locaming The resT now. HEre's 8 Quick rundown of ther eshereabouTts

DESEarcn Fac

— s wroran

POSSESSING BLL NINE ENErgy CELLS SLLOWS you ToO rETriEve aLL The pickups and
scans aboard The sFs vaLhaLLse. ouT TEChRiCaLLy. you oniy need AYE ENErgLY CELLE
o reach The conTro. eoom and downLoad The Leviathan code

* 14 IN 20CKIND Gay s « 2 in The porT observaTion gceck

| = 31 1IN The AuxiLIary LIET « 2 n The Arurora chamber P
J

L

i A . 3
j « ol . Ii The large blast door
' - leading to Hangar A
Access is deactivated.
Insert one of the
Energy Cells into the
socket on the door's
left side. Once power
is restored, interact
L L -""-l/ with the blue hand-
shaped switch on the right side of the door to open it.




Hamgar A Access

As you enter Hangar A Access,
four Phazon Puffers attack,
launching themselves directly at
you. Try to scan one before they
impact and explode. Cross the
gap in this area with your Grapple
Swing.

The lifeless remains of two
Federation Marines stand guard
at the next blast door. Shoot the
Marine on the right to access the
door’s switch—your Nova Beam
reduces his armor to dust. Interact
with the switch to open a path to
the Repair Bay.

Repair 8ay
v -:."'-‘-_.':_1_.-‘-"'1"_‘ -

wra

Be prepared to face several
Phazon Metroids and Miniroids
in the Repair Bay. Prioritize the
FPhazon Metroids first, hitting
them with your Nova Beam and
lce Missiles. The infant Miniroids
aren't aggressive—they float
above the center of the room.
Scan one for your Logbook.

| Phazon blasts. Retaliate with your Nova Beam. If you're close
| enough, use your Grapple Lasso to pull away the turret, killing

" Enter the
lower-level
door on the
right in the
Repair Bay
to access the
Stairwell. Two
obstructed
Energy Cell
stations wait
patiently
inside this dark room behind slabs of metal. Melt the slabs of
metal with charged shots from your Nova Beam, then insert two
Energy Cells into the sockets to restore power to the room.

Soon after you insert
the second Energy
Cell, two Phaz-Ings
appear. Like Liquid
Phazon, these entities
can slither along
floors, walls, and
ceilings. Instead of
spawning Phazon
Grubs, the Phaz-Ings raise turret-like appendages that fire

the entity.

r‘
Sﬁm |

oran energy from phaz-xngs with Your GrappLe
Lvm.rll;tll TO sLowLy restore your heacth.

Take the

ramp to the
Stairwell’s
upper-level
catwalk.
Scan the
terminal with
the “Tallon
IV Incident”
lore entry.
Afterward,
space jump across to the upper-level doorway leading into the
Weapons Cache to retrieve a Missile Expansion.




Return to

the Repair
Bay and
jump across
a series of
disconnected
catwalks to am
reach the
upper-level
doorway
leading to

8
" .
. y

e’ T

the Security Station. When you reach this arcing field of blue
electricity blocking your path, pause and shoot any nearby
Miniroids that might get in your way. Wait for a pause in the
electrical discharges, then space jump to the other side. Follow
the next walkway into the Security Station.

Station is

a bit of an
obstacle
course
thanks

to heavy
damage
inflicted
during the
pirate attack.
Before advancing, deal with any Phaz-Ings in the room. Next,
turn to the large piece of cracked glass—hit it with a missile to
shatter it. Hop through to the next chamber.

Scan the tall
rectangular

in the next
area—the
bottom-left
corner is
cracked. Hit

a missile to
blow out the
damaged section of glass, then roll through. Watch out for the
Phaz-Ing on the other side and prepare to take it out at close
range, preferably with your Grapple Lasso. Pass through the
door ahead to enter the Security Access corridor.

- 4 L 1L JB)!

The Security

piece of glass

this area with

Auxiliary Lift

Turn left in the Security Access
corridor and enter the Auxiliary
Lift shaft. Tear away the loose
panel inside the shaft with your
Grapple Lasso, revealing another
Energy Cell station. Restore
energy to the lift by placing
another Energy Cell in this socket.

Y
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Ride the lift to the top of the shaft
| and locate a Morphball tunnel in

| the side of the wall. Follow the
tunnel to a vertical shaft occupied
by a piston. Drop onto the piston
and ride it to the bottom, entering
another horizontal Morphball
tunnel to the left that contains a
Missile Expansion, Return to the

. Auxiliary Lift's main shaft.

i Part Ohservatian

| Oeckx

| Proceed to the Port Observation

| Deck and roll through the small

| hole in the debris near the

| entrance. After passing the debris

| blockage, enter the window-lined
portion of the passage. Several
Phazon Metroids inhabit this
section. Sidestep their charging
attacks while engaging with your
MNowva Beam and Ice Missiles.



Advance through the Port Obser-
vation Deck passage and shoot

the yellow lock mechanisms at the
corridor's midpoint—ignore the
Energy Station in this corridor for
now. These four locks secure the
blast door—hit them with Seeker
Missiles. Once a path is cleared,
proceed to the next doorway, which
leads into the Xenoresearch Lab.

ab
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You enter the Xenoresearch Lab
on the upper level. All access

to the lower level appears to

be sealed. Locate this damaged
security shutter and hit it with an
Ice Missile to create an opening.

. . %, ™
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Before dropping to the lab's lower
level, locate and scan the Phazon
Hoppers on the floor below.
These creatures are covered in
crystallized Phazon, but they're
still vulnerable to your Nova
Beam. Engage them from a
distance and sidestep as they spit
venom in your direction. Phazon
Hoppers can jump great heights,
so be prepared to backpedal if
they manage to get a foothold on

| base of the energy

. a Gunship Missile
. Expansion. But

| the expansion is

saukThrough I

. After defeating the
Phazon Hoppers,
drop to the lab's
lower floor and
approach one of the
energy generators
in the center of the
room. Locate this
loose paneling on
the side and yank
it away with your
Grapple Lasso to
reveal another
Energy Cell station.
Insert an Energy Cell
in this socket. Now
find a loose panel on

' the second energy
generator and repeat

the same steps. After you insert each Energy Cell into the same
energy generator, both units come to life, restoring power to
the lab. You can now download the “Valhalla Incident” lore entry

from the terminal.

As power is restored,
a small channel
opens up at the

generator, revealing

suddenly sucked
down an adjoining
Morphball tunnel.
Roll inside the tunnel
next to the dead
Federation Marine.
Follow the tunnel to
retrieve the Gunship
Missile Expansion.
Exit the tunnel

by rolling in the

| opposite direction. You'll eventually drop thmug_h a hole in the

the upper-level ledge where you're |

standing.

ceiling of the Security Access corridor.

METRO

CORRUPTION
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MedLab Alpha

In the Security Access
corridor,.advance
toward MedLab Alpha.
Inside, a Missile
Expansion awaits in

a Morphball tunnel
beneath the floor.
Blast away the debris
with an lce Missile

to reveal the tunnel’s entrance. It may take several blasts to
completely knock away all the debris.

T

As soon as
the debris
comes
crashing
down, three
Phazon
Hoppers
drop from a
hatch in the
ceiling—now ——

" is a great e

J} time to engage Hypermode. Drop the Phazon Hoppers quickly
with Phazon blasts and Hyper Missiles.

Omwm—m

Finish off the

Phazon Hoppers,
then approach the
Morphball tunnel’s
entrance —it’s blocked
by a small panel. Pull
the panel away with
your Grapple Lasso,
then roll into the
tunnel to retrieve the
Missile Expansion,
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Backtrack to the Security Access
corridor. Watch out for three

more Phazon Hoppers here. You
have more room to maneuver in
this passage, s0 try using your
MNova Beam and lce Missiles to
eliminate these creatures. After
clearing a path, return to the
Auxiliary Lift and ride it up toward
the Port Observation Deck.

Deal with the Phazon Metroids in
the Port Observation Deck, then
turn right toward this energy
station. Push one of your Energy
Cells into the socket to drop

the blast shield over the nearby
doorway. Enter Junction A.

Junctian A

ot - :
c-"'-—_"\iil il

Two more Phaz-Ings appear in

| Junction A. Hold back and engage

| them from a distance with your
| Mova Beam.




Turn right off Junction A to enter
the Munitions Locker. An Energy
Tank sits at the center of this small
room, ready for the taking.

Return to Junction A and shoot
the green Mova Beam door at
the end of the passage.You may
need to kill some more Phaz-Ings
before safely reaching the
doorway. Clear a path, then enter
the Aurora Access corridor.

Auraora Chamber

-
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Rush through the Aurora Access
corridor to reach the Aurora
Chamber. Pass the two jammed
Energy Cell stations inside and
proceed to the nearby ramp. Scan
the malfunctioning security hatch
control mechanism above the
room. Hit it with an lce Missile
to get it working again, which
removes the barriers over the
Energy Cell stations.
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Return to the two
Energy Cell stations
on the lower level.
Insert your remaining
Energy Cells into the
sockets to lower a
series of walkways
on the room's upper
level, providing
access to the vessel's
Control Room. The
clanging of walkways
captures the
attention of a Metroid
Hatcher deep within
the chamber's lower
shaft.

There are a couple
of different ways to
defeat the Metroid
Hatcher. If you want
a challenge, target
its tentacles with
Seeker Missiles, then
stun it with blasts
until you can rip
away the tentacles
with your Grapple
Lasso. Or, you can
simply shoot the
Hatcher's head with
your Nova Beam.
The beam penetrates
the creature’s outer
shell, damaging the
creature's interior.
Either method earns you a gold credit for defeating the Metroid
Hatcher.

Cross the room’s
upper walkways

and approach the
platform marked by

a blue-and-white
hologram—this is a
lift. Ride the lift to the
next level, then space
jump across this gap
to reach the Control Room Access door.
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Fight past several
Phazon Metroids in
the Control Room
Access corridor using
lce Missiles and your
Nova Beam. If one of

them manages to grab

you, enter Morphball
form and drop bombs
until you're released.

Coarmtral Roaom

With the power
restored, a new
console is lowered
into place. Activate
your X-Ray Visor and
input the matching
code on the display.
Several holographic
displays suddenly
appear, revealing
the Leviathan Code.

While it's currently

unclear what the

code means, later
on it will allow the

Galactic Federation
and Samus to turn
the tide against
Dark Samus and the

o _(k
A
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Enter the Control
Room and turn
right. A Space Pirate
Boarding Pod is

still attached to the
Valhalla, left behind
following the attack.

Approach the console |

inside the pod and
use your Grapple
Voltage to restore the
pod’s power supply.

I

Phazon corruption plaguing the galaxy.

M WIH™IT

1nf s oemwrill

AT The oaTta sackup
TErmNaL N The conTrow
POOM. INPUT -B3SE INTO
the keypad. This code
s found on The PoR

of one of The faLLen
'knarnnnn nearby.

Your work here is complete. Scan
the terminal in the Control Room
to download the “Anhur Incident”
lore entry, then return to Docking
Bay 5. Board your Gunship and
set a course for the Command
Center on the Pirate Homeworld.
It's time to destroy their defense
system and initiate the Federation
assault,
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ODisable the " Back out of

the lift and
I:I:FII'III Eylt.l'rl target the
: ‘--._ﬁ___'_ ___"__..-- 1l cable above
“—-=——— it. Snap the
. cable with
1.\ ‘|| acharged
shot from
. . your Nova
K Beam to
et T - send the lift
Admiral Dane’s fleet is poised to plummeting. Now hop across the shaft to retrieve the Missile
begin the assault on the Pirate Expansion resting on the ledge.

Homeworld, but before any troops

can land, the base’s defense system Enter_ thg
(at the Command Station) must functioning
be destroyed. From Landing Site lift (to the
Bravo, head directly to the Lift Hub. left) and
choose the

second floor
as your desti-
nation. This
takes you to
the Security
Air Lock.

At the
Security Air
Lock, roll
into the gold
hologram
and ride the
turntable to
the opposite
side of the
chamber.
Pass through
the doorway ahead to enter the
Defense Access corridor.

F
) WA
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Destroy the Remorse-Class Turret
near the lifts, then approach this
terminal and use your Grapple
Voltage to send power into the
lift's controls, causing the door

to slide open. Enter and peer
through the small window-like
opening in the lift to spot a Missile
Expansion inside the shaft. The lift
is malfunctioning, indicated by the
slight drop and the dimming of
the control panel as you enter.
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»revealing the

Approach this Phazite
panel in the Defense
Access corridor.
Activate your X-Ray
=_ | Visor to reveal its
—ml\_ inner workings.

1 5 Shoot all four of the
orange-lit hexagonal
shapes next to the
gears.
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The panel ,.i 23
rises once the
sequence is
completed,

Mova Beam
door leading
into the
Command
Station. 't
Shoot the

daor and step inside,

—

As you

AN, el -—-'t{" o i enter the
B ME=essssssmane -
) fC Seea B < | Command

ﬂ ) > g || Station, be
e, 1"'{ = |} ready to face

off against
% s k

; __'..-f' . (] a Remorse-
Class Turret,

two Armored
Pirate
Stay on the ground floor for now and eliminate these threats
while strafing around the room. Take out the turret (on the right)

e e N,

Troopers and

first, then go to work on the pirates. As with any armored threat,

the Armored Pirate Troopers are best dealt with in Hypermode.
lgnore the Grapple Voltage terminal on the floor for now.

The defense system’s energy mre

15 currently shielded. The security
override terminal is at the top of the
room. Space jump across the room’s
perimeter.platforms to reach the top,
engaging two more Remorse-Class

Turrets along the way.
s
J ﬁi‘.-!'!ﬁ

% @%

| At the top, activate your X- Fta-,r

Visor and interact with the
security override terminal. Punch
in the corresponding code shown
on the display to reveal three
Phazite-shielded nodes on the
enargy core,

Suddenly, two Commando Flratﬂs

| materialize next to the security

override terminal, flanking Samus.
Enter Hypermode and finish

them off. But they're not the last
to appear. A steady stream of
Commando Pirates appear in the
Command Station in an attempt
to defend the energy core.



Once the nearby Commando
Pirates are down, proceed down
the shaft to the upper Phazite
node on the energy core. Activate
your X-Ray Visor to spot three
orange orbs bouncing around
inside the Phazite-shielded area,
Hit each of these orbs with your
Nova Beam to deactivate this
section of the core. Repeat the
same steps on the other two
Phazite-shielded sections farther
down the core.

o -

Knocking out the three Phazite-
shielded portions reveals a

bomb slot at the top of the core.
Space jump upward along the
perimeter platforms, dodging any
Commando Pirates along the way.
At the top, drop a bomb in the

| access the crawlspace

| Station's floor. Enter -3
| the blue-lit vertical ‘
shaft and ride the

! Roll into the new } @‘ Ve

| to reach a Missile
| Expansion.

I_ w8« Through _T
bomb slot to deactivate the base's defense system, which earns
you a gold credit. Admiral Dane’s fleet commences the attack
seconds after the defense system is down. But the battle is just
beginning. Admiral Dane is on his way down to the planet. He
wants you to meet him in the Skyway Access.

Meet Up with Acdmiral Darne

The remaining 5 e e “l\-
Commando Pirates : e — ot -1
have retreated from : -

the Command Station, .:I . W % 1
most likely responding | f e’ & M
to the Federation r i .
attack. Drop to the )‘éﬁ‘ ' - L (:a
bottom of the shaft _ i
and approach the = ; ' — ¥
Grapple Voltage terminal. Drain the energy from the terminal

to lower the nearby red energy shield covering a Morphball
tunnel.

Roll into the
Maorphball tunnel to L ABse

beneath the Control

lift up to the next ;
horizontal tunnel—this s
leads into the Flux Control passage.

After exiting the
Maorphball tunnel,
turn around and use
your Grapple Lasso
on the hatch to the
right, flipping it over
the left-side tunnel.
This reveals another
Marphball tunnel.

tunnel to enter the
Flux Control's central
core. Climb the Spider
Ball track inside

m TROW
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“the Skyway Access,
“ Soon after you arrive,

-

After grabbing the
Missile Expansion,
continue upward

on the Spider Ball
track, eventually
following it back

to the Flux Control
passage—watch out
for a Phazon-enhanced
Crawltank in this corridor.

After killing the
Crawiltank, turn
around and enter this
Morphball tunnel at
the passage's dead
end. This leads to the
Command Courtyard.

fl ." /
i & ‘y "4
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Advance through the
acid-filled Courtyard
Passage and on to

Admiral Dane sets
down, accompanied —
by two Demaolition f o
Troopers. The admiral s
needs you to lead a contingent of 12 Demolition Troopers down
the pirate cargo line toward a large door blocking access to the
Seed. At least four Demolition Troopers must survive to plant
the explosives necessary to destroy this barrier.

Escort Oemolition Troopers

Admiral Dane leaves
after the briefing,
giving you a group
of 12 Demolition
Troopers to lead into
battle. One of the
Demolition Troopers
then destroys the
large blast door, -~
opening a path to the pirate cargo line. Move through the newly
opened passage and approach the Demolition Trooper standing
guard at the door—scan him, then talk to him. He informs

you that Demolition Troopers are equipped with weak armor,

so they'll need your assistance in the adjoining cargo line
passages.

4 Rl 1 ]!

Pass through the door to this
cramped corridor in Transit
Station 1104. The terminal ahead
is drained of power, preventing
access to Transit Station 0203.
Send power into the terminal with
your Grapple Voltage, supplying
the nearby doorway with energy.

Hop up into the corridor above the
terminal and turn right to engage
a lone pirate on the ledge above,
Blast him with your Nova Beam,
then hop onto the ledge to reach
the doorway leading into Transit
Station 0203.



Upon entering Transit Station

0203, look up to spot a couple of
pirates on a catwalk firing down on
a couple of Demolition Troopers.
Rush forward and engage the
pirates with lce Missiles and your
MNova Beam in an effort to draw
their fire away from the Demolition
Troopers. Hold this position until
both threats are eliminated.

ﬂt’ %
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Follow the DemolitionTroopers
across the tracks (to the left) and
turn your attention to another
upper-level platform occupied by
twio more pirates—kill both of them
as fast as possible. Suddenly, two
Aerotroopers fly in and attack.
Retaliate with lce Missiles and
charged shots from your Nova Beam.

When the Aerotroopers are down,
a train passes through the station,
opening a path (along the tracks)
to the next area. A firefight is
going on between a group of
pirates on the left side of the
station and a group of Demolition
Troopers on the right side. Enter
Hypermode and rush the left
station platform to flank the three

pirates hiding behind some crates. |

Attack with Hyper Missiles and

Phazon blasts—they'll never know ,;

what hit them.

- OnceTransit

' Tunnel P68.

Station 0203
is clear, follow
the troopers
up a series of
ramps 1o the
upper-level
doorway
leading to
Transit

‘L“ Lead the way through
Transit Tunnel PGS,
hopping up a series
of ledges until you
encounter a couple
of Crawltanks.
Finish them off, then
cautiously proceed
through the passage.

At this turn in the
corridor, watch out
for an Armored Pirate
Trooper running
toward you and a
Remorse-Class Turret
mounted on the
ceiling. Knock away
the pirate’s armor with
Ice Missiles, then finish him off with your Nova Beam. Destroy
the Remorse-Class Turret with a charged shot, then continue on
to Transit Station 0204.

Transit Station o204

Follow the Demolition J - -
Troopers into the next -\"-——_—-{
passage and turn e =1 T —
right as soon as you ; . p
enter Transit Station

0204. Two Advanced s P4

Pirate Troopers appear

straight ahead.

Engage Hypermode e

and charge forward, eliminating both pirates before they

can attack the Demolition Troopers. Keep pushing forward in
Hypermode and engage a lone Armored Shield Trooper in the
adjacent passage.

,x HME TROWD

La L) L) [l - . |

o+ -k -



As you pass

through the narrow
point where you
encountered the
Armored Shield
Trooper, turn left 1o
spot two Armored e
Pirate Troopers on this l i
upper-level platform. -—

If you're still in Hypermode, quickly finish them off with Phazon
blasts and Hyper Missiles. But if your Hypermode session has
expired, retaliate with lce Missiles and charged shots from your
Nova Beam.

-

pa—

— "] o
Once the pirates
on the upper level
are eliminated, two
Advanced Shield
Troopers rush through
the lower-level
passage ahead. Enter
' Hypermode again to
eliminate these threats
and the reinforcements that take up defensive positions in the
corridor ahead. When the path is clear, lead the way through the
', next doorway to Transit Tunnel PB9.

Transit Tunnel P&

Two Armored

Pirate Troopers are
positioned in this
lengthy span of Transit
Tunnel P69. Engage
with lce Missiles and
your Nova Beam. If

| the pirates ignore you
and begin attacking
the Demolition Troopers to your rear, engage Hypermode to
eliminate the Armored Pirate Troopers quickly.

— —

At the qe} -
doorway i ‘h.f n\
ahead, s ) '? S M
Samus Loy oy
stands aside /
and lets two
Demolition
Troopers
pass ahead. . -
Don't lag

behind—as ¢

soon as the cutscene is over, rush into Transit Station 0205
before the Demelition Troopers step into a nasty firefight.

-
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At the end of the short corridor,
turn left. Transit Station 0205
comes into view, as do a couple
of Armored Shield Troopers on the
opposite side of the tracks. The
Demolition Troopers’ weapons are
useless against these enemies, so
charge to the front and attack in
Hypermode,

Soon after you eliminate the
Armored Shield Troopers, a
Berserker Knight bursts through a
large door on the tracks. Stay on
the left side of the tracks and try to
draw his attention away from the
Demolition Troopers, positioned
on the opposite side of the tracks.

Unlike in previous ancounters,
you no longer have to wait for
the Berserker Knight to launch his
purple orbs at you.The Phazite
armor covering his head can be
penetrated by your Nova Beam.
Simply aim for the blue Phazite
panels on the Berserker Knight's
head to inflict damage. Keep

. hitting this spot to score the kill.
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don'T LET The

GErserxer Hr'l:;lh'r
disTracT you from the
TUED pIraTes sSsneawxwing
Through The opened
oooruway on ThE Tracus
THESE pIraTes wiLL

po sTraghT for The
CgEMOLITION Troopers

IF NECESSAry. h':jl'_“_'-."'E!'_'l
ThEe cerser BT '....r:::;h'.'
and enTer Hypermode
To deaL wth ThEse
Quys. once TheyTe
down. resume The
barTee with The
GErsErker |.-':1;=;I1r

When the Berserker Knight is
down, advance down the tracks.
The large door leading to the
Seed is just ahead. As you
approach, three Commando
Pirates uncloak at the base of the

door, ordered to make a last stand

by the Pirate Commander. The
Pirate Commander then disap-
pears—don’t worry, you'll catch
up with him later,

" ' 'l’. ¢
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Don’t mess
around with
these guys.

i =3

= = { v
Engage “‘%‘ :' AT
Hypermode ‘o b - N’
and blow away e M
their armor

with Phazon

blasts. This
allows the
Demaolition il
Troopers to inflict damage. If the Commando Pirates cloak, back
away and hold near the Demolition Troopers until they reappear.

Keep up the pressure until all three Commando Pirates are dead.

Mow that the area

is secure, the
Demolition Troopers
go 1o work, placing
charges on four
critical points near

* the door and in two
| control rooms on
the upper level. The
resulting explosions
destroy the massive
doaor as Admiral
Dane intended.

Approach the
Demolition Trooper
standing guard on
the right side of the \
tunnel. He tells you
the entrance to the

Seed is straight ahead
and wishes you luck.
Interact with the red

L&

. hand-shaped switch next to this trooper to open the hatch

leading to Transit Tunnel P70.
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Tranmnsit Tunnel P70

Enter Transit
Tunnel P70
and drop

to the area
below the
tracks. Scan
the round
display to
download
the “Mistress |
Gandrayda”
lore entry.

While in the
tunnel’s lower
level, interact
with this red
hand-shaped
switch to
open the door
to Transit

> Station g ,
..-'f_\\ Leviathan. 'ﬁ‘ .
“Hopup to the "N

/ track level and enter the open doorway.

Turn to the ramp

on the right side of
the tracks inTransit
Station Leviathan
and follow it to an
upper-level ledge.
Jump over to the
platform at the center
of the station, then
leap to the nearby
Grab Ledge. As you
reach the top of the
ledge, the Pirate
Commander appears
and pushes you off,
knocking you down
onto the station floor.
It's time to get even.

The Pirate Commander isn't
alone. He attacks with four
Commando Pirates at his side.
Confront the Commando Pirates
first. They're easier to kill, and if
you ignore them, they're capable
of inflicting heavy damage. Stay
near the center of the station
where it's easiest to maneuver,
and engage Hypermode. Try to
finish off all four Commando
Pirates with one Hypermode
session —Hyper Missiles are your
best option. If your Hypermode
expires before they're all dead,
use lce Missiles and charged shots
from your Nova Beam to finish off
any survivors.

When all the Commando Pirates
are down, take cover near one of
the side ramps, using the walls for
cover. Sidestep in and out of cover
while trading shots with the Pirate
Commander. Your Nova Beam

has little impact on the Pirate
Commander’s red Phazite armor.



Frustrated by your dodging skills,
the Pirate Commander may
attempt to teleport next to you
and land a melee attack. Telepor-
tation attempts are easily spotted
if you know the signs. Whenever

the Pirate Commander disappears

in a white ball of light, he's
teleporting. Take this as your cue
to move! If you stand in one spot,

he’ll appear next to you and strike

with devastating results.

Keep your distance from the
Firate Commander at all times.
This makes it easier to dodge his
projectile attacks. Once you're
comfortable with your position,
engage Hypermode and begin
launching Hyper Missiles as fast
as you can. This is the best way
to knock away his armor. When
his armor’s gone, all it takes is a
few Phazon blasts to finish him
off. Killing the Pirate Commander
earns you a gold credit.

E

" The Demolition

Troopers enter
the station
immediately
after the Pirate
Commander
falls. Once
again, jump

to the center
platform then
up to the Grab

/ _@&

-,

§ —

T e Gl e ole LD,

Ledge. Interact with this switch on the upper platform to open the
hatch in the station’s ceiling.

Activate your
Command Visor and
order your Gunship
to attack the door
blocking the tunnel

' to the Seed. Your

. through the opening
in the roof and fires a
volley of missiles at
the door, opening a
path to the Seed.

Your ship automat-
ically lands on the
station floor. Hop
inside and save your
game. Next, set a
course for the Pirate
Homeworld Seed.

E R i A 8 3
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Oestroy the 80SS BATTLE: OMECA RIODLEY
. -
Leviathan Seed | ——————

Omega Ridley's
weak spots are his
mouth and heart, But
getting a clear shot
at either of these
areas can be tricky.
For now, stay on the

L —r move and dodge his
Hop across the three round * attacks. Early on he
platforms in Landing Site Delta, spits these round plasma-based fireballs. These fireballs have
maoving toward the‘mfﬂ Access limited tracking ability, so a simple dodge might not be enough.
doorway. On the third platform, Instead, shoot the slow-moving fireballs. When they explode,
Screw Attack across the gap to they leave behind a health power-up or missiles.

reach the ledge in front of the door.

" When Ridley jumps,

. prepare 1o space
jump over the ring of
energy that expands
from his landing spot.

ey

r g

During this flame-
thrower-like attack,
Omega Ridley spits a
large solid stream of
plasma, panning it in
a wide arc across the
| < J room'’s floor. Space
In the Core Access corridor, jump laterally over » 4 .
your path is blocked by a large this surprisingly high “Ls— —r
tentacle growing out of the floor. wall of fire.

Activate your X-Ray Visor to

locate the tentacle's interior weak 4
spot. Shoot the orange area with | | “a
your Nova Beam to instantly kill |
the tentacle; it crumbles. Use

the same tactic against the next
tentacle in the passage.

) Just as
Omega
Ridley begins
the flame-
thrower
attack, shoot
him in the
mouth
as many
times as

" 27 possible—he
flashes yellow when you score a hit. If you hit him enough
times, he recoils.

In the Leviathan Core, drop to
the floor to trigger the arrival of

Omega Ridley. m l l{ll\\}

\ uuur*runf



PRIMA OFAcial Came Cuide

K

Shortly
after taking
damage,
Omega Ridley
adds a new

. charging

;1- attack to his

" routine. Begin
strafing right
or left as he
spreads his

-

-~

LY

While Omega Ridley
is dazed, rush
forward and use your
Grapple Lasso to pull
open the armor over
his torso. He raises
up on his hind legs,
revealing a glowing
red orb on his chest
that emits Phazon
energy. Quickly
engage Hypermode
and hit this spot with

Phazon blasts and
Hyper Missiles before
Omega Ridley's
armor closes.

wings wide —this is his wind-up. In a split second he’ll launch
himself toward you like a missile. As long as you're moving
laterally before he takes off, you can dodge this attack.

Look for more oppor-
tunities to stun Omega
Ridley and tear open
his armor. Try to score
a hit on his chest with
a Hyper Missile to
inflict some heavy
damage.

At 75 percent health,
Omega Ridley
generates new Phazite
armor to protect

his torso. You can
penetrate this new
armor with your Nova
Beam, targeting the
heart directly.

a—

Watch for this new attack when
Omega Ridley raises two purple
orbs. Destroy both orbs to stun
him. While he's stunned, activate
your X-Ray Visor to view the weak
points. Two orange internal joints
on the armor's sides show up, as
does Omega Ridley's heart. If you
shoot the joints, you can destroy
the armor. But you can also
target the heart, penetrating the
Phazite armor and dealing a small
amount of damage with each hit.
Ultimately, you want to remove
the armor 50 you can deploy your
Phazon-based weapons, so target
the joints in the armor.

"

- Get ready to jump some more

as Omega Ridley initiates this

- spinning attack. Space jump over
the fire and don't forget to hop

| over his tail. Dodge this attack and

| others while looking for opportu-

| nities to destroy the internal joints

in the Phazite armor.
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After you destroy Omega Ridley's
Phazite armor, he takes to the sky.
Keep an eye on him and dodge the
incoming plasma bombs. He drops
them in a straight line, so you can
usually dodge them by strafing or
space jumping laterally.

{%ﬁ:r':'i |

whiLe omega midLey 1s
FLNG ouTside. The
pLayer can TeLL which
way he 1s gong by
watching The map in The

e
With the armor removed, the
cardiac region of Omega Ridley's
torso is completely exposed.
When he raises up on his hind
legs, engage Hypermode and fire
multiple Hyper Missiles at his
heart. If you're having a hard time
scoring hits with missiles, target
the heart with Phazon blasts.
Either way, you're seconds away
from scoring the kill, earning a
gold credit in the process.

| Hypermode, attach

B _I

Like Mogenar and
Helios, Omega Ridley
discharges a powerful
blast of Phazon
energy, feeding the
Phazon growths within
Samus. Once Samus
! recovers, grab the

» Hyper Grapple suit

| upgrade in the center
of the room. This
functions much like
the Grapple Voltage,
but now you can send
Phazon energy when
attached to an object.

On cue, two large
growths emerge
from the mouth-like
openings in the
cavern. While in

to the white node at
the end of the growth
and push ® tosenda ‘L=

fatal dose of Phazon energy into it until it explodes. Destroy the /
second growth in the same fashion.

The destruction of
the growths triggers
the appearance of
the Seed. As with the

- —wa /}l previous Seeds, press

e T @ to release a massive
//;//"' & /__L blast of Phazon

~F& energy to rupture and

1\. kill the Seed. Once

Samus has destroyed
the Seed, she
automatically returns
to her ship and entars
orbit above the Pirate
Homeworld.




. now partially occupied
/ by Federation forces,
" evident by the two

Aurora 242 reports that all the known Seeds have been
destroyed. Meanwhile, Aurora Unit 217 has tracked the origin
of the Leviathan attacks to a single location where Dark Samus
and her pirate force are stationed. But Federation forces need
to open a wormhaole to reach this distant location. You must
find a way to board the Leviathan battleship orbiting the Pirate
Homeworld. Once on board you can open a wormhole for the
Federation fleet. The battleship can be accessed via a warp site
on the planet's surface. Set a course for the Command Center.

lEﬂlln.ﬂll\n'l.ﬂ.hlﬂ CENTER

Open Warmhole Ffar

Federation Fleet

The Pirate
Homeworld’s
Command Center is

Marines standing
guard at Landing Site
Bravo. One of the

Marines reports that most of the pirates have retreated under-
ground, but there may be a few stragglers left inside.

L&

.
| The warp site leading

to the Leviathan
battleship is accessible
viaTransit Station

2-A. Return to the
Command Station to
access this area. At the
Lift Hub, take the lift to

 the second floor. From

there, advance through the Security Air Lock and the Defense
Access corridor to reach the Command Station. You should not

encounter resistance along the way.
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| In the Command

Station, turn toward
this purple alien
growth blocking the
passage to Transit
Station 2-A, Instead
of shooting it, enter

' Hypermode and use

i
Enter Transit Station 2-A and
interact with the terminal to call
the train— press the red hand-
shaped switch. Climb aboard the
train and-interact with its controls
to get it rolling toward Transit
Station 2-B.

Just off Transit Station 2-B is the
Leviathan Access Portal. However,
the portal is shielded, preventing
access. The terminal controlling
the portal's shield is located in a
shielded area too. As you enter
the room, it's reported that Aurora

5 Unit 217 has tracked the Levia-

than's telemetry to a planet the

. Federation is calling Phaaze. All

that the Federation needs now is a
way to reach it.

E—)
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your Hyper Grapple to
overload the entity with Phazon energy and blow it up. 1

From the doorway, turn right

and climb the ramp to the area
behind the portal. Locate a grating
along the outer wall and use a
Morphball bomb to access the
tunnel beyond.



.

| 0

J 1 | - 1] :

I ; * TN b

= . ;i\_ ®
%, < ! :

Roll through the tunnel to reach — _ J

this shielded compartment behind  Return to the Command Center through the Leviathan portal,
the portal. Turn to the terminal then backtrack to your Gunship at Landing Site Bravo. If you're
controlling the energy field and ready for the final confrontation, set a course for Phaaze. Once
drain power from it using your you plot this course, there's no turning back.

Grapple Voltage. This lowers the
energy field surrounding the

portal, but not the nearby energy : . .
field in this passage. So backtrack A Completist’'s Cuide to

through the Morphball tunnel to the Pirate Homeworid
return to the main chamber.

eefore heading To phaaze. Take STOCK OFf Qour
pickups and ensure you have everything you
wanT. If you have Fewer Than 100 pICKUPS. NOW IS
The Time To backTrack and rerrieve Them ¢ you
wanT To see The compLeETeE ending. HErFE's @ QUICK
rundown of The remanng pckups and crediTs on
the piraTte HomeworLd:

Climb the ramp and step inside
the hologram at the center of the
portal to warp to the Leviathan
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use The x-Day
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You emerge in front of the
Leviathan battleship's control
terminal. Interact with the terminal
to upload the Leviathan Code you
retrieved on the GFS Valhalla.

This allows the Federation to take
control of the battleship and open

a wormhole to Phaaze. Admiral mMEi Ku\u
Dane reports that he'll wait for “ & + M oW 3
yvou to rendezvous with the fleet CORRNUPTION

before they initiate the jump.
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Once Samus joins
the Federation

fleet, Admiral Dane
orders the Leviathan
battleship to open a
wormhole to Phaaze.
A chaotic space
battle awaits the
fleet on the other
side, as numerous
space pirate vessels
attempt to defend the
planet. During the
confusion, Samus
slips past the pirate
blockade, heading
directly for the
planet’s surface.

£

Notice the Phazon
meter at the top of
the screen—it's now
empty. Continued
exposure to the
planet's atmosphere
and taking damage
fills this yellow meter
up, indicating poten-

Landing Site

L

Soon after stepping
onto the alien
world's surface,
Samus is struck by
a massive surge in

| Phazon energy. When |

prompted, quickly

| press ® to vent all

of your Energy Tanks
to prevent total
corruption. Samus is
now in a permanent
Hypermode.

tially fatal levels of Phazon. You must find Dark Samus before
the internal Phazon energy reaches this critical level. Pass
through the doorway ahead into the Entry Canyon.

F -1 e

il

o pme ]
whiLE you're n This new
fOrm oF HypeErmode.
FIrng phazon bLasTs
does noT decrease
phazon LeveLs.
However. any heawTth
power-ups acguired
8FTer KILLING ENEMES
Lower shazon LEVELS
SLIQhTLL. STILL. WOu
musT move Through This
worLd guickLy. Think
of the yeLLow erhazon
METEr 8s a TImE‘F—ThE‘
mOre IT FILLS up. The

L LESS TimE you have. J

Entry Canyaon

" ol

—~y

|, el -
From a distance, scan and engage
the Jelsacs floating above the
Entry Canyon. If you get too close,

| they explode, which raises your

internal Phazon levels.

S

Farther down the passage, four
Phazon Hoppers drop from the
ceiling. Try to avoid contact with
these creatures while striking
them with Hyper Missiles—one
hit does it. Afterward, collect any
health power-ups left behind.



MNext, move toward this large alien
growth blocking the path. Using
your Hyper Grapple, overload the
growth with Phazon energy till it
explodes. Drop down the shaft at
the end of the passage.

Cavern A‘lph.-

Pass through the door at the
bottom of the shaft and change
to Morphball form to roll beneath
these strands of Phazon. If you
try to pass through while upright,
you'll get stuck and your Phazon
levels will climb.

[ =T

T o
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Several Phaz Ings inhabit the
next passage. Keep your distance
and engage with Phazon blasts
while sidestepping to dodge their
projectile attacks.

-hiﬁ-—“ M}-

Cavern Beta is filled = _-:‘l
~  with Jelsacs and » - o
o ¥

| Use Phazon blasts v

When you
reach this
cluster of
large crystals,
hit it with

a Hyper
Missile to
open a path.
You run into
a few more -
Phaz-Ingsin %
the next passage. Finish them off as quickly as possible, then
press forward,

Cavern Beta Access =

Roll into the
Meorphball tunnel

at the Cavern Beta
Access chamber

to access this side-
scrolling cavern. Hold
down @ to activate
your Hyper Ball,
using it to destroy the

"

e

' | crystal growths blocking the tunnel.

T )
i — B4

At the end of this
Maorphball tunnel, look
; . for this Phazon Puffer
! " . ' floating in the next
| passage—dont shoot!
Phazon Puffers absorb
Phazon from their
surroundings, using it
to charge up their own
attacks. Move toward the Phazon Puffer till it begins pulsating.
Motice how your Phazon meter drops. Let it absorb as much

| Phazon as possible, then slip past to enter Cavern Beta.

Cavern Beta

Phazon Metroids.

and Hyper Missiles ]
to clear a path along
the cavern's perimeter
ledge. Be sure to grab
any health power-ups
left behind.

I
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When you reach

a dead end on the
ledge, turn right to
locate these hardened
Phazon crystals on the
opposite side of the
cavern. Hit them with
a Hyper Missile, then
space jump across the -
shaft to reach the newly exposed ledge.

y 1 After landing on the
: new ledge, turn left
and follow the path.
Once again, clear

a path through the
Jelsacs and Phazon
Metroids before

1 ’ rushing ahead.
i © When they're down,
approach this crystal growth and hit it with a Hyper Missile to
reveal the doorway leading into the Drop Shaft.

Al

Oraop Shaft

" Roll into the
Morphball tunnel

to enter the first
Drop Shaft chamber,
A large Phazon

mass in the center
dominates this round
room, fed by five

red growths on the
room’s perimeter.
Stay in Morphball
form and use your
Hyper Ball to attack
each growth. A few
Phazon Hoppers

are in the room too,
but as long as you
keep the Hyper Ball
active, they shouldn’t
be much of a threat. Destroy each of the five red growths to
overload the mass in the center till it explodes. This reveals a
new Morphball tunnel in the center of the room. Roll inside and
drop into the next chamber.

b —

U

Repeat the same process through
the next two chambers. The third
chamber is occupied by another
Phazon Puffer. Use this creature to
siphon off some of your Phazon
before you drop through the
tunnel in the center of the room.

¢
e b

—
You land inside the mouth of an
alien creature at the bottom of the
shaft. Immediately activate your
Hyper Ball to kill the creature and
escape. Once free, rush through
the door to enter the Metroid
Cavern.

Metroid Cavern

S

Yes, the Metroid Cavern is filled
with Phazon Metroids. Quickly
drop off the entry ledge, down
into the central area of the room
where there’s more space to
maneuver. Circle-strafe around
the cavern while firing at the

—

. Phazon Metroids hovering above.
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When the Phazon Metroids are
defeated, turn to this organic
barrier blocking the next passage.
A optical device pops out of the
wall next to the barrier—this is
the weak spot. Shoot the optical
appendage wherever it pops up.
After you score a few hits, the
barrier explodes.

In the next passage, several
Phazon Hoppers drap from the
ceiling. Engage these quick-
maoving creatures with Hyper
Missiles. Eliminating all the
Phazon Hoppers ruptures the
Phazon mass blocking the next
passage.

Three Phaz-Ings emerge from
the Phazon mass. Backpedal as
necessary to keep your distance
from these entities. Afterward,
move through the next doorway
to enter the Hatcher Shaft.
Descend the shaft.

.

R |
Hatcher Shaft B Tunnmel
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Midway down the
Hatcher Shaft, you're
grabbed by this large
creature. Shoot it in
the mouth to overload
and blow up the five
antennae on its head.
(| The creature drops

* you once all five
antennae are finally destroyed. Enter the door at the bottom of
the shaft to access the Hatcher Tunnel.

b -

s “______h-_-:_— L More Phazon
Sl @y i Metroids
E _ '-.f-r\ LY ' occupy the
! upper level of

the Hatcher
Tunnel. Clear

a path with
, Phazon blasts
' N T, and Hyper
| S — J‘ Missiles, but
e L don't waste

too much time engaging them—you can slip past fairly easily.

Beyond the Phazon
Metroids, shoot one
of the red hardened
Phazon panels in the
ground with a Hyper
. Missile and drop
through the hole. The
door at the bottom of
| the shaft leads to the
Genesis Chamber.

Cenesis Chamber

A ——
e e IR 1 U More Jelsacs and
I T —— it Phazon Metroids greet
| g = . you in the Genesis

vt . 1| Chamber. Destroy

any that get too close,

Ry ] then examine the

iy, : FAr Leviathan womb,

.‘r‘- L il = suspended from the
—+& chamber’s ceiling—a

Leviathan Infant swims around inside. Use your Grapple Lasso

to tear away the membranes on each side of the womb.

e
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Mext, target the
Leviathan Infant
inside the womb.
The Leviathan Infant

swims from one side
of the womb to the
other, requiring you
to circle around the
womb. If you lose
sight of the Leviathan
Infant, activate your
X-Ray Visor.

F
PNazZon mMETM oINS

n The

GENESIS

LMNFEAN

rmes and engage any hosTiLes ThaTt ger

l./_\‘ | ————
- AL -
@@‘lm |

and JELSacs COoNTiNnuaLLly sappeEar
chamber as you Try 7o KL The

T. A

SJware oF your surrounoings

Sanmnctum
]’F N
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Dark Samus finally reveals herself
in the Sanctum. It's up to you to
stop Dark Samus and avenge
Rundas, Ghor, and Gandrayda.

80sSSs 8ATTLE:
DARK SAMUS

— -

r )
Al
S T, L (N

— —

CLOSE £0r comeorT. ouT don't LeT tThese s : .
i s : e “hel Fass Start off by scanning Dark Samus
FEAaTLUNE | TracT you ToO0 mLC h IE UOU wasTeE
10 much Time engaging them. your ehazon LEYELS : for your Logbook. But try not to
u ._--|'; -L” o |fn.-.r:_.n LEYEL. ¥OU don'T wanT TO | stand still while doing so—she
die here. ¢ you do. YOU'LL STErT over way back won't hesitate to attack.
Ol | Ll Bl U el =218 L .

SITE

J

Keep hitting
the Leviathan
Infant until
the womb
explodes.

The womb -
leavas bahind:| Dark Samus is vulnerable to

savers] hoaitiell Phazon atlacks. Take an aggressive
| stance early and charge forward

power-ups. it
Hold down while hrung_Phamn_Masts. If you

) ® to draw get close, hit her with a Hyper
Missile to inflict some heavy
damage. Dark Samus attempts
to dodge your attacks by somer-
saulting around the room and

| taking cover behind one of the

| massive Phazon pillars.

e
them toward you; they reduce your Phazon meter significantly.
Afterward, drop through the shaft where the womb was to enter
the Sanctum.



But avoid getting too close, or
else Dark Samus retaliates by
conjuring this expanding wall of
Phazon energy.

—
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When Dark Samus hovers above
the room and her health bar
turns red, she's absorbing Phazon
energy from the planet, slowly
restoring her health. Hit her
repeatedly with Hyper Missiles to
prevent her from recovering all
her health.

Later on, Dark Samus conjures
a facsimile of herself called Dark

Echo.This entity serves as a decoy.

You can differentiate between
the two by using the X-Ray Visor.
When it's activated, the real Dark
Samus will be orange-ish, and
the Dark Echoes will just be dark
colored (blackish-gray).

After you destroy

a few Dark Echoes,
Dark Samus conjures
two at a time, giving
you three targets to
engage. Eliminate the
Dark Echoes as quickly
as possible, then keep
hammering away on
Dark Samus.

Watch out for
Dark Samus's
charging
attack. It's fast
and difficult
to predict,
especially if
you're busy
chasing down
a Dark Echo.

Pl =~ B e

= — p— If Dark Samus starts
| firing white pulses of

b ‘|1 energy into the air,

i | be ready to move.

! These energy pulses

' slam into the ground

Ej with devastating
results. Space jump

=& while moving laterally

to avoid the explosive blasts. If possible, try to score a Hyper

Missile hit while she's firing these pulses—it's one of the few

times she's standing still.

Wait till Dark Samus
he;;ms: somersaulting
| and conjuring more
Dark Echoes to
resume your assault.
Once her health
meter is empty,

she falls backward
and any remaining
Dark Echoes vanish. Repulsing Dark Samus earns you a gold
credit— but she's not finished yet.

[P—— -
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Dark Samus
i a massive
Aurora Unit.
It emits a
red beam
and absorbs
Dark Samus
within its
brain-like
A body.
Hopefully your Phazon levels are low, because you have
another boss to fight.

B0SS BATTLE:
-AI-IRUHA UNIT 313

Aurora Unit "

313 is the
missing AU
from the GFS
Valhalla. Dark

' Samus used LA\ RN

it to infect o Y
the other AW - v
AUs. ke =/ M
Aus‘ lee _:__;__F__,_-;-" - T
your fellow W -

hunters, this Aurora Unit is completely corrupt, so don’t go easy
on it. Scan the AU for your Logbook, then immediately target
the tentacle-like appendages swinging from the red sockets

in its head. Target the round glowing ends of the tentacles to
destroy them.

Once a
tentacle is
destroyed, its
socket emits
a yellow glow
for a few
seconds. Hit
this spot as
many times
as possible
to stun the
Aurora Unit.

i ambr W10 4°FL 1 11

Rising above

When stunned, the AU swings
wildly, eventually dropping its
head down onto the ground.
Rush over to its head and use
your Grapple Lasso to open this
hatch to reveal the AU's weak
spot. Hit this spot repeatedly with
Phazon blasts and Hyper Missiles.
The AU closes the hatch after a
few seconds, so make each shot
count.

Once it recovers, the AU retaliates
with a projectile attack of its own.
Dodge or space jump over this
purple beam as it approaches.
And stay away from the purple
energy ring around the AU during
this attack sequence.



Return to shooting the AU's
tentacles and sockets to stun it,
then rip open the hatch on its
head to expose its weakness. Wait
till the AU’s head dangles (facing
downward) in front of you, then
fire a volley of Hyper Missiles at
the sweet spot. One hit reduces
the AU’s health by approximately
20 percent. As the head swings
more wildly, follow up with
Phazon blasts.

If You e during The
AUrOra‘’218 baTtTLe. you
rEsume Jour Qame prior
To The FsghTt With oark
samus. scan The room
for heauth power-ups
TO LOWEr your shazon
LEVELS. EVEN W Uou don'T
see any. houd doan &
[charged shoTt] To draw
Them Toward you
L
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#
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When the AU'’s health has dropped
below 50 percent, it drops its head
to the floor and activates these
maortar tubes at the center of the
room. These vertically fire red
energy balls that come crashing
down into the floor. Space jump
to avoid the explosive impacts.

Keep hitting the AU's
weak spot on the
top of its head till
its health meter is
completely depleted.
At this point, the
spinal column
connected to the All's
head explodes. But
the fight is far from over. The AU’s head now floats freely —with
- @ brand-new health meter.

£
N,

-

MNow that it's =

detached, the Aurora
Unit’s head is much
more maneuverable.
It also has a few
new attacks. When it
shoots a large energy
beam downward,
a large purple ring
. of energy expands
. outward. Be ready to
space jump over it.
| If you watch closely,
you can see a small
| metal cylinder
descend from the
underside of the AU's
head prior to the
launch of this attack.
Shoot this cylinder to stun the head.

e
-~

While the AU
is stunned,
circle around
behind it
and target
the glowing
purple
socket where
its spinal
o column was
_— previously
| attached—this is the new weak spot. Try to land multiple Hyper
| Missile hits on this spot before the AU recovers.

1
l
i
|
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The AU ERILAOCUE
defends itself
with another
attack,
shooting
beams of
plasma out
its sides.
When this
attack gets
underway,
rush directly beneath the AU.The plasma beams extend
outward toward the perimeter of the room. As long as you stay
directly under the AU, it can't hit you. While shadowing the AU's
movements, try to score some hits on the purple weak spot.

o

You can Soon after Aurora Unit 313

even hit the - . - il . crashes to the ground, Dark
AU's sweet % : Samus emerges from the debris,
smothered by a bright sheen of
' Phazon energy. As the energy
levels grow critical, she disinte-

i spot during . §
:> charging il X Y T
—, attack—but be 4 — ’ grates into a mist of blue particles.
ready to move s . _ g
out of the r sy =
way. During A'- ' 2 = - . s
1 i

its spinning

this attack, the 5%
AL's head drops to the floor and spins, charging directly at you.
While moving, keep shooting the AU’s head. As it spins, you're
bound to score a few hits on the exposed weak spot.

& [ s
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The Phazon growths within
gnv;:g::‘aum Samus's body shrink when Dark
damage Samus disappears, _fremng her of
during the all traces of corruption. But the
spinning planet itself is crumbling beneath
attack, the Samus’s feet.
AU will be
stunned. Use
this oppor-
tunity to
unload Hyper -

Missiles on the weak spot till the AU’s health is depleted. Killing i
Aurora Unit 313 earns you one final gold credit. |
!

| ————— -
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Bonus Ending 1

FEQUIFEMENT: COLLECT 7S pICKUpS

PUNMING TIME: 120
If YOou COLLECTED BT LEasT s oFf The pickups.
you'LL see The srst bonus ending ImmedaTeLy
| ) foLLowng The concLuding curscene. This shows
The Federation fleet retreats SEmUS reLaxing on &8 SKLToOWN PLaTFOrm. FeEFLECTING

through the wormhole just before on her LartesT adventure. as shown through a
Phaaze explodes. Unsure if Samus | [l Sl S
survived, the GFS Olympus’s crew |
is somber. But spirits lift when B Bonus En:linq =
Samus performs a flyby in front
of the bridge, acknowledging .
Admiral Dane before setting a
new course,
Aﬂi vl
L | --\ -_-I j
%{ m ! :Ilqurlnnf- COLLECT SLL 100 PICKUPS
w PUNNING TIME: D52

COLLECTIND SLL 100 pickups unLocks The seEcond
bonus ending. pLayed arTer the pame's crediTs.
This cuTscene picks up where The LasT one LEFT
oFf. showng samus deacTivating her vara suir and
enTering her sunship. suT @s her sunship warps ouT
oFf SIQhT. @8 MYSTErOUS SpEcCECraFfT FLIES INTO viEw
and foLLows her. To be conTinueds

compLeTing The game

unLocks The Hypermode
diFFICULTY SETTING. FOr
more of a chaLLenge. Vl
Try repLaying the :
game on vETEran or

| Hypermode. J
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Want to collect all the pickups? While playing, follow this chronologically organized checklist and
mark off each pickup as you advance through each world.

PieHup Totals
3 SR T T T e I
i . Vi 2T g Ol
[arshpmesewponsos | 8 |
[ ] [ T |

ryya: Tharmn Jumn

I@;

SUNOLIE I a8 Tor ESSILE ExDanssn

PR ) G AT MREL P I OErRaDr

EEEE

CENETA@TOr HaLL NorTh MSSILE EXDEMSn

Bryyo: Se

L
g
g
L]
In

HDE™ BELL
SHyTown West

|
U
<
"

CFS Olympus

TraTRT M MSSLE ExDisan

B8ryyo: ChHFFside OarTEcKE ACCESS

DELQUary II STEambOT BarTacks

Grand cowrT oath

sxybrdge Hera

HILL S vISTE MR B Dargnn GELLETE STO MBS

T 1
TS Frre—— -]
EP R TR ] | e P ]
CE T TN ] T T )
T T ] | e e )
EVT PR TR ] oV o S )
T T P )

DEL Uy I Frapoue Seng ATTYEL. BTETon

IIIII
:

iﬁll
BEREE

aryyeo: Fiery FE——

B LT MASLE Expanson

B SDCHING 0aEy MRS B ExDarmson

MESL.E Expanson SECLOITY STETION cuMShED s E

TESQLE OF aryun Bryyo: Fiery

GEL ML INDET S HaLL ESLE EXDarTon

n
|

Bryyoa: |

L. DRFEey SITe N E EXpartRon

Bryyo: ClifFfFaicde L DF cEmpabrance SCrew ATTACK

§
:
clelc

i
o]

crash sTe RSB X TN HELL OF cemesbrance SGUNShD SESL R BxXpanR0n

II
EE

ouned shrne

n
0
|
q
i
EE

yEia SHyTown East

FederaTon
Landng sTe

LANGND SITE O

L

GESrUOrWKE Lot W et g e ]

MSSLE Expansan

-

andng sTe
}'_ﬂ’l: | nu\u

CORRUPTION



HNarian

By L

E@rgn obiCK W

Lt SN -ty e

ESNTENABNCE STETIDN

MGHLE XTSI

Immrch R LFET

ENEO T

SUDSTATION SEET

MSSLE EXpParTson

CONCOU S8

FrSSa B ExParSsn

aEMErAETOS O

BT CELL

Elysia Sewd

eocHng Hub Aupha

MFSSI_E ExDansnn

wEvathan core

DT SRR

=]

Bryyo: Fiery

Pirate Homeworid: Command Center

v

cosmand courTyard

MS5SL B ExDammon

Bryvya: lewe

command couwrTyard

ENErgy CELL

Iwwm

command STETON

e @ X panson

L L

Bryyo: CHffFsicde

Command YL T

MO VRO

MRSLE Exparrson

SBCUMTY MC LDCwK

FSEL R ExDarsnn

olC

ourToe

MSSLE Exparrson

Pirate Homeworid: Ressarch Facilit

w

FUPL GEL POOL

mssLE Exparson (2]

EBCrEDVELLT

EIRRL R W ORI

O

COLONGRLG “IRTa

G0 MISSLE EXDEnn

ENETOY Tams

machneworws ordge

ENETOY TEM

ENECDL CELL

Bryyoa: Tharmn Jungls

ESEN B EXDErson

ACEnT CourTyard

FrSSa B EXartunn

L e =

Dio|D|C

8ryyo: CliFrFaicde

Broving Grounds

GrEppLE g

L

EEELE xR

Elysia: SHyTown West

ENETTLY CELL

spoier omLL

MR @ xR

EISEL B B TR0

L B e gy e g

ZPLNE STETON charue

EMET TR Tar

WEEAE EXDarvean

CONSTrUCTION Sy

MESLE xS

CFS valnalla

BELLIETE STOrage

ENEr) CBeLL

OOCKING o) S

ENergy CeL

HOVErPLAET cOCWIE ETE

CunSp MRS E ExDErEOn

EEapOTYs Cache

MR B arrsan

sSTEanbOT oarTacks

MSSE_B ExDarsnn

CIL 0D 00| C

ML) LT

MESLE ExXEarmon

Do

Elysia: SHyTown East

x@EMorEsearch wab

GANSHhID NS5 ExXDErisaon

CONCoUrSE vEnTe.amon IMM.E L g ]

=

medLsb ALpha

MGRL P 0=

Firate Homsworid: Ressarch Facility

ELNTEN TS LOCWET

ENErGQy TN

crarm e

MSSE. B ExDartsaan

Pirate Homeworid: Commans Certe

(=g o T g

wazard sheed

LT b

ML P I CErmon

meTrod creche

ENErgy TEmK

FLuUM CONTroL

mESA B ExEnson

Do) 7 0pey 0

Pirate Homeworid: Mining Sice

FPirate Homewaorid: Research Facil

phazon ouarTy

ESSA_ B ExDansion

SO DT W

SUNSHD MESLE EXDErson

=g cavern

HOYE DEam

BOCESS) PCCESS

GLNTSHD MSSLE §xDnn

shazon ouarTy

BNETO CELL

Pirate Homeworid: Sewd

phazon mne ENTry

EriGL @ BNparTROn

LEviaThan core




Appendix C: Scans

You earn a red credit for every creature scan and a blue credit for each lore scan. Mo credits are
awarded for research scans, but these entries help fill your Logbook. Gold credits and friend vouchers
must be earned through specific actions, detailed in the next section.
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Scans Continued
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pendix O: Credits

BONUS CREDITS

T

You earn gold credits by completing objectives and defeating bosses. Friend vouchers are awarded
for completing specific tasks or challenges. In most cases blue credits are earned by scanning lore
entries, but three blue credits can be gained on the GFS Olympus by saving four troopers during

the space pirate attack. All red credits must be earned through scanning creatures. See the previous
section to view all red and blue credits earned through scans. The following table lists all gold credits
and friend vouchers in the game, presented in a chronological format.
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UNLOCHABLE CONTENT

Use the credits you've earned to purchase bonus content such as concept art, dioramas, and music
from the game. Here are listings of all the content you can unlock, along with the cost for each.
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