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Planet Zebés . . . | called this place _hnme once, in peaceful times,
long before evil haunted the caverns below. Now, | shall finally tell 2
 the tale of my first battle here. . . . My so-called Zero Mission. /

- Samus Aran -
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:‘ GAMEPLAY BASICS:

= > controls

- >7

Metroid adventures are known for their free-flowing play control and innovative control configura-
tions. You can lose yourself in the game without equipping items or having to access weapons through
menus. Everything that you need is readily available and at your fingertips.

R BUTTON B BUTTON

Hold the R Button to switch from your The B Button triggers your weapons. Press and release
beam to your Missile Launcher or from

the button to fire a beam shot. Press B while holdng R to
Mormal Bombs to Power Bombs fire a missile

B Button (Morph Ball form)
Once you have a bomb upgrade, you can
set an explosive by pressing B while
you're in Morph Ball form. Press B
repeatedly toset off a series of bombs.

Hold the B Button

After you collect the Charge Beam
4 upgrade, you'll be able to build your
p beam’s power by holding the B Button.
R Button + B Button : B Ak Release the button to fire the shot.
Hold R and press B to launch

the currently selected missile

{if standing) or to set a Power
Bamb (if in ball form),

L BUTTON

Hold the L Button to aim at

adiagonal angle, The default gl = A BUTTON

angle is diagonally up.

The A Button makes Samus jump,
Tap the button to trigger a short

§ hop. Holdit to have Samus jumg to
the limits of her abilities

< or p on the

Control Pad
+ A Button

Use the Control Pad in combina-
L Button + ¥ on the Control Pad tion with the A But ton to somer-

sault or quickly climb up a ledge
By holding L and tapping Down, you'll aim diagonally down froma h:'fr'lgmglrlnl}si [:m.ﬁ 5

CONTROL PAD

Press Leftor Right on the Control Pad to run. Press the diagonal directions on
the Control Pad to aim diagonally while running. Press Up to aim upward. Press m
Down while your character is in the air or hanging from a ledge to aim down-
ward Press the Start Button to pause the action
and tk lock) 2 i he
Vb His bl Bad ¥ .+ ¥ on the Control Pad (and the game clock) and to view the Map

screen. Fress R to switch to the Status
Press Down once to make When Samus is standing, press Down

SCreen,
Samus kneel (an impor tant twice to make her rollinto Marph Ball
maneuver for advanced Speed . form

Booster techniques)

Emm—  SELECT

Press Select to switch from standard mis-
siles to Super Missiles and to cycle through
maps on the Map screen.

4, NINTENDO PLAYER’S GUIDE
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L i ~ controls / upgrades :

GAMEPLAY BASICS:

8.
*! 2 . upgrades

~ 7
T

The Power Suit offers protection from the elements, and its upgrades add to your abilities, allowing
you to plow through enemies and reach new areas. Every upgrade gives you the potential to expand
your boundaries and further your mission.

beam upgrades

Five beam upgrades

contribute to the power and versatility of your
beam weapon, The beams are not :|'|‘||.JI:1|..'|.||1_.' exclusive—theres no
need to switch from one beam to the next. When you collect a new

beam, it supplements the strength of all of your other beam upgrades.

EARN THE UPGRADE: PG. 27

The Long Beam upgrade doubles the
duration of the standard beam,
allowing you to target enemies,
blocks and hatches across the
width of the screen.

] '_i‘_""_';'_;#

EARN THE UPGRADE: PG. 31 EARN THE UPGRADE: PG. 38

A single shot from the lce Beam
freezes enemies in their tracks,
making them easy targets for more
shots. Additionally, frozen foes are
simple to avoid.

A fully charged beam blast has the power (but
not the red-hatch-unlocking ability) of a missile
shot. It's the only upgrade that you'll earn by
defeating an enemy.

While your beam is charged, you
can plow through creatures by som-
ersaulting into them—a foreshad-
owing of the Screw Attack.

As long as an enemy is frozen, you
can touch it without taking damage.
Frozen fliers make great platforms
for crossing wide expanses or
reaching great heights. When a
frozen enemy begins to thaw,

can refraaze it by hitting it wit
another lce Beam shot.

EARN THE UPGRADE: PG. 56

" The Wave Beam upgrade increases

the width of your beam blast and
allows you to fire through walls. You
can avoid enemy attacks by blasting
beasts from a covered position.

FMi= IiMNwWli MMIM™ o i=s=wiiil

An excellent exploration tool, the
Wave Beam reveals the nature of
destructible blocks, even those that
are embedded in walls.

METROID: ZERO MISSION . B




plasma beam (unknown item #l) EARN THE UPGRADE: PG, 37

As you advance through the Zebesian kﬁ" Tot & mmewee : Once you have the new Power Suit,
underground, you'll acquire three s your Plasma Beam will pulse through
unknown items—upgrades that will S ) enemies then continue on its path,
not realize their full potential until you : s :-h_ » : allowing you to hit several baddies
step into a new P-:rwur Suit. After 'I'W P with a single powerful shot.

collect an unknown item, certain Losisoms
carved Chozo Blocks will flash, sig-
naling that you can destroy them with
a beam or bomb blast.

bomb upgrades

The game’s two bomb upgrades both blast through bombable blocks, but they have
individual str \:‘_g_t]']:-, too. Bombs are indispensable tools for u-_:-;i':-i-;':r-:u ion— both for
opening new paths and revealing destructible blocks.

EARN THE UPGRADE: PG. 32

normal bomb

L 1Ty %] When you earn the Normal Bomb
294343 | upgrade, several areas that were
[ & 198 dead ends will become starti
(9 T points for new paths. Use the bombs
LS BN to blast through obstacles and dam-
s E 'F age enemies.
el

A Normal Bomb blast propels
Samus’s Ball form into the air,
By prassing the B Button quickly and
repeatedly, you can string together
bomb blasts and reach new heights.

When you enter a new area, it's good practice to roll along the
floor and set a chain of bombs. You'll destroy any bombable
barriers and expose other types of destructible blocks.

EARN THE UPGRADE: PG. 82

Expendable Power Bombs e S A Power Bomb detonation breaks
have a wide blast radius e through yellow hatches and both
that hits everything on the ¢ varieties of bombable blocks. It
screen. They re perfect for g also reveals all blocks within its
defeating several enemies | blast radius that you can destroy
at once. s £ by other means.

6. NINTENDO PLAYER’S GUIDE
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GAMEPLAY BASICS:

missile upgrades

Both missile u]':-;r.‘ui“— give you the ability to open previously unlockable hatches and power
All of the game’s bosses (with the exception of the glowing orb in the

akness to missiles,

EARN THE UPGRADE: PG. 29

missile tank

ﬁ’ 1 2 = —1 More powerful than your baam
‘_‘x‘ gﬂ.h“"x‘ = =4 L T and uhﬁﬂ to unlock mm‘jmlchns.
; i‘*}: = .ﬁ - standard missiles are a great
__- i 'y s i addition to your arsenal. In

h il | Easy- and Normal-difficulty
f : 44 games, a Missile Tank increas-
=1 il W AL €5 Jour carrying napamt{g
v ot iculty,

-

-

1 five missiles. In Hard dif
;‘&. al e it adds two missiles.

EARN THE UPGRADE: PG. 60

5o SN ! Teereel = F r Super Missiles unlock green
rey ~ hatches and rock big enemies.
On Easy or Normal difficulty, a
Super Missile Tank will
increase your holding capacity

two super missiles. On Hard
difficulty, it'll add one Super
Missile.

suit upgrades

Although the unaltered Power Suit offers a lot of protection in your battles against the enemies of
Zebes, new suits add more layers of armor, greater mobility and the strength to withstand pro-

longed stays in hostile environments.

EARN THE UPGRADE: PG. 53

varia suit

After you suit up with the Varia,
you'll take less damage from
enemy attacks and you'll cease
to experience negative affects
from contact with hot air or

" / acid. Lava, however, will still

i S TR 5 Sap your energy.

|_| T
--.-—n-n.-.-.—.-—..---.-.-------_—...q

Your third unknown item will
give you the ability to destroy a
new series of carved Chozo
Blocks. Once it converts to the
Grawity Suit, you'll be able to
dive into lava without taking
damage and navigate flooded
areas freely.

R T R e EARN THE UPGRADE: PG. 81

When you advance to the extreme
edges of the Chozo Ruins, you'll take a
test that will reveal Samus'’s connection
to the Chozo and give you the Fully
Powered Suit, which turns all three
unknown items into functional
upgrades.

METROID: ZERO MISSION .7
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miscellaneous upgrades

Miscellaneous upgrades—including the essential Morph Ball, the  allow you to advance to areas that were previously unavailable to you.
new Power Grip and the versatile Speed Booster—offer a wide variety  Get acquainted with each upgrade as you collect it, and learn to use it
of abilities. All of the items (except Energy Tanks) act as keys that  to its full potential.

EARN THE UPGRADE: PG. 26 EARN THE UPGRADE: PG. 34

morph ball POWEr grip

Your first upgrade allows you to roll out of the small In your search for the lce Beam, you'll stumble upon
starting area. Use the Morph Ball 1o condense to a . [ the Power Grip, an upgrade that will allow you to
sphere and squeeze through tight passages. = . grab on to ledges and sliding mechanisms on ceil-
— ings. While you're hanging from a ledge, you'll be
able to fire your beam in five directions. To climb up
from a ledge, press Up or push toward the ledge and
prass the A Button.

EARN THE UPGRADE: PG. 49

When you get a new pair of shoes—
in the form of the Hi-Jump
upgrade—you'll able to jump higher
and reach tall ledges eflortlessly.
You'll also be able to hop in Morph
Ball form.

A running start will charge your booster, give you blurring speed and

allow you to run through enemies and Speed Booster Blocks. Fire your
beam to clear away other obstacles and to open hatches so that you can EARN THE UPGRADE: PG. 63
continue to run.

Not only can you run fast under the influence of : el Ll Late in your first trip through the
the Speed Booster, but you can blast into the » i S g w { 7ebesian underground, you'll earn
air. Press Down to kneel and stop. Before your [ the Screw Attack, an upgrade that
charge dissipates. tap the A Button to initiate AP will turn your somersault into a
takeoff, then hold Left, Right, Up or diagonally " i’ f" weapon. Use it to buzz through ene-
Up and to the Left or Right to fly in the direc- i .. | mies and their projectiles.
tion you desire. X
ﬂ_'{ Ty L]
[ SRA A G A b e

BR L e
nr e

You can take off . =TS ¥ The Screw Attack cuts through
from an upright posi- 4 : 4| Screw Attack Blocks, giving you an
tion or in Maorph Ball A0 easy route to the Mother Brain and a
form. If you hit a : Sex \ direct path out of the Chozo Ruins.
gentle slope, you'll =
return to the ground
but sustain your
charge, allowing you
to boost in a differ-
ent direction.

EARN THE UPGRADE: PG. 47

energy tank -

T B et Lt After you collect the second You'll start the game
L E’i; | B TS R unknown item, you'll have S UREEY with 99 units of energy
TR A A the power to break through b and gain another 100
another batch of Chozo units with every Energy
Blocks. Once the item is . Tank you collect. There
revealed as the Sra:a Jump, 3 is a total of 12 Energy

you'll be able to fly by jump- - Tanks, some very hard
ing repeatedly in midair. to get.

s e s g g
il Ml bl el W ioad o
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MAPS OF ZEBES:

“. brinstar

Brinstar’s corridors and shafts form a shape familiar to longtime
Metroid fans, but the planet’s central section holds plenty of secrets
and surprises that are new for Metroid: Zero Mission.

BERINSTAR UPGRADES

Redicons indicate major Power Suit upgrades—items that
will give you the ability to explore new areas. The numbers
to their left show the order in which you will collect the
upgrades while following our walk-through.

105 5@
208 120%F
3 MISSILE

TANK

CHARGE
4 (S sy

TO TOURIAN

TO CRATERIA

Blue icons show the locations of additional
tanks—items that will add to your durability and
power. The green numbers beside them indicate
the quantity of each tank type in the area,

10853
3 ENERGY
TRNE
1 SUPER MISSILE

TRNK

0 POWER BOMB
TANK

(AETR ',
eerrerrrer) =

Reveals the location of the
Normal Bomb upgrade

Reveals the location of
-
&Y the Long Beam upgrade

Reveals the location of
E"'J the Hi-Jump upgrade

BRINSTAR




MAPS OF ZEBES:

brinstér

'S )

Reveals the location of
L B the Wave Beam upgrade

—m i

Reveals the location of & A : BEAM BEAST PG. 33

the lce Beam upgrade

If you fail to defeat the Charge-Beam-
coveting beast on your first meeting,
you'll encounter it againin Brinstar’s
middle-right corridor.

Your first Missile Tank
will give you the ability to TO NORFAIR
open red hatches.

MAP KEY
BEAM BEAST BLUE SAVE
HATCH ROOM @
The burrowing serpent that holds the
Charge Beam will make its first appear- RED MAP
ance in Brinstar's lower-right corridor. It HATCH ROOM
will contmue to show up here andn the CHOZO
middie-right cornidor until you defeat it. STATUE -4
MAP KEY OVERVIEW
BLUE A single beam shot or a bomb blast will open a blue hatch, SAVE Save rooms record your progress and the status of the game
HATCH allowang you access to the next area. ROOM clock. You'll always restart at your last saved point.
RED You can unlock a red hatch by hitting it with missiles. Once MAP You'll download a map of known passages in the map room.
HATCH unlocked, the hatch wall turn blue. ROOM Secret areas are added to the map as you find them.
GREEN Use a Super Missile to unlock and open a green hatch. After CHOZO Chozo Statues point youin the direction of discoveries that
HATCH locki il ; will advance your adventure. They also recharge your energy
S :nu unlockit, th&:;:;ch\;u u:;n blue TS STA T-:-:g and replenish your supply of expendabla weapons.
ower Bombs unlock yellow hatches. Once unlocked, they Mumbers in orange boxes comrespond to tips in the 100%
HATCH \l)  become blue hatches. numeerMITY frmpersi orenga boxes ki PORALUNS

METROID: ZERO MISSION l I




MAPS OF ZEBES:

g nor'falr'

The air is warm and the pools are filled with a dangerous, gurgling
brew in the planet’s core region. You'll benefit from added Power
Suit protection as you explore Norfair’s nastiest corridors.

NORFAIR UPGRADES

805 13B-
ne* 108
13@4 2@

1605 18R~

TO CRATERIA PG 63 TO BRINSTAR

: i e
TO KRAID ’ i E D peesenees

2. NINTENDO PLAYER'S GUIDE



MAPS OF ZEBES:

norfair

058 4

PG. 38

Of~

=
oL

Reveals the location of the
Speed Booster upgrade

-

0 o G o i e,

o b AR

;
g

L™

113

Reveals the location
of the Varia Suit

14

Broken Chozo
Statue

TO RIDLEY B

MAP KEY

BLUE
HATCH

RED
HATCH

GREEN
HATCH

CHOZO
STATUE

SAVE
ROOM

MAP
ROOM

]

&

METROID: ZERO Mission .13




MAPS OF ZEBES:

3 .“ craterla

; ’

- Samus’s landing zone connects directly with every region on the
% planet except Kraid's and Ridley’s lairs. You' 1l find few upgrades and
No save rooms or map room while exploring the surface world.

CRATERIA UPGRADES

UNKNOLN MISSILE
6 @ ITEM #1 3 TANK

7 B) couen 0 () Enerey
. GRIP TANK
1 [ SunErMsSiE
TANK
1 () Souer sove
THMNK
f '

o b e b s b

SAMUS'S SHIP

TO BRINSTAR

e

!4 F'l”"'TE?'”_'I"_! 2] | I._-H:El::-'_r_: .r;|_"|r~|:;
= | Ma' e Foa L1 41
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%

L

TO NORFAIR

R e e R B 2 |

MAPS OF ZEBES:

crateria

i .

TO CHOZODLA A

MAP KEY

BLUE
HATCH ’ﬂa

GREEN
HATCH

YELLOW
HATCH

e —— R ——— —— —

METROID: ZERO MISSION .l 5
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MAPS OF ZEBES:

The region directly below the adventure’s starting point is home to
a large lizard—one of the Mother Brain’s trusted guardians. The
way to the brain is blocked by Kraid.

KRAID UPGRADES

9 UNKNOLUN 9 MISSILE
ITEM #2 TANK

10B) 5557 2087

o SUPER MISSILE
TANK 2.1 | .|

POWER BOMB
0 @ TANK

TO BRINSTAR

-

....................

=
BOSS: KRAID

IS NINTENDO PLAYER'S GUIDE



ACID WORM

MAPS OF ZEBES:

kraid

PG. 45

TO NORFAIR

MAP KEY

BLUE SAVE
HATCH ROOM

RED MAP
HATCH ROOM




MAPS OF ZEBES:

‘- > ridley

\r Answering the Mother Brain’s call, Ridley will swoop down to stop  NORFAIR
you once you've done away with Kraid. Beware—Ridley’s lair is [E T
loaded with false floors and disappearing walls.

RIDLEY UPGRADES

1405 13815

UNKNOWN ENERGY
15 ITEM #3 3 () TRk
3 SUPER MISSILE
THRNK

0 B =" ™

: y PG. 62 : i
Once you collect a Super :
; : Missile Tank, green hatches P
i will no longer be obstacles : :

TO NORFAIR B

BOSS: RIDLEY & PG. 67

= ——




MAPS OF ZEBES:

ridley

TO NORFAIR A

ol

HE

B e T o T s T e B T B r meeen AP
L h L e B e -l 1 T, iy
’ ader Bar ey oy e - b -

§ bl e

MAP KEY

BLUE SAVE
HATCH ROOM

RED MAP
HATCH . ROOM

GREEN
HRTCH

METROID: ZERO MISSION . I S




- MAPS OF ZEBES:
f
-~

> g tourian

f‘/'l_' You'll gain access to the Mother Brain's lair, Tourian, only after you
do away with Kraid and Ridley. The brains spawn, Metroids, act as
the last line of defense on your way to the sinister cerebrum.

TOURIAN UPGRADES

1 MISSILE
TRAMK

0 ENERGY
TANK

0 SUPER MISSILE
TAMEK

POLWER EOMB
1 @ TANK

TO CRATERIA

TO BRINSTAR

El.-l-.-..-l--
IR B

]
W
L

il =

L+ ]

BB g N o S S O 5525 . 1 S 5, B -

= e 1 s e L — 0 o —— e o  — i e

L=}

B e L I e

——r——
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MAPS OF ZEBES:

tourian

\

MAP KEY

SLUE
HATCH

RED
HATCH

ROOM

METROID: ZERO MissioN .2l



CHOZODIA UPGRADES
1-7 FULLY POWERED 1 MISSILE

SuUIT

18 () 5"

y B CHOZODIA
i o
I . _
- L
L il

v Made up of the Chozo Ruins and the Space Pirate Mother Ship,
Chozodia hosts many mysteries and dangers. You'll explore much
of the area without the aid of a Power Suit.

TANK

3 ENERGY
TANK

8 @ ?U;‘EH MISSILE
6 @7

RUINS TEST PG. 81 gy
Foa1 J 235

TO CRATERIA B

TO CRATERIA A

EE NINTENDO PLAY

-----

1268 & (%) W (%) 5267 B (%] 7242

P — — — ey ——
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MAPS OF ZEBES:

chozodia

PG. 82

You'll chase the first Power
@ Bomb Tank from the Chozo
> Ruins to the pirate ship

-t -

PG.98 /  ESCAPE SHIP

MAP KEY
BLUE
HRTCH

RED
HATCH

GREEN
HATCH

YELLOW
HATCH

METROID: ZERO W




MAPS OF ZEBES:

exploration advice

The key to breaking ground in Metroid: Zero Mission is in obtaining upgrades and using them to
explore existing paths or create new ones. The more familiar you are with your tools, the more you'll
be able to find new uses for them.

discovering zebes

As you make your way to the Mother Brain and beyond, the map for
each region will become more -;mn]'.-]utu.'. Most regions contain a map
room, where you can download a layout of the area’s known shafts
and corridors. Places that you have 1,'xp|0r1.'t| and that appear on the
official map are shaded blue on the map screen. Secret areas that
vou've uncovered are shaded green. Sections that are overtaken by
extreme heat show orange on the map screen. You'll need the Varia
Suit to explore those areas without taking damage.

The displayed map grows as you explore and download data in map rooms. The map
— MAPPED AREA _ EXTREME HEAT shows Chozo Statues, destinations that Chozo Statues have pointed out 1o you,

i save rooms and map rooms. Tanks you've collected appear as dots. Known tanks
_ UNMAPPED AREA | OR . UNEXPLORED that you have not collected appear as open circles.

open routes with upgrades

.[..I'II.'l'i_"' are two \"r'.,'l,'!.':‘i o I;TE"I.""I new F}th:‘:.'l\_"l,,"‘-.' l,l.rII:,:-\'I-L ;'I.ttl;']"ll."‘- .!I'l.ﬂt ]'!l]'l.::!k l]'ln‘nl-.ﬂ': I"]ﬂ.:l';,'l'i:". :\I(?:‘-L i.it""t]'lll'.'L.I]'l]L'
blocks are disguised as standard unbreakable blocks until you use your beam or a bomb blast to uncover
their true nature. Onece uncovered, a destructible block will show the symbol of the item wnat you must

use to destroy it.

WEAK BLOCKS SUPER MISSILE ELOCKS SCREW ATTACK BLOCKS

Lo You I?ilﬂf:jillslllﬁu"f:[h_"::l;m_'f - Usea ;S-..p:;r I'-.1r|:: m:;: to hlu?a'-; The ;:n'r.'elr of your E!a'l"blﬂ e EE
il cracked blocks by hitting apart blocks that bare the : somersault attack breaks -
Ll them with hngrn shots or - green missile symbol Il Screw Attack Blocks “ a EEEEEEE o]0k
bomb blasts. Some weak o o 5
blocks appear as normal blocks. Rarely, o BEE EEHEHE by
you'll find that you canwalk or fall SPEED BOOSTER BLOCKS
through normal-looking blocks. Speed Booster Blocks break on contact with a dashing adventurer. You'll |
2l build your Speed Booster’s charge by running for the width of a few
EREAKAWAY BLOCKS : screens, While charged, you can fly through blocks in the floor, walls or
Some blocks crumble under ceiling. If you kneel to stop (press Down), you can sustain the charge for a
your weight, giving you only feses seconds. When you're ready to take off again lin standing or Morph Ball form),
amoment Lo gel away tap the A Button, then hold the Control Pad Left, Right, Up or diagonally.
betore you fall, Breakaway i
blocks crumble at varying speeds. FLOT A PATH
Once you've exposed a breakaway i : ;
block by stepping onit, it'll stay 30 While ex p!nr|'1E| you'll uncover Speed Booster blocks by deto-
exposed until you leave the area i g nating bombs. Every Speed Booster Block on the planet can be
A broken by a boosted run or launch, The challenge 15 in finding a
BOME BLOCKS S place tocharge the boost and a way to rocket to the goal

Blocks that have ared cen- e[

ter will fall apart when -l CLEAR THE WAY

they're hit by a bomb blast.

You can start runmang n gne rogm, open a hatch and keep run-

ning in the next room, all the while building your charge. Look Beams and bomb blasts expose most

for long, unobstructed stretches, or paths that you can clear destructible blocks. You can expose
You can destroy Bomb with your beam and bombs, and prac tice building your booster several blocks at a time by firinginto an
Blocks and Power Bomb == 3 obstacle with the Wave Beam or by

Blacks with power blasts SERRCH FOR SLOPES setting off a Power Bomb. Knowing the
i shape and size of a destructible area
MISSILE BLOCKS 4 Lo i will iml;;-',,u 11-;Jr|m||.,-|l:|;,.:bl:r{:1er_|1,' for
. A When you rocket into a slope (upright or in ball form), you'll con- breaking thi he bl Il
- The missile symbol ""E"k.s - vert back to a ground-bound dash, at which time you can press reaking the QFIEI 1.1 PB:I ocks, pBﬂ:I]M'a ¥
>, m'.:";“ :.I]"'J youcan break Down to stop and sustain your charge for a few seconds. Some in the case of speed Booster Blocks
WA FOCERNS. O -] booster puzzles require that you start and stop several times

24 MNINTENDO PLAYER'S GUIDF
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I00% adventure

game’s most difficult and rewardir
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MISCELLANEOUS UPGRADE:

@ morph ball

Samus Aran is no stranger to tight spaces. When not wearing the Power Suit, you can squeeze
through narrow tunnels and shafts. But under the surface of Zebes, with all of your protective gear
in place, you'll need the Morph Ball upgrade to fit into the cozy confines of the planet’s passages.

brinstar

MAP KEY

@ MORPH BALL

You won't get far if you go to the
right from the start. Run left, climb
over the large rock formation and
leap to the round upgrade on the tall
pedestal. Once you've refitted your
suit, you'll be able to roll through
small openings: take on the shape
of a ball by pressing Down twice on
the Control Pad.
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BEAM UPGRADE: morph ball / long beam

long beam

The standard-issue beam weapon built into Samus’s Arm Cannon has helped the bounty hunter
out of many a jam. Since the gun's short range requires close contact with vile beasts that aim to rip
through your armor, the Long Beam upgrade is a welcome, potentially lifesaving addition.

MAP KEY

LONG BLUE & CHOZO SAVE
BEAM HATCH STATUE ROOM

FIRE FREELY IN EIGHT DIRECTIONS ' —— UNCDVEH ENVIRONMEMNTAL SECRETS l
=

You can blast some blocks

out of the way with your beam,
revealing passages Lo new areas.
Some blocks also buckle under
your wesght when you stand on
them. After a block is gone, it may
remain out of the picture as long as
you are in the area, or it may re-
form over time.

The acrobatic and well-equipped adventurer must be prepared to fight at any 2 [ —r r If your beam can't destroy a block
moment. You can fire your weapon while standing, running, kneeling and (after you ; _F but the block is bombable, a beam
collect the Power Grip) hanging from ledges. Use the Control Pad to aim left, right, e shot will reveal the block’s weak-
up, down (while in midair) and dagonally. #‘u:u can angle your aim by holding the L ness. As you collect more

But ton and tapping Up or Down on the Control Pad, weapons, you'll gain the power to

bust through more obstacles.
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chozo statue )

The ancient Chozo civilization left clues and item upgrades for
the worthy warrior. You'll find help in the planet’s Chozo Statues.

== ﬂl When you reach a stand-
et & SEees, ing Chozo Statue, you'll
e v TR ST ] notice that its hands are
s alawing with energy.
L s ump into the light and
5, e form a Morph Ball. The
{ 5:-:-*‘ statue will reveal the
location of the next major
- [ Power Suit Upgrade—the
i y Long Beam=—on your map
o F PR RE I screen.
e A =
L“ — :ﬂl After you've examined the
","ir d ;ﬁ'l&*‘_b‘ map and pressed the A
- ¥ Button lﬁ return to the
= e action, the statue will sit
- down, revealing a passage
behind it, and it will refill
e e TR, your energy reserve. Once
o T #‘ you have expendable
_ {a t i waapi:ms. {;I:mg ﬁiatuas
- S - will also replenish your
L e e aW el g i weapon supply.
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At the end of the lon
passage, you'll find the
first of several save
rooms. Those below the
planet’s surface don't
replenish energy or
wieapon supplies. If you
are in need of a refill,
seek out a Chozo Statue,
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Crouch and fire to clear the narrow passage, then morph and roll. Blast
the beasts that drop from the ceiling and make your way to a sitting
Chozo. Fire at the item in the statue’s hands to reveal the Long Beam.

- g b Once your Power Suit is

P e, 7B g B pquipped with the Long

:l - o Beam, you'll be able to
i e P fire as far as you can see.

e | - On your way out of the

. o area, press Up and Right
» on the Control Pad or
il Egess 1h|||a L Bun:: tHu_ nin']'
5 iagonally upward. Hit the
& .3},_ z?-__"-ef" hanging creatures before
mmr-h; — PG L they attack.
. NI T L




BEAM UPGRADE / MISSILE UPGRADE:

MISSILE UPGRADE: | long beam / missile tank

missile tank

Missiles provide advanced firepower for your battles against strong creatures and allow you to
unlock red hatches. Every Missile Tank gives your Power Suit the capacity to carry more missiles.
You'll find the first available tank during your search for the Normal Bomb upgrade.

I

brinstar

MAP KEY

B MISSILE BLUE RED CHOZO SAVE
TRANK HATCH HATCH STATUE ROOM

L.

my TAKE THE HIGH ROAD INTO THE UNKNOWN

Unable toleave the way that you came,
youmust use the Long Beam to blaze a
% new path by clearing awa y blocks that
= b o T 1 - €. QCoupy anarrow passage in the rock. After
& wurwvt ey - ) you roll through the passage, jump up and
% - gam climb to the area’s highest reaches. You'll
b o e i 8 sRIFeme o see that your surroundings are shaded
- = green on the map, indicating that the path
15 unknown to the Zebesian mapmakers.
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After you drop then roll through a tight opening, you'll find a blue hatch
that leads to a save room. Record your progress, then proceed to the
bottom of the shaft.

Open a blue hatch and run
ta the right through a tun-
nel that 15 marked by
ancient ruins and damag-
ing lava pools. If you're
low on energy, blast the
creatures that I:up out of
the lava and collect the
enengizing items they
leave behind. Continue to
the right until you reach
the Missile Tank.
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brinstar

CHARGE BEAM BEAST

MAP KEY

CHARGE BLUE
BEAM HATCH

The ground will shake when the creature that holds the
Charge Beam upgrade is near. As you return from your Mis-
sile Tank acquisition, the bug will attack.

When the creature’s eye is open, hit it with a missile then brace yoursell
for a lunging attack. When the bug's side sections produce thorns, blast
them to reveal energy and missiles.

S -

i =
= Jr’ﬂ_‘f . = _‘ F'.‘_f’

If you hit the insect’s eye three times with missile blasts, you'll defeat
the beast and reveal the Charge Beam. If the creature gets away, you'll
have to wait for another encounter before you can collect the upgrade.
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BOMB UPGRADE:

normal bomb

The bomb is one of the Power Suit’s signature weapons. The never-depleting Normal Bomb
upgrade allows you to blast through obstacles and propel the balled-up bounty hunter into nar-
..:--‘ row vertical openings—a function that will be invaluable until you earn the Hi-Jump upgrade.
v e = : -

brinstar

MAP KEY
BOMB

B MISSILE
TANK

BLUE RED SAVE MAP
HATCH HATCH ROOM ROOM

ENERGY
TAMK

m INSECT ALERT

After you hit the red hatch with a mis-
sile and move into the tunnel that leads
you through the middle of Brinstar,
you'll encounter swarms of regenerat-
ing nsects. Hold the L Button to aim
diagonally up and fire at the bugs as you
run right.
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By hopping onto a platform, you'll
find one of the sources of the
insect invasion—a hive. Hit the hive
with beam shots or missiles. Before
you move on to the right, jump left
to a short ledge, then run left
through a hidden passage to anoth-
er hive and a Missile Tank.




"_." £

A wall of breakable
blocks acts as an easy-
to-crumble barrier in the
middle of the passage. By
destroying the blocks at
the base of the wall,
you'll reveal another
Missile Tank.
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Az you move right, you'll collect an
Energy Tank. Every tank gives you
the capacity to hold 100 more ener-
oy l{lll'lils. There are 12 Energy Tanks
ER
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_ BOMB UPGRADE:

-nurmal bumb

P T i |

After you reach the shaft,
drop to the bottom and
use a missile to open the
red hatch that leads to
Brinstar’s map room.
When you interface with
the map-room device,
you'll download all known
map data for the region.

Your map screen shows
the known areas that you
have explored in blue, the
known areas that you have
not explored in gray and
the hidden areas that you
have explored in green. As
you find more hidden pas-
sages, they will be
revealed on the map,
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From the map room, climb
up the vertical passage
as high as you can, then
open a hatch and run
through it to a short verti-
cal passage that holds
two more hatches. Jump
up to the upper hatch, run
left, then jump again and
roll into a narrow tunnel.

You'll find the Normal
Bomb vpgrade on the
other side of a red hatch.
Collect the item, then curl
up in the arms of the

ozo Statue to reener-
gize. With the bombs,
you'll have the ability to
open new territory and
continue exploring Zebes.

— — ——
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GRADE:

™ power grip

MISCELLANEOUS UP

Part of the full athletic-adventurer package, the Power Grip will allow you to hold on to ledges and
dangle from sliding handles on the ceiling. To find it, you'll take a brief detour to the surface, to an
area that holds the key to the planet’s past.

f ™
brinstar
TO NORFAIR
MAP KEY
BLUE RED CHDZO E MISSILE SAVE
HATCH HATCH STRTUE TANK ROOM
\ /

] On your way out of the area where you
Immediately after you collect the o s k] | collected the Normal Bomb upgrade,
Normal Bomb upgrade, use iton a ‘B you'll discover that the exit hatch is
pair of blacks under the Chozo i locked, Use bombs to blast the block
Statue and roll left to an unmarked column on the ground. The explosion
room. You'll find a Missile Tank ; will release a gagale of small parasites.
above two layers of blocks. Bomb 2 Foll on the ground to gather up the
through the breakable blocks, then ' &’ bugs, then vaporize them with a bomb
use more bombs to propel yourself 3 blast. Once all of the parasites are gone,
to the upper part of the room. b JEE - . the exit hatch waill flash, indicating that

you are free togo
-ii- ..... ;:L,_,. b ESRATA BRI Bl v
o o .
BEOREEE RS R, <] |
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You'll find a series of three bombable blocks in the floor of Brinstar's long central
corridor, Clear away the blocks to access a passage that will lead you to aChozo
Statue. The ancient relic will point you to the lce Beam, inMorfair
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You'll discover a Missile Tank
ina short shaft that feeds off the mid-
dle passage. While you can collect the
item early, it'll be easier toget once
you have the Power Grip. Roll of f the
ledge above the tank and plant a bomb
in front of the breakable block. Before
the block re-forms, jump onto the
ledge again then roll into the hole.
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~ MISCELLANEOUS UPGRADE:

power grip

Y INSECT ENCORE |

|
If you haven't collected the
Charge Beam yet, you'll have
another chance on your way to
Norfair. The segmented creature
will attack at its oniginal location.
Hit the beast’s eye with three mis-
siles to destroy it for good and to
liberate the weapon. It you don't
destroy the creature, it will contin-
ue to make appearances.

On your way through the long lower
corndor, you'll reach what appears to be
adead end—a rock ledge over lava. Hop
onto the ledge, roll close to the wall and
detonate a bomb. The explosion wall
clear apath, Roll to the right over agap
mn the ledge, then run to the elevator, As
YOu gescend, a quick cut scene will give
you a glimpse of the Mother Brain
When you emerge, you'll see that the
Chozo Statue’s lee Beam clue points to
the night. Before you can reach that des-
tination, you'll togo in search of
the Power Grip, to the left

-~

norfair

MAP KEY

BLUE
HATCH

SAVE

TO CRATERIA FROM BRINSTAR ROOM
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L082)/ .\ E R TANK WITH A TRICK | R035/ 7 ok 10 THE SURFRCE
a

L TR T [ was As you advance to ; e = While it may seem that you're
s \{ the left, you'll discover a : & leaving Nor fair largely unex-

Missile Tank that appears to : R . plored, you ll return better
be out of reach. You'll be i equipped for exploration once
able tocollect it easily once : ' you take a short trip to Crateria,
you have the Pawer Grip, : 3 . J : on the :«:ur[aulze. Hop onto the ele-
but if you want it earlier, : ; e . vator and take off.
you can use bombs to reach :
it. Roll up and press B quick-
Iy and repeatedly to place

gt
E -E, explosives in midair and rise
'm"!' ' -'i-‘-ﬂ to the tank

| —

A thick wall stands hetwesn vau and your progress to the left. Bomb [F'Ifl"'..ﬂl'! a
hlack at the bago of tf roll left and disappear into the wall, then bomb
through anather black when you reach the far side

F‘EJINT OF NO RETURN

By rolling off the high ledge and
onto much lower ground, you'll
enter an area that y r

able to exi

the save room to the

|'|'|-:,I stor !-..-_l.ul-\, VO IMDAE

BLUE
HRATCH

MISSILE
TANK

@ UNKNOLWN
ITEM #1

POILUER
GRIP

-
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MEEELLANEO‘JS UPGRADE:

power grip

missile tank

urﬁ"“*'- . | ?_ Travel to the right from the elevator
L,,»= C and drop into the water. Use bombs

f to blast through the lake’s left bank,
then run to an underwater Missile
Tank. On the way out of the area,
you'll have to blast through a block
then wait for it to re-form to give
you a boost to the shore.

On your way from the statue, break the large block near the hatch to
gain access to a Missile Tank. After you collect the item, destroy blocks
to the left for a way out of the water-filled hole.

nalz 2.-' H.‘_..-"""
---f;.
e

The bridge over the ruins will break as soon as you set foot on it. After
you drop to the bottom of the pit, use your beam to break through the
left wall.

While you're on your way to the sur-
face, stop at a block that has Chozo
markings. Use bombs to access a
path to the lower right, and follow it
to a statue. Although the item that
you collect from the statue will not
be compatible with your suit, it will
give you the power to blast through {

the large blocks. ﬁ il
: Rl ey Ll et e S

Climb into the hole in the wall and use bombs to break through a narrow
E:ssage that leads left. You'll discover the Power Grip upgrade in the
nds of a very large Chozo Statue.

R
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BEAM UPGRADE:

ice beam

With the Power Grip in hand, you'll finally be equipped to follow the Chozo’s path to the Ice Beam
upgrade. The weapon's freezing blasts will stop enemies in their tracks, allowing you to use the
creatures as midair platforms.

crateria

TO NORFAIR

MAP KEY

BLUE
HRTCH

On your exit from the areathatheld the : [ After diving of f the high ledge above the
Power Grip, you'll witness the growth  : open area, you'll land on your ship. Since
of a tall Chozo structure that sprouts YOUr Mis510n i% not complete, you won't
platforms. Use the Power Grip tograb : be able to take off, but you wall be able
each platform and climb to the left side  : to restore your energy and missile sup-
of the broken bridge. - ik ? plies and Save your progress.

il N

[

s a5 you advance to the left, The area i Once you have the Power Grip, you'll wonder how you got along without it. On your
ow. Use adiagonal shot tobreak the = way back to the elevator for areturn trip to Morfair, you'll use your new ability to
and bomb the second block. ¢ grip high ledges and pull yourself through the path

-
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~ BEAM UPGRADE:

ice beam

P

norfair

FROM CRATERLA

MAP KEY
BLUE
HATCH

GREEN
HATCH

MISSILE
TANK

ICE
BEAM

SHAVE
ROOM

After you return to Norfair, drop
from the elevator into the procimity
of the blue hatch. After you land,
grab the ledge to the left, squeeze
through a tight passage and follow
the path to an out-of-the-way
Missile Tank.

If you didn't use the bomb
trick to collect the
Missile Tank on the high
floating block on your
way to Crateria, you'll be
able to collect it easily on
your way back. Grip the
block, then pull yourself
up to the prize.

J TAKE THE CHOZO'S PATH

] The lce Beamis in the path to the right
of the Brinstar-to-Morfair elevator
shaft. The Power Grip will give you the
ability to follow the path. Hop to the
first hegh ledge in the area to the right of
the save room and chimb over the area’s
large zigzagging walls. On your way, use
missiles tadestroy the shot-spitting
pods on the platforms

The shaft on Norfair's far right

side is formed from natural green
rock. Climb up to the first hatch
on the left and contmue your

METROID: ZERO MISSION




m LEAR OVER LAVA

e e B B - . Gmall platforms float over the lava
on the path to the lce Beam. When At long last, you'll reach the desti-
- raarh tho voartie 5 n 5 - ! "
by ;""_"_"';',“? ';: ‘_'"['I‘,'_"':'tll 20 l?1| ."I,“,’i[, i) nation that the Chozo Statue in
l,"'b \JL'“'“_l iy e I._LI'."'l'_ the Brinstar placed on your map. Grab
.:I1 -~If “_w T e R e the lce Beam then roll into the cra-

dle of the beam’s statue to replen-
ish your energy and missilas.

MISCELLANEOUS UPGRADE:

speed booster

Your power continues to grow as you close in on the Mother Brain’s right-hand monster, Ridley.
The next upgrade will be yours immediately after you defeat the beast. The Speed Booster will put
a charge into your step and give you more block-busting power.

f

norfair

MAP KEY
BLUE
HATCH

GHREEN
HATCH

CHOZO
STATUE

MISSILE
TRNK

SAVE
ROOM

CERBee
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BEAM UPGRADE ,f MISGELL&T\FEGUS UPGRAD’E

" ice beam / speed booster

Cile

pa—
052/ 5oMmB OUT, BEAM UP : /056 FROZEN ROAD
Wb ' Y3 i g : T e D

e 'ﬁ’i‘“ Shaimy gmer

L

Before you dmp to the floor after climbing over the high ledge, fire at the
right-hand wall to expose a Missile Tank. Then freeze the flier nearby

and hop onto it on your way to the tank.

w'_‘:'aﬁs-.ﬂw

sEEEEEEEEEEEEE
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A Missile Tank sits on a high platform in the upper-right part of one of
Norfair's largest rooms. Blast blocks to free a flying enemy below the
floor, then freeze the beast and use it to reach the Missile Tank's ledge.
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The lce Beam will come in very
handy as you make your way out
of Morfair. Use it to freeze flying
creatures below the elevator,
then hop onto the midair mon-
sters and continue up to the lift
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brinstar

TO KRAID

FROM NORFAIR

MAP KEY
BLUE
HRATCH

RED
HATCH

MISSILE
TAMNK

ENERGY
TANK

SAVE
ROOM

A2, MINTENDO PLAVER'S
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Before you advance to lower
Brinstar and Kraid's lair, use the lce
Beam to clean up on items near
Brinstar's two longest shafts. Climb
1o the top of the right shaft by using
frozen enemies as platforms, and
roll into a path that leads to a
Missile Tank.

GUIDE

(L1 J))

As you drop down the left shaft,
you'll see a covered ledge on the
left wall. Freeze the flier near the
ledge and hop from the frozen
enemy to the blocks above the
ledge. Then blast through a block,
drop and roll to a path where you'll
encounter a Missile Tank and a high
concantration of enemies,
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missile tank

& toge
ugh the barricade
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then leap to the right wall

to find a hidden hole. Pull

;oursalf up through the
ole and blast your way

: After you investigate the
Super Missile Tank, roll
rigﬂi. into the main shaft,

A
]
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g to another rocket prize.
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til you can

MISCELLANEOUS UPGRADE:

missile tank
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energy tank
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On your way to the lower-left sec-
tion of Brinstar, you'll obtain the
Energy Tank that was out of reach
at the beginning of the adventure.
Shoot at the ceiling to expose the
tank, then roll inte Morph Ball form
and press B repeatedly to reach the
tank by way orhnmh blasts,

Na IiNDh VM I MMMy s oWl

When you reach the bot-
tom of the short shaft,
jump to the rock forma-
tion on the left side and
detonate a bomb. You'll
fall into a depression that
contains a launching
device. Roll into its cup
and plant a bomb. After
the bomb detonates,
you'll take off.

The launcher will lift you
to the top of the shaft,
where you'll see a Missile
Tank in a cove to the right.
Press Right on the Control
Pad while you drop to roll
into the cove.
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071 2 075 MAP KEY
n?s L BLUE

1Y _1 ) : HATCH
FROM BRINSTAR 'E.i' rm—— 0?4 RED
e i - HATCH

] | i C
a g 070 080 & ACID WORM TARK

a ENERGY
083 4 A TANK

@ UNENOLN
ITEM #2

SPEED
BOOSTER

SAVE
ROOM

098

BLFIST FIRST

Record your progress in the save room to the left of the el , th : Two large enemies bounce around a small space near the end of the area’s longest
lant a gom hpin ?ha lower-left coner and hold Lef?nzl I?‘I: E;m;'-;ltli:t?. :  corridor. Break at least one of the groups of blocks between you and the enemies,
he blast will lift you into a path and you'll roll toward a Missile Tank. :  thenuse the lce Beam and missiles to defeat the beasts before they escape.

P03/ rockeT cLMB

When you reach the shaf't at the right
edge of the lair, plant a bomb to the left
. of the tall tube to clear the way toa
Open the red hatch to the E = i launcher at the bottom of the shaft
right of the elevator and : Rollinto the launcher, then plant a
hop across platforms to H = bomb, You'll take off for a point in the
avoid contact with the H ™ i i middle of the shaft. As you begin to fall,
bubbling lava. You'll find a : " A | et press Right or Left to drop onto a ledge.
Missile Tank along the : ! - I
way.
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MISCELLANEOQUS UPGRADE:

speed booster
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After you activate the machine, fire at the red Iight on the ceiling to call
the carrier. The apparatus will slide to the left side of the lava pool. Use
it to cross the pool, collecting an Energy Tank as you go.

RUN RIGHT. RUN LEFT

UL
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L1
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E 2 ; ? Once you've hit the beast several times, the acid level in the room will
When the worm emerges, stand under the ceiling mechanism while facing rise then fall. Seek higher ground. If you go to one of the edges of the
away from the creature, wait for it to w!ggln its appendages, then jump room, the creature will fire projectiles at you whenit ps out of the
straight up. After you ride to the other side, pelt the monster with missiles. lava. Hit the projectiles wiﬂll]\'uur beam for energy an:mmsiles.
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=/ SCOOT AND SHOOT

Following your defeat of the acid
worm, use bombs to blast your way
to the room’s lower reaches. Jump
left over the acid, then fire at the
left wall to open an unmarked room
that holds a Missile Tank.

| Once you reach the left edge, climb
up, open a hatch and run to the
right. Let the large enemy jump over
you, and hit it with missiles. After
you defeat the beast, climb up and
fire diagonally downward into the

: [, s next area to dispatch another mon-
e I it | ['___ii. : ] ster. With both enemies gone, you'll
3 = : have access to a Missile Tank.
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On your way down the region’s right-hand shaft, drop into the narrow
passage and press Lelt to catch the next left edge or to roll into the
path if you're in Morph Ball form. It leads to a Missile Tank.
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By rolling through the tight passage in the ceiling, you'll gain access toa
Chozo Statue that holds an unknown item. You won't be able to use the
item to its full extent yet, but you will ba able to use it to break blocks.

OPEM ACCESS TO THE NARROLU PASSAGE
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The room that leads to the

entral 5 has a tight
and a sliding

sure that the apparatusisony
side of the room, roll up on one of
the room’s columns and plant a
bomb. You'll pop up, attach to the
mechanism and shde across onit.

- i
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There are three small barricades on the ceiling of the long corridor that
runs fo the area’s left edge. Bomb the floor under the barricades to
reveal launchers, then rocket up to clear away the blocks. You'll also
have to clear away the enemies.
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You'll find another launcher under the sliding apparatus on the right end
of the corridor. Use it to propel yourself to the apparatus, then ride in
ball form to the left end of the corridor to collect a Missile Tank.
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J FIRE AS YOU FALL

The first of two huge guardians that you'll battle before you can reach the Mother
Brain is a two-story behemoth—a monster among monsters. Feed Kraid
missiles to achieve explosive resulrs.

maleee =t 15 Start by aiming at the creature’s forehead.
After a direct hit, Kraid will open wide. Fill the
maonster'’s mouth with missiles. After Kraid
closes its mouth, use missiles to open it

again and continue your attack.

After Kraid \
knocks you to

the ground, the -
beast will fire

claws from its belly.

Use the claws as plat-

forms to climb back to the

top of the arena. Also, fire at
the monster’s small boomerang-
like projectiles to reveal energy
and missiles.

{998/ speed booster |

ekl e After you've done away with Kraid,
g m“mﬁﬂ use bombs to destroy the blocks in
the arena’s lower-left corner and

] E blast through to the room where

3 you'll find the Speed Booster. The
b ' Bl item will allow you to blow through
3 certain blocks and enemies after

After you've injured the monster, it will charge, crushing the last g ] i i
platform. Stay on the top claw, near the hatch, as you jump up and 5 ’ - :':'!Ur':'ﬂ charged up with a running
fire into Kraid's mouth. When the claws disappear, wait for Kraid to & ll!ill EHEN F— P
release more of them, then climb them to the top and repeat the
process. -

e
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MISCELLANEOUS UPGRADES:

MISCELLANEOUS UPGRADE: K speed booster / hi-jump

hi-jump

The Hi-Jump is the ultimate tool for collecting items that were once out of reach. Not only will it
allow you to jump higher, but it will give you the ability to hop while in Morph Ball form—it’s per-
fect for navigating uneven tunnels.

TO BRINSTAR

MAP KEY

BLUE
HATCH

RED

HATCH

MISSILE
TANK

ENERGY
TANK

SAVE
ROOM

[ 66w

As soon as you have the Speed . = B Theshaft that runs throwgh the
Booster, start running to the X lower-right side is filled wath
night, firng your weapon 1o open - columns made from reformable
hatches as you go. When you G blocks. Blast halesin the columns
charge up the booster, you'll fly 4 touse them as plat forms that let
throwgh obstacles and enemies you chimb to the top of the shaft.
toendupon the lair's right side
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The Missile Tank in the large room
left of center is surrounded by col-
lapsing blocks. Climb up to the red
light in the center of the room and
rollinto a ball, then create two
bombs in quick succession. The
first blast will call the carrier. The
second will pop you up to the device
while it slides by.
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There's no avoiding the acid in the corridor that runs into the center of e 159 1
the lair. You'll jump through a flow on your way to the left side. Hit ene- : Arenn [ T o [ s )
mies from a distance to avoid damage, and find a tank in the left wall. : TR : s e
X
rermpsEe el |
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energy tank

R =1 Speedis the key to
e e collecting the lair's Energy
Gl eead. Tank, Start running as
s00n as you enter the cor-
ridor. The Speed Booster
will charge up as you
reach the braakaway
blocks. When you arrive at
the end of the rumway,
jump. You'll fly into a wall
of blocks that break under *
the influence of the Speed
Booster, and you'll gain
access to the tank.

a®
(g LR B ]
onoRe oo = : S 5
Goool.bopd,, 5 ap rog | i . one to go.

arrival—one gu
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brinstar

FROM KRAID

TO NORFAIR

MAP KEY

BLUE
HATCH

RED
HATCH

CHOZO
STATUE

SAVE
ROOM

\-“l"--v i 1 =i 8 -
-.;.__i.L-h‘-‘F_.-L_ -
o

_‘."."r*.nrt','uu arrive at the top of the elevator shaft, the right wall will fall apart, giv-
ing you access toaChozo Statue at the end of a short corridor. The statue will
point you toward the Hi-Jump upgrade

P8 | 0w SHAFT SHORTCUT

The Hi-Jumpis in MNorfair. On your
way through Brinstar to the
lower-right region of Zebes, you
can avoid some shatt negotiation
by taking a shorteut. Chimbup
Brinstar s left main shaft to the
hidden passage on the right wall,
where you discovered a Missile
Tank. Continue to the right until
you reach the lower-right corridor.

METROID: ZERO mission .5l




norfair

FROM BRINSTAR

L

MAP KEY

O farex
RED
HRTCH

GREEN
HRTCH

HI-JUMP

SAVE
ROOM

o

EEICIET AND ERERAK

After you arrive in Norfair, run
through the save room and build
your Speed Booster. When you
reach the end of the ledge n the
next room, kneel to stop then
tap A and press Right to fly
through the walls. Shoot the blue
hatch as you go to enter the next
carndor still charged. You'll break
a series of blocksin the floor of
the shaft. Drop through the gap
toreach the lower area.
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m ANOTHER BARRIER, ANOTHER BOOST

You'll reach anather booster barrier in the middle of the shaft. Runleft and clear
the corridor of enamias and blocks. Freeze the pods that lob shots, then run 1o the
right, build your booster and blaze through the barricade

The Hi-Jump is on the left side of a
corridor that i1s loaded with flying
enemies. After you clear the corri-
dor, you'll be free to collect the
item. Use it to leap large and hop in
ball form.




MISCELLANEOUS UPGRADE / SUIT UPGRADE:

SUIT UPGRADE: “ . hi-j'ump / varia suit
~ W varia suit

k y | Once you suit up with the Varia, you'll be able to withstand the heat of the planet’s hottest corri-
i dors and acid baths. Look for it in the highest section of Brinstar, above the top corridor that
..--_—‘ appears on the in-game map.

il '\

norfair

TO BRINSTAR

MAP KEY
BLUE
HATCH

RED
HATCH

CHOZO
) STATUE

MISSILE
TAMK

SAVE
ROOM

e rTrETErr— |
-

You can accessa

new area by rolling ender
the Chozo Statue that held
the Hi-Jump, but the hot air
there is damaging. Return to
the area once you have the
protective Varna Suit,
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You'll make use of the Hi-Jump as soon as you reach the right shaft.
Leap to the tall ledge and pull yourself up to the right side of the shaft.
Roll through the narrow opening and drop to a Missile Tank.
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After you fall as far

as you can then run to the
left, vou'll encounter the
back end of a large larva
that you'll battle later, once
you have nght equipment.
Return to the shaft and
climb up.

AMNCIENT RDVICE
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You'll find a Chozo Statue in the
labyrinthine lower-right section
of Norfair, After you rollinto the
statue’s arms, it will show you
the location of the Varia Suit and
restore you to full adventuring
healith

With a new destination showing on your map, climb up then run right to the next
shaft. There, you'll find a Morph Ball launcher. Use it to blast off to the shait’s
upper half,

The large room that has wiggly
wallsis filled with blocks that
break under the power of the
Speed Booster, Starting at the
right end of the corridor, run to
the left and scream all the way
to the left side. Jump before you
reach the end of the runway to
avoid falling into the lava.

brinstar
FROM NORFAIR
MAP KEY
VRRIA BLUE RED SAVE
sl SUIT HATCH HATCH ROOM
e v,
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SUIT UPGRADE:

varia suit

—

ON A ROLL MORPH BALL HOP
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CLIMB INTO THE UNKNOWN TRANSFER PRARASITES
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The Varia Suit is your
upper-Brinstar prize.
: After you collect it, you'll

= - - 3 be able to swim through
< E.ii] acid (but not laval and
LN, }j ) withstand high tempera-
' e =] tures,
e % f— 'l' .
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WATCH THEM WITHER
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BEAM UPGRADE:

W wave beam

k \ The Wave Beam in the original Metroid game released shots that flowed in a wide-arcing wave pat-
tern. The redesigned weapon fires scattershot blasts that seep through the scenery, letting you tar-
— ' get enemies on the other side of walls and rock formations,

i B, *
brinstar
TO NORFAIR
MAP KEY
BLUE RED E MISSILE E ENERGY SRAVE
HRATCH HRATCH TANK TRNK ROOM
L% )

The protection af the Varia Suit will =T i Returning to the corridor
allow you to explore the daplhs of : i == . that cuts through

acid pools. Drop into the acid on k g g : Brinstar’s upper-right
your way out of the area and bomb r - ; section, you'll find a

the floor. You'll discover a blastable ' PR ; Missile Tank on a

path to the left that will take you to ’ = pedestal. Collect it
an Energy Tank. Al before you take another
- swim in the acid.
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BEAM UPGRADE:

wave beam

RASITE DELIVERY

An organic barrier blocks your pathin
the middle of the acid pool. Clear away
one or two of the blocks just below the
surface, then jump up, roll to the right
and make your way to a group of para-
sites by blasting the red stripe on a ris-
ing gate. Roll on the ground to collect
the parasites, then geliver them to the
barner creature. If you haven't blasted C . - ;

the blocks yet, be sure not to expose : . S i ' 3 s
the parasites toabomb blast : 3 s can e Ont B B
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If you didn’t collect the Missile Tank below the middle corridor earlier,
you'll have an easy time of getting it using the Power Grip and the Hi-
Jump. Bomb the blockade, then jump up to the prize.
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EHFIFIEE BEAM BERST (AGRIN] I
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The Charge Beam beast will not let up until you defeatit. If you don't
have the Charge Beam yet and want Lo finish the game with 100% of the
items, defeat the beast here—vyou won't have another chance

& chrrce serveenst ]

[ ]
Brinstar’s middle corridor is one of the main haunts of the creature :
that holds the Charge Beam. If you haven't defeated it yet, you'll find it again
on your way throwgh the area

' "

norfair

FROM BRINSTAR

MAP KEY

BLUE
D rarcu

RED
HRTCH

GREEN
HATCH

MISSILE
TANK

WARVE
BERAM

SAVE
ROOM

MAP
ROOM
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A detour through a warm room in Norfair's upper-right area will net you a
Missile Tank. You can collect the item on your way to the Wave Beam, or
later, whenit’s i i
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ghe
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Return to

Energy Tanks or the Gravity Suit
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BEAM UPGRADE:

HOPPING-MRD CORRIDOR THKE DOWN THE TENTRCLES

When you reach the one-screen-wide room, blast through the floor, dro
and move to the right, through a hot-air corridor. Hallway through, you'l
uncover a Missile Tank by firing at the wall,

A large creature protects the path
to the Wave Beam. Use a bomb to
destroy the wall between you and
the creature, then jump over the
beast or roll under it as it jumps.
Destroy the next wall and continue
left to the upgrade.

G T s | A Missile Tank sitson a
-y, pedestal on the right end
A of the lower-middle corri-
dor. Grab it, then turn
around and continue your
adventure,

METROID: ZERO MissiON .59
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= Ridley’s lair.

MISSILE UPGRADE:

- W super missile tank

Green hatches and reinforced wall sections will no longer be bothersome once you collect your
first Super Missile Tank. You'll earn it after defearing a beelike miniboss in the upper section of

norfair

TO RIDLEY B

MAP KEY

BLUE
HATCH

RED
HATCH

0

0

B sz
E ENMERGY
&

TANK

SAVE
ROOM

Ll b T ]

THE WAVE BEAM RDV

&7 BLAST AND BOO

Returning from the room that held the
Wave Beam, you'll see the large hopping
creature waiting for you on the other
side of the wall. Before you break the
wall, use your newly acquired weapon
to fire through the barrier and defeat
the creature without getting hurt.

ECIFRR e T long, hot corridor that cuts through

the middle of lower Norfair is cluttered
with blocks. Run to the right and blast
a5 you go to break the blocks. Your
Speed Booster will charge up and you'll
blaze through a pair of Speed Booster
Blocks near the end of the corndor,
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[1467 £ T L0OSE ON THE LARVA

A giant larva sits atop a natural rock
bridge. Work your way under the bridge
and fire straight up, at the beast’s belly,
through the rock formation. After the
creature is gone, use your Hi-Jump abili-
ty to hop up, in ball form, to the erea-
tures shell, thenroll on to the night.
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An Energy Tank rests above the
second larva's shell. You can uncov-
er it by shooting your beam through
the ceiling. Forge a path to the tank
by using a missile to destroy the
block that sits below it.

2100080

e

Starting left of the second larva’s shell, run to the right and open the
blue hatch as you go. You'll seream into the corridor, burn through the

floor and gain access to a Missile Tank.

M1$$ILE I.IF-‘GHADE

super' missile tank
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MAP KEY

As you run through the room thar houses several small eggs,
break the leftmost egg to trigger a battle against a miniboss,
Imago. Hit Imago in the tail with missiles or charged shots.

Image flies side to side thmng: the long room. Chase it and hit it in the
tail with missiles or charged beam shots. Aim straight to the right while
running downhill. Aim up and left while running uphill.

6. NINTENDO PLAYER’S GUIDE
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BLUE
HATCH

GREEN
HATCH

SUPER MISSILE
TANK

SAVE
ROOM

[Efsuper' missile tank \

you to hold a pair of Super Missiles.

Once you shoot the tail off the bee, the buzzer will break through the
left wall, giving you access to a Super Missile Tank, which will allow




MISSILE UPGRADE / MISEELL ANEOUS UP'GHADE
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; MISCELLANEOUS UPGRADE: \SUper missile tank / screw attack

v W.screw attack

The phenomenal Screw Attack is possibly the most famous weapon in Metroid lore. With it, you
can buzzsaw through most enemies (including the armored fliers) and break barriers that are

TO NORFAIR

MAP KEY
BLUE MISSILE @ UNKNDOLWN
HATCH TANK ITEM #3
RED ENERGY SAVE
HATCH TANK ROOM
JiA GREEN SUPER MISSILE [F] MAP
Buss HlDLEY 176 HATCH TRANK ROOM
FOCK THE GREEM HRTCH EnE'Igg tank R L 'E.
e anes = e ﬁ\ Ty 1 0
: . £ 3‘ ! An Energy Tank sits on the left side
'?{-1;.,5?,.;;; ‘j - of a small chamber. If you attempt
we \ﬁ‘ g 2 ﬁ'_ ; to run to the tank, you'll fall
L o B b mEmmme| hrough ahole in the floor and have
=% ¥ s A Ce e e to work your way up a neighboring
it' B _.;;‘ 3 : - shaft to get to the upgrade. Run
e 5 ? = mesmpspd four blocks in to the middie of the
e SR i F=ro room, then jump. You'll grab the
IR T a2 edge and snag the tank.
e 1=t x 4 :;J” ’f’,.\
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Once the Energy Tank is . I: I=|: ; jm o '.5** @2 ﬂz;f

yours, record your : e : B ] e
progress in the save room :

nearby, then move on to

the lair's lower-left

region. As you roll, jump

and shuffle through the

middle of the left shaft,

you'll grab a Missile Tank.

Afver you fall into the unmapped e A After you get to the second
area, start another long run to } T | : B peak, roll to the right, tap Up
the left, into the large rectangu- f ; = . to straighten as you fall, then
lar chamber, shooting blocks as i e grab the ledge to the left.
you go. When you reach the left I 1 : While you're hanging, fire a
comer, your Speed Booster will z i h = ©  missile to the right to clear
be charged. Kneel to stop, then ol £ BT o e | the ledge, then jump and

tap the A Button. You'll rocket % 1 e ¥ . climb into the tight passage.
upward and cruise through a pair — -

of blocks.

The floor will give way one
block to the left of the
roundabout section in the
upper-right. Straighten as

> = f"[_ﬁ; you fall, fire to the left to

SEs =t =1t 1 P L g g ey o clear a ledge, then grab the

ap T T R e 1 Y Ll ledge and roll up to it in one
fluid motion. Roll left quickly

iy from there and grab the

miep o] Plogioa area’s first Missile Tank.

I:' r:é__,lp_”,_. 3
E

. Rt el ] b = will break. Drop, then hang

& sl A

£ M i - = When you roll to the middle
-Ll i = ek, - ':']ELE: ' of the pipe, the midsection

] B S b e et i o 1y Sk _|-.

lrmn“:lhlg ledge. %im ml.-?ighlt;
X a2 -'T-_-'.-. Sl m=  up and fire missiles to brea
b From the upper-left corner of the room, roll right, drop aFET t - H" 1TE . "o .o the blocks above you. Jump

and straighten out as you fall, Grab the ledge to the right, e _ up, grab the ledge, then fire
pull yourself up, roll to the right again and plummet. When I : ekt more missiles straight up.
you land on the collapsible block, straighten out quickly and —- ———I— Continue your climb until you
jump up to reach the next ledge. collect another tank.
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Although you can collect the

Missile Tank in the long lower corri-

dor the conventional way, it's good
practice to speed-boost to the
item. Run to the right along the pas-
sage near the ceiling to charge your
booster. Kneel, drop, press A and
hold Right. You'll fly over the lava
and into the tank.

Drop into the last gap of the middle passage and grab a ledge. Roll right
and blast into a fake lava pit. Destroy the block in the pit's lower-right
corner to expose a tank, then exit the area by way of a pipe.

F i | Mewisai M5 e sl

MISCELLANEOUS UPGRADE:

As you continue to the left, fire
through a wall to defeat a group of
enemies. Roll to the left and deto-
nate a bomb under a long pipe to
trigger a chain reaction that opens
access 1o the area’s Missile Tank.

75 R N o 0 ) e 7

wee Detonate a bomb on the area’s left

o . ['F ledge to clear the passage to the

] upper left. Jump up to a ledge on
the left, hop to another ledge on the

right and use a Super Missile to
advance. You'll cause a chain reac-
tion by detonating a bomb in the
tunnel, giving you access to a block
that holds a Super Missile Tank.
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Freeze a creature as it reaches the floating pillar’s right side, then use it
as a platform to get to the tank. Either jump to the left ledge from the
top of the pillar or freeze the other creature and use it as a platform.

From the hard-to-reach ledge,
advance laft and collect a Super
Missile Tank effortlessly—no false
floors, no tricky jumps.
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Before you leave the room that held the Super Missile Tank, jump up to
the right and grab a hidden ledge. Roll right and climb up to another room,
then fire at a floating block to reveal a Missile Tank.

m unknown item #3

L]
-
il s H = ans o : o] T T =T 0] =p 4 When you enter Ridley's
il e : i = == == == I | : Yo = room for the first time,
i : : . : e e ea b the place will be empty.

; I : % .=| Runleftinto the next
A tank sits on a solid platform. Fire to the left to break blocks left of the : ' ] i gl room and collect an
latform, then quickly roll left, grab the ledge, roll left again and jump up : 1 i 1 H  Unknown Item from a
efore the blocks re-form. : e : : =] Chozo Statue. Then roll
: into the statue’s arms to
have it replenish your
energy and missiles.

The Unknown [tem will
gi'ru you the power to
reak through glowing
Chozo Blocks. The first
one that you'll see is to

Fall down the right passage, straighten out of Morph Ball form, grab the e i et i the left of the statue.
ledge and fire diagonally down and to the right to open a passage to : B I
another tank. Roll to the item.

B i3
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[

Return to the short shaft and fall
through a collapsing pipe to solid
ground. Starting at the shafts left
:ida.hu;:‘ !E the rigzt thmuunl:’ilrln :
atch, bui r booster and blast : -

through the mks on the floor of : : ~ SIS & After you break the block
the corridor. Open the next hatch, : el - O§ - W |53 behind the Chozo Statue,
stop at the short green wall and o | ¥ == [N = continue to the left and
bomb through the floor. Drop, roll to | M OB Y walk through a disappear-
the right and grab an Energy Tank. ; : — : ing wall to an Energy Tank.
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MISCELLANEOUS UPGRADE:

screw attack

Answering a call from the Mother paliSie] =45 5]
Brain, flying fiend Ridley will swoop i £l
down on you and attempt to cut your
mission short. Ridley is fast and fierce,
but if you're well equipped, the bartle
will be as easy as the one against Imago
in the lair’s upper reaches.

quick cut scene that shows Ridley's descent, the platform between the support and the hatch
ledge will break. Ridley will start by pelting you with fireballs. Fire at the ball barrage
with your beam until it stops, then hit the beast with Super Missiles. When
you've exhausted them, use standard missiles in a continuing show of
power. Avoid Ridley’s tail in Morph Ball form and try to keep
the boss from picking you up. If Ridley does pick you
up, face the creature and hit it with more mis-
sile—if you're low on energy, shake free
instead. If you end up beside Ridley,
shoot the creature’s fireballs
with your beam, then
switch back to mis-
siles and continue
your attack.
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mi FREEZE OUT

Youmay be stumped trying to find an
exit out of Ridley’s area, Return 1o the
ENgmy-pr ing pipe to the right of
the boss arena and freeze a flying crea-
ture after it pops out. Using the fler as
a platform, hopup to ahigh ledge on the
right. blast a Chozo Block and run
through a disappearing wall to the nght
side of the area’s barner.

=

ottt

Run to the shaft on the right side of Ridley's las, ¢limb up to and blast through the
Chozo Block. Runleft to reveal a small hidden section of the shaft, ascend, then
run to the right and drop into the passage that will lead you to the top of the shaft

Stop after you pass an enemy-pro-
ducing pipe in the lair's upper-right
section. Jump up to make the next
enemy rise high above the pipe, and
freeze the creature after it {lies
over your head. Using the enemy as
a platform, climb to a high ledge and
grab a Missile Tank in the upper-
right corner of the room.

When you reach the upper-left section of the large rectangular room, hit the block
in the lower-left corner with a missile, then bomb throwgh the floor to reach the
raom right of the elevator shaft

-~

norfair

MAP KEY
BLUE
HRTCH

RED
HATCH

GREEN
HATCH

SCRELWW
AT TACK

SAVE
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MISCELLANEOUS UPGRADE:

/ BROKEN WALL, BROKEN CHOZO PASS UP THE PICKUP l
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e A with
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nt launcher unri hl.: 51
l:'-H to the onginal launcher.

Dpen a red hatch and run left to the Chozo Statue to collect the Screw
Attack. Using the awesome upgrade, you'll be able to plow through
obstacles and most small enemies.
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MISSION OBJECTIVE:

mother brain

Lurking under the planet’s crust, in a series of high-tech tunnels called Tourian, the Mother Brain
produces and nurtures a nest of |ife-:aucking Metroids. To get to the brain, you'll have to ﬁght
through her spawn. Refill your energy and stock up on missiles before you go.

-

norfair

TO BRINSTAR

MAP KEY
HATCH
. RED
HATCH
. GREEN
HATCH
MISSILE

TANK

SUPERMISSILE
TANK

SAVE
ROOM

DOWN AND TO THE RIGHT

Use the Screw Attack to cut through
the floor and burrow down to the save
room’s level, then blast your way down
another level to the green hatch, Move
to the ngnt through the hatch. Hop from
patform to platform, buzzing through
enemies as you go. When you reach the
full-screen barner, fire through a pair of
destructible blocks while standing to
keep from breaking three lower blocks
an the path ahead. Blast and roll

The Screw Attack makes your somersault a dangerous move. Use it to
clear away the metal fliers in the short corridor, then cut through the
blocks that surround the suspended Missile Tank.
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MISSION OBJECTIVE:

mother brain

89V LOWER LAVA FAKEOUT FIIEY STRAIGHTEN UP AND FLY LEFT
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super missile tank
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under the p

Serew Attack. Keep hop-
peng and blaze a trad 1o your
goal.

L3 - - -
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A Super Missile Tank rests on a pillar. Stand next to the nearby pipe and
wait for a beast-to pop out. Run to the left, drop to the lower block and
freeze the enemy after it passes. Use it as a platform to get to the prize.

After the enemy Fm form thaws, it
will continue its flight. When it
reaches the left side of the pillar,
freeze it again. Drop to it without
engaging your Screw Attack and
use your beam to expose a ledge in
the wall to the left. Jump, roll, run
and collect another Missile Tank at
the end of a short corridor.

After you open the green hatchin
the hot-air corridor that runs under
the elevator shaft, hop and buzz
through enemies and wall seq-
ments, pressing Up to stop the
Screw Attack. When you reach the
last barrier before the left ledge,
blast through the blocks up to the
ceiling to expose a Missile Tank.
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When you reach the barrier, hop up in Morph Ball form and place a bomb
near the upper-right corner. The wall will disappear but the platform
will remain, giving you easy access to the tank and a booster rumway.

After you return to the night corr

rensy Rrough the DIOCKS O Lha ||.II!-._}|.: above
the hatch and continue to cimb u

ntil you reach the next hatch

-~

If you haven't collected
the Missile Tank in
Norfair's upper-right sec-
tion yet, venture up to the
hot-air corridor and pick
up the item. You'll need all
of the missiles that you
can muster in your battle
against the Mother Brain.
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un to the left throwgh the long L
you to runina straight ling to the left end. Record your pr
the Screw Attack tocut up to the elevator

ogress, then use

brinstar

TO TOURIAN

FROM NORFAIR

MAP KEY

BLUE @ SUPERMISSILE
HATCH TANK
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MISSION OBJECTIVE:

~ mother brain
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Run left from the lower-right corridor. Stop at the shaft and return to the
corridor while still charged. Jog down the slope, open the hatch and
blast off to the left in ball form. Press Down to stop after the next slope.

l-.L”.‘d'.' ______ L
e TH

5! o ; r H
T r® L1: ! ! : . B As youdescendinto
¥ B . ' : B Tourian, a cut scene will show ;
g e : : [ L
- ! . 8 pod of hatching Me
e Ol 1 - EW il - Pt @ encounter large grou
" ew] ' - : AT e T & oelatinous floating creatures as
4% H 13 ,; Wl H'II'EF;JHHHH_? z
: b 5 lair. Have your beam and
missiles at the ready

s
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Your stop after the slope will allow you to retain your charge. Bomb
through the floor, then hop up and blast off to the left again. You'll blaze
through the next shaft and stop at the Super Missile Tank.

tou r Ia n FROM ERINSTAR

TO CRATERIA ()

-
0=

MAP KEY

BLUE
HATCH

RED
Q= L, HATCH

BOSS: MOTHER BRAIN et save
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Metroids are tough creatures, The only way to destroy oneis to freezeit
with your beam then hit it with five standard missiles or one Super Missile. If
it begins to thaw, freezeit again

The creatures emerge from the
shadows and attack quickly. If a
Metroid grabs you, roll into Morph
Ball form and detonate bombs to
shake free of the being’s grasp.

sl -_\‘_I =agig e g

o

After one meeting with a Metroid, you'll come across twomore in a short shaft

Descend slowly, wait for the Metroids to appear and take them on one at a time.

Freeze them and blast them

STOP THE SHOTS '

F  Small cannons fire
ring-shaped energy blasts.
You can destroy the shots
easily with your beam or
Screw Attack, but it's more
practical to freeze them in
midair. A5 long as a shot isin
thie air, the cannon that fired
the blast will remain quiet

After yourecord your progress, return

to the room that’s to the left of the
save room and blast or screw through
the floor. Before you move on to the
right, destroy the left cannon’s green
shots to earn missiles and energy.

|
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= LET THEM COME TO YOU
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The floating green fiends appear from below in the long shaft that reaches to
Tourian’s lower-right corner. Run to the edges of the platforms, then retreat to
lure the Metroids up to your level

= METROID MBNIA

You'll fight seweral Metroids in
lower Tourian's triple-tiered
room. 3tart by setting a bomb
near the center of the top tier,
then roll to the left or right ledge.
The: bemb will cause a chain reac-
tion that gives you access to the
middle tier

gafiilens | =g =

dedg ®g
A O

You'll find several Metroids in each
wer tiers. Try to take

thei on one at a ime. If one cap

tures you, roll to the left or right

side of the room and free yourself

by using bombs. Be careful,

th if you use explosive

dle toer

i thie
olast

Save Kor |‘.'-;,1:_|russ_ '.|I{*II spend some
time in the next corndor destroying
ring-shaped shots and collecting the
missiles and energy pickups that they
leave. You'll blaze through the blasts
quickly by using your Screw Attack

The Iving barners that block the way to the Mother Brain grow back unless you
clear them away quickly with high a concentration of missiles. Look for safe spots
where you can unload missiles without taking damage




MISSION OBJECTIVE:

mother brain

208 mother brain

The monster that lords over Zebes uses the planet’s coreasan,

energy source. The Mother Brain can withstand a pounding

and it fights back with punishing blasts. After you destroy the
Zebetites and before you fight the brain, return to the area near the
save room to replenish your energy and missiles in preparation for

the ultimate battle.
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As so0n as you

drop within

T of the

Maother Brain, find a

perch, freeze the ring

shots around you, kneel and hit
the brain's jar with a steady
stream of missiles.

Once the jar

shatters, you'll

go face to lobe

with the beast.

:Jh’;n the brain
ashes purple, it's

about to fire a shot.

Prepare to hop out of

the way.

When the brain releases a shot,
jump from one platform to the next,
using the Screw Attack to protect
rwruif from stray cannon fire. After you
and, crouch and fire a Super Missile at the
brain’s eye. A direct hit will trigger another
brain blast. If you're knocked into the lava,
jump out quickly and return to the safety of
the platferms. Freeze the ring shots around
you and keep plugging away at the brain
until you wipe it out,
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The defeat of the Mother Brain will set
off a self-destruct sequence that will
send shock waves through Tourian. You
must get 1o your ship before time
expires. Most of the platforms in the tall
shaft that leads to the surface will col-
lapse under your wesght after a few sec-
onds. Hop from plat form to platform
quickly and rest on the solid blocks on
the swdes of the shatt, If you fall, am for
one of the side blocks to keep from plum-
meting all the way to the bottom
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crateria

SAMUS'S SHIP

-
MAP KEY
BLUE
HATCH
GREEN
HATCH
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After you emerge from the shaft, you'll still have a good distance to cover before
you're f:eu.end clear. Jump onto the planet’s natural ledges to reach the surface
level, thenblast through a series of walls as you run to the right.

BB E00S T AND BLAST OFF

Keep running to the right—don't stop. Your booster will charge and you'll blaze
through a senes of Speed Booster Blocks before you reach your ship, Climb aboard
and reach for the atmosphere
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a hew twist

I'he original Metroid adventure ended with Samus’s escape from the
Mother Brain and Zebes. Metroid: Zero Mission reveals a twist to the
story and continues with an all-new quest. After you rocker off 1o
outer space, witnessing the explosion on the ground, your ship will
be surrounded and shot down by Space Pirate vessels; you'll erash

land on the surface. Stripped of the Power Suir, you must infiltrate

the pirates’ ship and find a new way to escape.

per=T"




= 4 SURVIVAL:

’ mother ship

You wanted out, but the Space Pirates pulled you back in. Armed with only a stun gun, you must
enter the Space Pirate Mother Ship, avoid contact with the enemies inside and wind your way into

g ---‘ the ruins of Chozodia.
= I e
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chozodia

231 5 RUINS TEST

m 232

=
joi |
EY ey e ey

START

MAP KEY

= BLUE
HRTCH

RED FULLY SAVE MAP
HRTCH POLWERED SUIT ROOM ROOM

Since you don't have the Morph
Ball, you can't roll through nar-
row passages, but you cancrawl.
As you advance to the left,
Samus will drop to her hands and
knees automatically when you
reach the small passage where
the bottom of the ship almost
meets the planet’s surface.

You won't have the means to open the green hatch at the top of the ramp, so you'll
have to find another way into the ship. Kneel at the ships base and blast away at a
pair of blocks. Crawl into the open passage and continue to the map room.
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After you record your progress, climb into a tight passage above the red hatch. In
the next room, you'll set of f the alarm as soon as you drop to the floor. Run from
the Space Pirate and climb up to the next platform

PRUSE THE PIRATES '
=

Your pistol is weak,

but it can freeze a Space
Pirateinits tracks for a
wvery short time. Hit the
creatunes and run before
they thaw

The scurvy aliens will continue to
chase you until you elude them.
Seek out secret coves tohidein
while the pirates look for you

&

LA -

P18 N0 ESCAPE FROM THE LASERS

- If you cross agreen beam, the alarm will
sound again and the pirates will chase
you. Climb over the first beam and crawl
into a tunnel. When you reach the end of
the tunnel, you'll have na choice but to
blast ablock, setting off a chain reaction
that will make you fall through a beam
below. After the alarm sounds, jump up
and make your escape to the right

SURVIVAL:

e

' mther ship

If you find yourself

between two enemies, jump as
they fire at you. If you're lucky,
the pirates wall hit each other
with their blasts and you'll
escape unharmed,

With the alarm still blaring, climb a shaft on the ship’s right side. Ascend quickly to
keep the pirates from hitting you with their shots, When you reach the top of the
shaft, move left, climb over a wall and wait for the alarm to stop

=== SCOPE DUT THE SHIP

Once the alarm is off, a barrier will rise, allowing you to move on to the left. Crawl
through a tunned under the escape-ship bay, drop and enter the save room. With
your progress recorded and your tanks full, move to the left then climb

ON THE RUN RGRIN

As you advance, you'll set of f the alarm
again. Look for cracks in the floor and
fire through them to create a passage
that weaves down toward the bottom
of the ship. Eventually you'll drop into a
small compartment where you'll be able
towait out the alarm
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SURVIVAL:

. muthér Shlp.

at leads to the ru:ii"|1
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When you reach the top of the ruins, a cut scene will reveal f e

Samus’s Chozo origins, showing her as a child on Zebes. By &jﬂl"g pOWEPEd suit m
ridding the world of Metroids and Space Pirates, you'll be
doing a favor for the creatures who saved Samus in her youth.

UNKNOLWN ITEM #1
PLASMA BEAM

UNKNOLWM ITEM #2
SPACE JUMP

UNKMNOLWM ITEM #3
GRAVITY SUIT

Soasrsault Continually in the air, ,

After you pass the Chozos' test, you'll receive a new Power Suit that
has all of the upgrades that you found under the planet’s surface and is
compatible with the unknown items. Use your new powers to return 1o
the pirate ship and exterminate the aliens.

Fire at the glowing orb when it switches from Samus’s image to a Power
Suit symbol. The symbol will slide into one of four slots. Avoid the light-
ning blasts and continue to shoot symbols until all slots are filled.

o P e —

METROID: ZERO mission .8l

L F b= I e S BBl dal 4 RL L Jf))




BOMB UPGRADE:

® power bomb tank

Y\ The aliens have stolen the Power Bombs from the Chozo Ruins. By returning to the Space Pirate
RS Mother Ship, you can track down and claim the ultimate explosive items. With the Power Bombs,
--‘-_-‘ you'll be able to blast through reinforced blocks and open yellow hatches.

== —— Ao e . — e
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chozodia

MAP KEY

BLUE RED . GREEN YELLOW SRAVE
HATCH HATCH HATCH HATCH ROOM
B MISSILE @ SUPER MISSILE @ POLWER BOMB
TRANK TANK TANK
L s

8%/ BLAST THE BRIDGE

To the right of the save room,

you'll discover a bridge made of

blocks that you can destroy with

missiles. Break one of the blocks

ﬁnd dropinto the flooded cham-
e,

= :
2%,

¥y ek Y

The only exit from the large room at the top of the ruins is by way of a passage in

the upper-right corner. Use your new Space Jump to string leaps together and rise.
After you squeeze through the passage, you'll drop and face a pair of aliens
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BOMB UPGRADE:

power bomb tank

The Gravity Suit will give you mabil- s S By using a bomb or the Screw

ity underwater. Run to the right at x Attack, you can gain access to a
the bettom of the flooded chamber : ; &4+ lava pool. Drop to the bottom of the
to charge your Speed Booster, : . ® | pool, run to the right and explore a
When you reach the nght side, : 7 tight passage that leads to a Super
you'll blaze through Speed Booster : ¢ : Missile Tank.

Blocks and collect a gu per Missile = = f

Tank.

Zan

: et h:.

As you drop through the right shaft, gravitate toward the left wall and
stop at the ledge. Use a missile to break through a block in the upper-
left corner of the alcove, and roll through a passage to a Missile Tank.

¥ 800S TER BARRICADE l
|

: Enter the top half of the short shaft
in the middle of the : . in the ruins’ lower-middle section
al Speed Booster : x - and detonate a bomb on the large

1 Il An advanced : p | A9 blocks. A chain-reaction explosion
Sp!}pd Booster technique that lets : 1 A will give you access to the bottom
you sustain a charge from your run : | Y8 half of the shaft. Use a missile to
through the water will allow you : i v b break a block in the left wall, and
toblast through the blocks. Return L = & ; climb through the small hole to a
to the area af ter you have more : | s 1 sl Super Missile Tank.
Speed Booster expenence. : }

i iz T T When the alarm s trig-
NI TN gered, pirates will continue to
. NSNS ;’ attack and some pa 5 will be

blocked by metal barriers. By
defeating the aliens in your imm
ate .'1L|r|11'5r YO void de

and you'll cause the alarm

off.
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To charge up your |

through the glass

the rusns to the pirate ship,

1hruur1|| l:11u g at tlw tluttn:l-m of the

"Ul”':ll'.hr *lopui the

shaft, Ierj pirate x

us bombs to do t n : =
Space-Jump to the tunnel n [hr-' upper-  : ¥ ':Emﬂ

left corner. . : IE

Use missiles to bash through the cracked ceiling, and climb to the top of
the middle shaft. Hit the gold-colored robot with a beam to activate it,
then hit it with missiles to make it back up, giving you access to a tank.

Fldg+uig@g
SN 0] 0]

|

Returning to the pirate
ship, you |l encounter azure-shad-
ed pirates for the first time. The
blue meanies are able t
soveral beam shots, and missiles :
bounce right off them. If wudtm t : '. ave room and climb ta the top of the spaceship bay.
have to fight a blue pirate, run : Il left into the left side of the bay.

away. If you do have to defeat the -
beast, be persistent and keep
blasting.

A nn Dt =ty e - T T T T
e

Green probes float through

.ﬂ'IIHE pirate-ship chambers and : . [

E ts of electricity. Use : = pirate ony our v
iles to break apart the probes : z ‘ bay

a5 5000 a5 you see them. '

AT Tt : Climb to the to

LS it and hit 2
beam. Th
come Lo life and
it withm t L
toclear the way to the left side of tr'n.
chamber

TR

0 g the pirate ship, use the Screw
Attack and missiles to break through ceiling barriers.
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BOME LPGRADE:

power bomb tank

=) TUNNEL TROUBLE

You'll find a tunnel that leads to the left
side of the pirate shipin the solid wall, If
the alarm is still blanng, pirates will
chase you into the tunnel and mfhct a
lot of damage. You can destroy the
pirates by using bombs, but it's easier to

take care of them with beams before :
you enter the tunnel : Bo '

PSS E At - — T — I8 Asyouadvance through the m [IF!I(} of

—_— the ship's upper-left sector, you'll
reach a probe-packed corridor, Bomb
through a weak sectionin the floor,
then roll through a zigzagging tunnel to
avoed the probes.

—

Drop through the narrow hole on the ship's left edge, curl upinto Morph Ball form  : ! f
and roll through a tight-turning tunnel ; [ H

When you reach the tun-
nel above the walkway
that leads to the center
of the ships upper-left
section, you'll watch a
Space Pirate carry the
Power Bomb upgrade to
the next room. Bomb your
way laft, then blast open
a passage to the main
path.

Beams enclose the
Power Bomb upgrade on
its left and right sides. If
you don’t want to trip the
alarm, use the Space
Jump to fly up and over
the left beam, then drop
to the pickup.
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SURVIVAL:

- W explore zebes

Power Bombs are the last puzzle piece you'll need to set the pirate ship’s self-destruct mechanism
and escape the planet for good. If you want to uncover all of the planet’s secrets before you com-
plete the adventure, use the bombs to leave the ship and return to Crateria.

861 MNINTENDO PLAYER'S GUIDF

r 1
chozodia
MAP KEY
BLUE RED GREEN YELLOW SAVE
HATCH HATCH HATCH HRATCH ROOM
a ENERGY SUPER MISSILE POWER BOMB @ MAP
TO CRATERIA TRNK TANK TRNK ROOM
\ J
POWER THROUGH THE YELLOW HATCH
To keep from setting off the
alarm, Space-Jump up and over e
the right beam. If you don’t mind E
setting off the alarm, walk :1!
through the beam then fight the
aliens that answer the call. Mext, {
detonate a Power Bomb any- E
where in the room to open the
yellow hatch
Detonate a Power Bomb in the empty room to the right of the tank’s for-
mer resting place. You'll blast open passages in the ceiling that lead to
another Power Bomb Tank and two pirates.




SURVIVAL:

explore zebes

Return to the yellow hatch in the : Climb up to the ledge on the right
ship’s center and use a Power Bomb ; B side of the ship’s exterior and deto-
to open it. Enter the next room and : B nate a Power Bomb to uncover a
fire at the barrier to reveal a Super : : Power Bomb Tank.

4 ] Missile Tank. After you bomb :

\ ! through a block for access to the
tank, you'll fall through the floor.
Space-Jump back to the top of the
room and grab the item.

% 1] W

.e.“.‘T Ili-:ﬂ__

Lse a se
ship, bla

the Lo

: | i From the broken tube, run right,
T 1 : : drop into a hole and use a Power
: g ! Bomb to break through to a new
Wind your way down to the lower corridors and zip through the ma i e A = section of the ship. Run to the right
room. Fire at the ceiling in the next corridor to reveal a Super Missile ; i and crouch to stop after you zip
Tank. Use a missile to blast the block under the tank to access the item. : \ Ll through a pair of Speed Booster
: : Blocks. Press the A Button to rock-
et to the top of the shaft, where
you can grab a Power Bomb Tank.
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5 | Venture to the left side of the bro-
ken glass tube, drop, then detonate
a Power Bomb to access a shaft.
Fall to the bottom, travel left and
defeat all of the enemies. Run to the
right from the left end of the uneven
corridor. Kneel to stop, charged, in
the middle of the sha ﬂ. then rocket
up to a tank.

?mm =T
e g

Return to Crateria’s lower-left sector and stop in the middle of a short
passage between two hatches. Jump up to reveal a hidden maze of nar-
row passages. Roll left, hop up, roll right and make your way to a tank.

Detonate a Power Bomb in the
expansive room near Chozodia's
lower-left corner to break a large
concentration of blocks, revealing a
series of passages that runs to the
top of the room. As you climb, deto-
nate at least one more Power Bomb
to break additional blocks, then roll
up to a Super Missile Tank.

Exit from the left side of tha
square rogm, then run left and
detonate a Power Bomb to open
a yellow hatch that leads back to
Crateria. In your new exploration
of the area, you'll be able to
reach threeitems that you
weren't able to get the first time
around.

”~

crateria

TO TOURIAN

MAP KEY

BLUE GREEMN YELLOW
HATCH HATCH HATCH

E MISSILE @ SUPER MISSILE @ POLER BOMB
TRNK TANK TANK
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explore zebes

UP FOR AIR power bomb tank
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Venture to the left and use a Power Bomb to destroy the blocks that are
right of the Norfair elevator. Jog to the water's edge, then turn around,
: run left and blaze through the Speed Booster Blocks left of the elevator.

g ‘j,.- ﬂﬁoen the yellow hatch in the
fﬂ. ; M chozos beak, jog right to the end of
~ =l thenext corridor, then run left and
] kneel to stop in the beak. While
! you're still cl;mrg ed, drop to the nat-
\#;;, | ural rock ledge below the beak, roll

3 ::tl': %:':J:?L’;L:ﬂ;‘::;ﬁ‘h‘t:z;:zm Kneel to stop before you hit the rock formation outside. Hop up to the

llect a tank. small ledge on the right, roll into a ball and blast off diagonally up and to
bl the left. After you land, datonate a Power Bomb for access to the tank.

:i 3 283/ BURN THROUGH BLOCKS

212/ super missile tank (£)
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Return to the Chozo's beak, travel right then run left to charge up your
booster again. Space-Jump up to within reach of the ledge above the

Chozo. Blast off to the right and dash through a barrier to a tank. 5 9 RETURN TO TOURIAN
eIy ik S B T ) |,'J-l-|
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tourian

FROM CRATERIA

MAP KEY
BLUE
HATCH

RED
HATCH

MISSILE
TANK

@ POWER BOMB
TAMNK

SAVE
ROOM

tomof the shaft.

Detonate a Power

Bomb at the remains of

the Mother Brain to

expose a Super Missile
Block. Hit the block with
a big rocket, then drop
inta the resulting hole.
You'll find a Power Bomb

Tank in a secret room.

90. NINTENDO PLAYER'S GUIDE
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Leapleft or right from the eleva-
tor whenit's at the top of the
shaft. Engage the Screw Attack
and fall along one of the walls.
You'll buzz through blocks as you
go and drop quickly to the bot-

Travel to the hatch outside the save room, then run to the left. Before
you reach the short stnr up to the brain's corridor, start a booster-
charged Space Jump. Fly past the brain’s remains and into the shaft.

Continue your boosted Space Jump through the shafts left wall, into the
unmarped room. Fire at the floor with your beam to reveal a Missile Tank
and claim your reward.

QUICK CLIMB

Use the Space Jump to rise to the top
of the shaft, staying close to one of the
walls as you rise andbuzz through
blocks. Near the top, you'll have to turn
toward the center of the shaft and
maneuver around a block, IF you miss the
elevator, float back to the wall and
reengage the Space Jump.

ool 0 i St

ol e e MR




FROM TOURIAN

CRATERIA

BRINSTAR

MAP KEY

BLUE GREEN
HATCH HATCH

TO KRAID

FROM BRINSTAR

MAP KEY

BLUE
HATCH

MISSILE SAVE
TANK ROOM

SURVIVAL:

explore zebes

P281)/ Bccin RoAin

Climb up the rock shaft, move night
and detonate a Power Bomb at the
reddish boulders. You'll carve a path
to Brinstar—where you started your
adventure,

m INTO KRAID'S LRIR

D

Venture ight from the starting point,
drop through the first shalt and take
thie elevator into Kraid's lair, While
you're in the vicinity, you can create a
Iaur:ch-gad shorteut to Crateria by
Power-Bombing the blocks where
you started the game.

Use bombs to break through the
floor of a pool in the corridor under
the save room. Drop into a lava pas-
sage. Run right to charge your
booster, and kneel before you reach
the wall. Speed left over the hill,
form a Morph Ball, tap A and hold
Right to zip through the tunnel into a
tank. Then boost straight up and
MOove on.

On your way to the save room on the far
right side of the lair, Space-Jump and
buzz throwgh the swarm of big bugs
that fly over the long corridor. After you
record your progress, use the Screw
Attack to break through the save
room’s right wall, Hop into the new path
and take off for the left side of Norfair.

METROID: ZERO MI
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norfair

Use a Power Bomb
and amissile to
break into the
shaft that runs
|1hmug:1 I;;'nnmr 5
= ower-left section.
N Tew Fallinto the false
1 lava pool, blast
through the
ground, then drop
unitil you dunk into
a real lava pool
Don't worry—your
Grawity Suit wall
protect you from
the molten mess.

R R

r;*ﬁl-y

TO RIDLEY

MAP KEY
BLUE MISSILE POWER BOMB SAVE
HRTCH HHTEH TANK TANK ROOM
he v

Atwhat appears tobe the bot- ¢

tom of the lavapool, fire missiles N e T Fall to the ledge left of the blue
througha pair of stacked blocks ! 5 g i S hatch, then use missiles to break
on thegrrnund Orop throughthe . 1 bl your way through to a new shaft.
new hole you create, and zigzag  : E IR (e ¥ Space-Jump uﬁ to a Power Bomb
your way through the passage to s oo i Tank, then return to the right shaft
a blue hatch. B 5.8 «/w| and Space-Jump out of the lava.

Blaze a trail through Morfair's lower sec-
S : f T M i tion using your advanced abilities. The
Fire into the narrow passage to the right to break a block. Roll right then . . T T bugs and tentacles won't know what
shoot a missile straight up as you fall through collapsing blocks to clear D ; ot hit them. When you reach the lower-
the way to a Missile Tank. - ; . 1 o right area, take the elevator down to
i - s . i 1+ Ridley’s lair instead of venturing through
Imago's old hideout.

53 MINTENDO PLAYER'S GUIDE
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explore zebes

FROM NORFAIR

MAP KEY

BLUE
HATCH

MISSILE
TANK

SAVE
ROOM

EEILENE SHORTCUT missilE tank o
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e b - stop before you hit the
= e " dangling pipe. Roll
under the pipe,
straighten out to a
standing position,
then blast off. Grip the
ledge when you reach
the top.

a -i—-o Lt #' Run right and kneel to

Travel to the lowest corrid sage near the ceiling to
basld up your 0 5 o, Fire at the
Detonate a bomb in
. : the upper-right corner
[} JE | =g A= i Ty T - E o b s ; lﬂslﬂrlﬂchﬂiﬁmﬂc'
ErTTTIT TR : . - 2 tion. Move left as you
: ; drop, and roll under
the solid pipe.
Straighten and jump
up béfore the floor
QIveS wWay.

Use the Space Jump
technique to hover
while most of the
blocks in the area
break apart. Then fly
la the left, grab the
top of the pipe, roll
left and drop to a
Missile Tank.
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Charge your booster on the way out of the large chamber and kneel to stop after Build your booster as you run right. Blast through blocks with your beam,

you dash through the hatch. Line yourself upunder the divot in the ceiling and blast then use a missile to break a single floating block. Run through a few

off to anather unmapped area. layers of Speed Booster Blocks, then jump before you reach the solid
barrier. You'll cut through the remaining blocks while you're in the air.

rpath to chozodia

TO CHOZODIA

CRATERIA

NORFAIR

MAP KEY

BLUE
HATCH

0

HATCH
YELLOLWW
HATCH

SAVE
ROOM

1T}

:ﬁ

o e S ged

&;g.‘.ﬁ Il

Travel to the right from the top of the elevator shaft and use your Screw Attack Run through the save room and kneel to stop, charged, at the bottom of the shaft
to buzz through a wall to a Morph Ball launcher. Detonate a bomb in the launcher Move just to the right of the overhang, then tap the A Button to take off. You'll
to blaze up to the corndor that 1sleft of the save room rocket up to an area above the shaft’s midpoint.
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SURVIVAL:

explore zebes

L2899 ruN. B00ST, ZoOM

From Norfair's right side, run left and boost through the wavering walls. After you Take the elevator up to Crateria, move to the right and Space-Jump up through a
leap over a small pit, run through the save room and the area below the elevator, wide-open passage above the water. Continue your Space Jump until you reach
Stop at the right end of the next corridor, roll up and blast off to the left. the hatch in the large Chozo sculpture’s maw. Run right from there to Chozodia,
r )
chozodia an7 .

&l

BOSS: RIDLEY ROBOT

FROM CRATERIA

nn MAP KEY
300,
ﬂp BLUE RED GHREEN YELLOW
HATCH HATCH HATCH HATCH
ENERGY POLER BOMB SAVE
m TANK TANK ROOM

- 7

Blast a block in the alcove’s lower-right
|| Runright from the lower-left ] corner with a missile. Drop into the hale,
entrance, drop into a small roll to the left then use a Power Bomb
alcove and fire a missile toward to break into the next room. Drop and
the left wall to gain access toa | <8 ol run to the nght.
Power Bomb Tank. 3
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BOMB AS YOU CLIMB energy tank |E|)
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BETRACE YDUR STEPS

‘A From the lower-left comer of the large chamber, run rightward as
you fire diagonally up and to the right to break through blocks.

pDWEI‘ bomb tank Kneel to stop with your booster charged. Jump up to the next level

and blast off to the left. After you run up the shallow slope, stop
again to sustain your charge,

gl BT J1'] Climb to the top of the carved block
21 ) and clear it with a Power Bomb
"..4. e blast. Roll left into a room where
Eﬂ' et e Space Firates wait in narrow pas-
piat A7 ) sages. Venture right through the top
s, ,,-;:g\-r -—/avﬂ\/; ; passage, blast the waiting alien
el then break through a block in the
!M 4 —-;-—' i ceiling with a missile to access a
e - hidden alcove.
B Space-Jump up to the next ledge on the right, rocket to the right and
d "" |’ kneel to stop again as soon as you zoom up the incline.
' e v d Still charged, Space-Jump to the next ledge on the left, blast up
- -]'“—"-l o the slope and kneel to stop again.
| B E
=

€ Fly 1o the ledge at the top of the room and take off to the right.
You'll run up several small inclines and dash in to the next area.

the wall to sustain your charge. Droy r saga:; I&l hatsmglll !Tigtn u:mltm:lc
pe osler GloCcks to a lank.

. Stop at the top of the right shaft and Screw-Attack through the
ﬁ/EE carved blocks. Drop to the left ledge, dash left and stop before you hit

right and blast off through a layer o

96. NINTENDO PLAYER'S GUIDE
-

1 F b | Mee s’ A Bl ARl 1 JJ]]




SURVIVAL:

explore zebes

energy tank

mber left of the saveroem ! The unmapped corridor in the ship’s upper-right section is littered with
. : lasers. If you set off the alarm, a metal gate will close, barring access
to the Energy Tank at the right end. Space-Jump lightly to the prize.

Runleft fron
hatchin the B, | R

A robotic version of the boss that lurked below Norfair will stomp onto the
scene when you reach the ship’s last chamber. The machine protects its weak
point with its arm, and it uses a wide variety of weapons. If you've collected
100% of the game’s items, the boss will swipe at you with extra

power and it will be able to withstand more shots.

The Ridley robot takes uﬁ more than half of the available space, giving you very little room
to maneuver. Stay near the left side of the room and use the Space Jump technique to
avoid the machine’s attacks.

In addition to a clawing
attack and fireballs,
you'll deal with lasers
and missiles. Screw
through the missiles to

get pickups and hit the
maﬁn' 's glowing
heart with Super
Missiles. Once you're
done, you'll earn a ton of
4 energy-refilling items.
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self-destruct-sequence escape path

CHOZODIA

'ﬂ,’.

T T A iy

ESCAPE SHIP

r#i-il

T
.l e e = ol

MAP KEY Your victory over the Ridley robot will set the
ship’s self-destruct mechanism. Blast a weak
BLUE RED LOCKED block at the top of the first wall and fall

HATCH HATCH HATCH through to the floor, then clear blocks above

J the matal barrier to open a tight passage.

/ BOOST THROUGH DBS TACLES AND ENEMIES

i i 1300581 Your rocket boost wall take you through
several walls and Space Pirates, and
shuttle you through a narrow passage. If
you weren't able to sustain your boost,
w1l have to work your way around the
obstacles. Use the Space Jump to climb
up and over the walls. When you reach
the door to the escape ship’s bay, blast a
pair of extra-tough gray pirates to open
the door.

T T Im:
¥

< a*:*i
: |

Blast your way to the corridor’s upper path, hop over the gold robot, hit it with
your beam then back it into the hole ugsing missiles. Run rightward and burn through
speed Booster Blocks. Run left then right again to build your booster, then exit.

~~~~~~ The zigzag path to the top of the shaft
is packed with small slopes. If you're
good at dashing, stopping and sustaining
your booster charge on slopes, you'll be
able to stay charged on your climb and
blaze through a shortout in the next
corridor. Open the hatch at the top of
the shaft, roll into Morph Ball form and
rocket off to the right.

When you reach the
escape ship, one last
pirate will pop out of the
vehicle. Zap it then hop
into the vehicle and go.
Mission accomplished!

LR -l w "- - ~. poaeses
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METROID: ZERO MISSION

big finishes

The original Metroid game revealed Samus Aran’s gender by showing her without her helmet in
one alternate ending and without any armor in a more-difficult-to-achieve ending. Metroid: Zero
..-'-"-‘ Mission offers eight ending images, based on three factors.
i,

ENDING CONDITIONS

CLEAR TIME

MORE THAN
4 HOURS

FRL R
HOURS

16-99%

ITEM COLLECTION 16-99%

DIFFICULTY ENDING 1 ENDING 1

ENDING 1 EMOING 2

ENDING 1 ENDING 2

I5% walk-through

If you've run through Metroid: Zero Mission a few times, you may be
T'l::!{]'p' o [ka on 1}"1[.,' L:J.'l'l'll..,'ll‘\' hLl".:\F‘L'h‘l l:hd]lt.,"!?l'.:[': 'L‘h-ﬂ"-“: fl:rrl'!lPll.'_'t1('l|-| '\'-'l'[l-l
only 15 of the 100 available upgrades. Nine of the items are absolutely

REQUIRED UPGRADES

. MORPH BALL

B MISSILE TANK

54 POLWER GRIP

m ICE BERM
ﬂ VRRIA SUIT

RECOMMENDED UPGRADES

[2] unknown iem a1
@ UNKNOWN ITEM #2

(1] noRmAL BoMB [2) unknown iTem 3

m LOMNG BERAM E EMERGY TANK X2 @ SUPER MISSILE TRNK X3

R T

From the starting peint, run left, leap over stair-step obstacles and land on the
Morph Ball upgrade—you can’t go far without it.

e e o o S

Move to the right, rolling throwgh tunnels at floor levelin Morph Ball form, then slip
into the arms of the first Chozo Statue

STEP 03 | OPTIONAL

Follow the Chozo Statue’s directions to the Long Beam. You can complete the
adventure without collecting the beam-extending upgrade, but your battles with
baddies big and small will be much mare challenging

| R R

Use your Long Beam to clear the way to the hatch that leads
to Brinstar's nght side. If you passed up the upgrade, fire
through the blocks above the hatch After you enter the
next shaft, drop to the bottom then advance to the right
You'll find the only standard Missile Tank that you'll need to
complete the mission

100. NINTENDO PLAYER'S GUIDE
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ESS THAN | MORE THAN | LESS THAN
2 HOURS 2 HOURS 2 HOURS

NO TIME
LIMIT

ENDING 1 ENDING 1 ENDING 1 ENDING 1

ENDING 3 ENDING Y ENDING 5 ENDING 7

EMDOING 3 EMDING Y ENDING b ENDING 8

necessary, leaving six additional items that you can pick and choose.
We recommend that you fill out your collection with the Long Beam,
Energy Tanks and Super Missile Tanks. Save your progress often.

BN e ee—

After you collect the Missile Tank, return to the left and fight the beast that holds
the Charge Beam. If you defeat the beast, don't collect the beam upgrade unless
you want it as one of your eptional items. Climb up the shaft and use a missile to
unlock the redhatch

STEP 06 | OPTIONAL

Advance through Brinstar’s middle corridor, destroy the blocking hives and collect
the Energy Tank that sits out in the open, on a pedestal,

RS GRS |
> 2%

Although it would be very difficult to complete the adven-
ture without at least one Energy Tank, you can pass up the
tank in the middle corridor by jumping over it. Continue to the
right, cimb up the far-right shaft then venture left to the
Mormal Bomb upgrade. éln your way out of the area, bomb
blocks to release parasites. Gather up the small creatures

- ;2 and detonate a bomb that wall put them out of the picture

I K |

Return to the lower corridor and take the elevator to Norfair. Advance to the left,
take an elevator to Crateria and collect the first Unknown [tem, a required upgrade
that will prove to be very useful after you get the Fully Powered Suit in Chozodia

R R

Use the power of the Unknown ltem to break the carved Chozo Block. Climb up a
shaft, move to the left, dropinto a pit and collect the Power Grip. Use theitem to
climb put of the pit, then return to Norfair,
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Travel to Norfair's right side and collect the lce Beam upgrade. Bomb through the
blocks under the lce Beam's Chozo Statue and follow a clockwise circuit around
the area’s upper-nght comer, using frozen enemies as platforms along the way.

L L e R R O

Your next acquisition will be the Varia Suit. Move on to the middle of Brinstar, climb
the right-hand shaft, then move right through the upper corridor. Use your beam
and bombs to clear away obstacles as you run and roll.

e R R S 3|

Jump over the flying fiend in the room that has two blue hatches. Fire through
blocks in the middle of the cesling, then climb up through the hole and let the enemy
follow you. Freeze the creature and use it as a platform to help you reach the ledge
on the left. From there, use bombs to propel yourself up to the blue hatch. Open
the hatch and move on to the Varia Suit.

e S

Travel to the area to the right of the starting point, blast
into the lower shaft and take the elevator to Kraid's lair,
After you arrive, advance through the right corridor. Roll
through the acid to avoid picking up a spare Missile Tank
Advance to the lair's upper-right section and activate the
machinge that will allow you to slide along the ceiling rails.

STEP 14 | OPTIONAL

Immediately after you activate the ceiling conveyor, fire at the red flashing light
directly above you to call the apparatus, then use it to slide to the Energy fank in
the middle of the corridor.

If you choose not to collect the Energy Tank, you can avoid it
by propelling yourse!f in Morph Ball form up to the conveyor.
You'll shde over the tank without grabbingit. After you
defeat the tentacled beast in the acid pool, travel to the
lair's lower-left corner and collect the second Unknown
Item

LERNRERERTR TR SR e

Battle Kraid, taking care to replenish your missiles and ener-
ay supply during the battle. After your victory, enter the
room that holds the Speed Booster, but don't collect the
item. After you leave the room, you'll see that the right-hand
hatchin Kraid's chamber has turned from gray to blue. Bomb
up toit, then run to the night shatt and use bombs to blast
out of the hole.

Run to the lair's right shaft, use frozen
enemies and blocks to climb to the
top, then shide through the long cham-
ber, defeating bu?s with missiles or
freezing them. After you break
through a Chozo Block, freeze an
enemy anduse it asa platform

BIG FINISHES:

I15% walk-through

Return to Brinstar then venture to the lower-right section and take the elevator to
Morfair. Move up to the place where you collected the lce Beam and loop around to
Morfair's upper-nght corner. Freeze an enemy near the right wall then fire a missile
at the top block. Roll into the hole and use bombing techniques to work your way
through a vertically zigzagaing path to the région’s lower-nght sector.

Runleft through the save room, and blast the vines with your beam and missiles.
Dropinto the room where vines hold a giant larva. Freeze the flying enemy and use
it as a platform while you target the vines with your missiles. Take the elevator to
Ridley's lair, then come back up and droginto the larva’s hole

O T —"

You'll battle Imago near the top of Ridley’s lair. Wait at the safe points (pictured)
for the killer bee to swoop down from behind you. When the creature is within
range, hit it with missiles. If you're low on energy or mussule:. Cro r:hnedr the door
and zap Imago’s projectiles. After the battle, collect a Super Missile Tar

Move to the room night of the elevator,
fire a missile to blast ahole in the ceil-
i, then use a senes of bombs to
blast upinto the hole. Travel to the
right side of the lair, dropinto a shaft
Ihren enter the fwst corndor 1o the
left.

After you pass a Missile Tank out in
the open, hop onto the next ledge and
detonate a bomb to clear a path that
leads straight up. Use bombs to propel
yourself to the next ledge up. Blast a
block with a Super Missile and move
on 1o a Super Missile Tank

To avoid the Missile Tank on the float-
ing pillar, freeze both enemies on the
right side (one close to the tank) and
hop from the bottom one to the top
one. Then blast your way over to the
ledge on the shaft’s left side and
advance to a Super Missile Tank

METROID: zEro mission 101
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Crop to the bottom of the shaft, run to the left of Ridley’s room and collect the
lagt Unknown ltem, then battle the beast. Fire at the fiend's small fireballs with
your beam, then hit the creature with missiles and Super Missiles. Roll on the mid-
die plat form and avoid Ridley’s tail as the creature hovers. Shoot the large fireballs
tocollect missiles and energy. If Ridley grabs you, shake free and continue fighting.

STEP 25 _

Travel to the lair's right side, climb the
shaft, blast a Chozo Block and move
left to the elevator. After you ride it
back to Morfair, travel 1o the night,
past the broken statue. Use missiles
to break through to a pair of Morph
Ball launchers and blast off.

At the bottom of Morfair's right shaft, fire a missile through a
narrowy passage thenuse bombs to propel yourself up to the
next level. Chimb up around the Chozo Statue in the shaft to
the left, thenreturn to the right-hand shaft and launchup to
the path that leads to the elevator, Ride the elevator to
Brinstar, then climb to the top of the left shaft and run left
to Tourian

Freeze and destroy the Metroids as you advance through Tourian. Destroy the ring-
shaped shots (especially the green ones) to collect missiles and energy. Freeze
other shots and use them as plat forms to reach high perches, When you arrive at
the last corridor, use Super Missiles to blow away the Zebetites, then return to
the room to the right of the corndor and stock up on Super Missiles before you
take on the Mother Brain,

STEP 28
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When you reach the brain, hit the protective glass with standard missiles and
blast the ring-shaped shots for pickups before the glass shatters. Once the brainis
exposed, target the eye with Super Missiles and jump out of the way of the eye’s
damaging shots. Keep fighting until the brain is gone.

After you defeat the brain, take short, quick hops from plat-
form to platform as you escape the tall shaft. Take the eleva-
tor to the top, climb up the natural shaft, move right and use
bombs to propel into the air, up and over the blocks that you
would normally break with the Speed Booster.

|02, ninTENDO PILAYER'S GUIDE
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After you crash-land on the surface, move through the pirate ship and the Chozo
Ruins, avoiding detection whenever possible, then fire at the glowing orbin the
ruins upper-left corner to earn the Fully Powered Suit,
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As you escape through the ruins, look
for Missile Blocks to blast through
Wind your way around the ancient
region, back to the pirate ship.

After you run through the glass tube
connector and back to the ship, climb
to the top of the huge alien vehicle,
blasting through the Missile Blocks
that are adjacent to the Screw Attack
Blocks.

When you reach the Power Bomb
Block at the top of the ship, use
bombs to soar intoe a hole in the ceiling,
then roll to the right and drop into the
upper-right corndor.

Break into the Ridley robot’s chamber and go up against the beast. Jump out of the
way of the creature’s slashing claw, then target the glass around the beast’s heart
with standard missiles. When the heart is exposed, bt it wath Super Missiles
Shoot down the enemy’s missiles to earn more Super Missiles when your supply is
dry, then continue the fight.

R S

Run left from the robot’s room, blast the top block in the room-splitting barrier,
then roll throwgh the middle of the barrier to the other side. Travel through a pas-
sage above the metal gate then bomb up and over the Power Bomb Block.

R e

The two gray Space Pirates will attack
quickly and aggressively. Lure them to
the top of the bay and fire at them as
they climb. Roll thrm.lg'h the passage,
fire at the pirates as they crawl and
repeat the process. After the prates
are gone, run to the escape ship.




speed walk-through

If you've completed the adventure once and you've started another
mission in the same file, you'll see new information on the map
screen: a game clock and details about the tanks in each region. One

SAVE ADOMS SAVE TIME

Althoughit takes time to record your progress, S0me saves
will prove to be very helpful. Save your game whenever your
path crosses through a save room, and whenever you're
about to enter a particularly dif ficult area. If you take more
time than you'd like getting through a challenging section,
reset and start from the last saved point.

that require several beam blasts to
defeat, freeze them and go around

them, or use missiles to exterminate

them quickly. You won't have the time
for a protracted laser battle.
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Run left from the start, jump over obstacles and collect the Morph Ball upgrade,
wiich gives you the ability to roll through tight passages.

Run and roll to the right, and dropinto the arms of the first Chozo Statue. It will
point you to the Long Beam uparade.

You can skip the Long Beamupgrade to save time, but you'll likely waste as much
time trying to get through areas without help from the extended laser. Climb the
shaft, work your way left to collect the beam, then climb to the top of the shaft.
Visit the entrance to Tourian at the top then advance Lo the right
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Blast your way to the blue hatch on the right side of the shaft. If you have the Long
Beam, it will be a straight shot through six destructible blocks. If you don't haveit,
shoot through the blecks above the blue hatch for admittance to Brinstar’s right
side. Drop to the bottom of the next shaft, then advance right to the first Missile

Tank.
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On your way back to the shaft, you'll encounter the serpent that holds the Charge
Beam upgrade. Hit the beast’s eye three times with missiles to ensure that it
won't continue to make appearances. Collect the upgrade, then climb the shaft
and blast through the red hatch.
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As you advance through the middle corridor, destroy all three hives to eradicate
the bug population. One of the hives is in anunmapped area to the left of the first
readily available hive. After you defeat the hidden hive, collect the nearby Missile
Tank before you move on.
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Expose a Missile Tank by destroying the base of a barrier in the middle corridor,
then move on to the Energy Tank that is out in the open. Advance to the Norma
Bomb upgrade. Bomb blocks on your way out, then use a bomb to destray the par-
asites. Return to the middle cornidor then run all the way to the left, skipping the
Chozo Statuein the short corridor below.

BIG FINISHES:

speed walk-through

of the ending conditions is game time. The following walk-through
will help you finish the adventure quickly. You'll skip past some
upgrades, resulting in a good time but only about half of the items.

BOOST AND BLAST OFF AT EVERY OPPORTUNITY
= W

Practice your Speed Booster tech-
niques and use the upgrade to blaze
through long corridors and shafts.
Sustain your charge af ter a long dash
and look: for opportunities to blast off
through Speed Booster Blocks.

ROLL. EOMB, DROP AND BOUNCE

. - When you're dropping down shafts or
cutting throwgh corridors that are
blocked by bombable obstacles, you'll
often save time by staying in Morph
Ball form. You'll keep from ?ripping
ledges as you fall, and you'll be pre-
pared to bomb through barriers.

B

Take the elevator to Norfair, then travel left and ride another elevator to Crateria,
Move right, climb up and collect the first Unknown Item. Zap a Chozo Block to
expose a Missile Tank in the water, then climb out and move on
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Climb up to the surface, run left and fallinto a pit, where you'll find the Power
Grip. Use the new upgrade toclimb out of the pit, then move left, down and to the
right toreturn to the elevator.

Return to Norfair, but don’t waste any time with a detour through the area below
the elevator. Advance right of the elevator to Brinstar and climb up to the [ce
Beam upgrade. Take a clockwise route through Norfair’s upper-right comer, freez-
ing enemies and using them as platforms on the way. Collect the Missile Tank in the
wall before you reach the shaft.

Return to Brinstar and travel to the twin shafts. Climb to the top of the right-hand
shaft, then blast and roll through the top corndor, stopping at the reom where two
blue hatches meat.

L

Hop over the enemy in the small room and fire through blocks in the ceiling. Climb
up through the hole and let the enemy follow you. Freeze the creature anduseit as
a platform as you jump to the ledge on the left. From there, use bombs to propel
yourself up to the blue hatch, Open the hatch and move on to the Varia Suit,

Diveinto the acid near the place where you collected the Varia Suit touncover an
Energy Tank, then drop, travel left and make your way to the area near the starting
point. Grab the Energy Tankin the ceiling, then take the elevator down to Kraids
lair, Advance right, collecting a Missile ?:: nk as you move. Restore power in the
upper-right section, then slide to another Energy Tank.

RS e T

Defeat the minboss in the lair’s upper-right corner. Collect the Missile Tank under
the creature’s former logation, then roll and collect another Missile Tank on your
way out. Move on to the lair'’s left side, dropinto along shaft, then fallinto an
unmapped area and move right 1o the second Unknawn ltem.

METROID: 2




Battle Kraid by hitting the mark on the beast's forehead then pumping the monster
full of missiles once it opens its mouth. After the battle, collect the Speed
Booster then run to the lair's right side, boosting all the way. Climb up the shaft by
using enemies and blastable blocks as platforms. Slide left, but fire missiles to the
right to hit bugs as you mowve. Break through the carved Chozo Block for access to
the central shaft. Take the elevator to Brinstar,

Run to Brinstar’s lower-right section and take the elevator to Norfair. Speed-Boost
to the right, into Norfair's right shaft, to burn through the floor blocks. Drop, burn
through more floor blocks, then move on to the Hi-Jump upgrade. Return to the
shaft, hop up to ahighledge, then roll and dropinto a Missile Tank. Work around to
the next Chozo Statue, then roll into a Morph Ball launcher and rocket up to
Brinstar’s upper-nght section
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Mowve up to the place where you collected the lce Beam and loop around to
Norfair's upper-right corner, freezing enemies and using them as platforms. Freeze
an engmy near the right wall and hop onto it. Fire a missile at the top block. Roll
into the hole and use bombing techniques to work your way througha vertically
zigzagging path to the region's lower-right sector.
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Run left, through the save room, and blast the vines and bugs with your beam and
missiles. Drop into the room where vines hold a giant larva. Freeze the flying
enemy and use it as a platform to target the vings with missiles. Take the elevator
to Ridley's lair, then come back up and dropinto the larva’s hole,

Chase after Imago and hit it in the tail with missiles. If you're low on energy or mis-
siles, destroy the creature’s projectiles and grab the pickups. After the battle, col-
lect a Super Missile Tank,
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Move to the room right of the elevator, use a missile to blast ahole in the ceiling,
then use a series of bombs to blast upinto the hole. Travel to the right side of the
lair, dropinto a shaft then enter the first corridor on the left
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When you reach the area filled with purple blocks, detonate a bomb below the
clearly visible Missile Tank to cause a chain reaction and gain access to the item
Hoponto the ledge to the left, detonate a bomb to clear a passage that leads
straight up, then jump up to the next ledge. Use a Super Missile to blast a block to
the right, roll throwgh a narrow passage and detonate a bomb to clear the way to
a floating block. Destroy the block then collect a Super Missile Tank
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When you reach the short shaft near the lair’s center, freeze the enemies that
crawl around the floating pillar. Grab the Missile Tank on the pillar, then jump to the
left ledge and advance to a Super Missile Tank,
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Drop to the bottom of the short shaft and run through Ridley’s room to the last
Unknown Item. Blast through the Chozo Block and collect an Energy Tank, then go
after Ridley. Hit the boss's small fireballs with beam shots, then target the beast
with missiles and Super Missiles. Be aggressive and keep firing, but rollinto ball
fiorm when Ridley swings its tail. You'll r?efem the beast in no tima.

R

Run to the right from Ridley’s room. When you reach a green block, bomb at the

base of a short wall to gain access toa path that leads toan Energy Tank. Advance
to the right, climb to the top of the shaft, then travel left to the elevator.

104. NINTENDO PLAYER'S GUIDE

If vou don't want to take the time to collect the Screw Attack, follow Steps 25
and 26 in the 15% walk-through to reach Tourian. If you do have the time, run right
from the top of the elevator, past the broken statue. Bomb through the floor and
run through a tunnel to Norfair's left side. Launch up and advance to the item,
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Run through the middle of MNorfair to the right shaft. Climb up, run to the left and
take the elevator to Brinstar. Scale Brinstar’s left shaft to the region’s upper-left
corner and move on to Tourian, Freeze Metroids and hit them with missiles. If you
don’t have the Hi-Jump upgrade, freeze ring-shaped shots and use them as plat-
forms to reach high areas. Use missiles to blast the Zebetites and work your way
to the Mother Brain
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Break lhmu%h the brain’s protective glass with standard missiles, then fire Super
Missiles at the brain’s eye. When the brain flashes purple, jump to avoid shots that
stream out of the eye. Stay out of the lava and keep firing.

R P ey 7

After you defeat the Mother Brain, make your escape through the shaft, using the
solid blocks on either side as resting points. If you don’t hawve the Hi-Jump upgrade,
select aroute up the shaft that requires only small jumps. When you get to the
surface, run through Speed Booster Blocks to the ship.
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After you crash-land, make your way through the pirate ship, amimn? contact
with the aliens as much as possible. Move on to the Chozo Ruins and fire at the
flpating orb to earn the Fully Powered Suit.
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As you escape the Chozo Ruins, buzz through blocks using the Screw Attack or
look for a route through Missile Blocks if you didn't collect the slicing-somersault
upgrade. Collect the Super Missile Tank in the lava pool on the ruing’ right side.
Grab another Super Missile Tank in the shaft that is divided by destructible blocks:

Return to the pirate ship by way of the glass tube connector, and Space-Jump to
the top of the ship. If you don't have the Screw Attack, look for Missile Blocks
that you can fire through to clear your way to the upper reaches.
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Use bombs to propel yourself above the Power Bomb Block at the top of the ship,
then roll right into the top cerridor. Bomb and blast through the corridor to the final
boss battle.

Face off with the Ridley robot in the ship's upper-right corner. Jump into the upper-
left corner of the room when the beast swipes at you, then take the oppor tunity
to fire missiles at the glass that protects the robot’s heart. When the heart is
exposed, hit it with Super Missiles,
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Run to the left from the robot’s room, blast the top block in the room-splitting bar-
rier then roll through the middle of the barrier to the other side. Travel througha
passage above the metal gate, then bomb up and over the Power Bomb Block
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If you have a hard time defeating the gray Space Pirates that guard the way to the
escape ship, use the method described in Step 36 of the 15% walk- through. After
the pirates are gone, run to the right and climb aboard the getaway cruiser.
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BACK TO THE FUTURE:

energy tanks —=

o g At the beginning of the game, you can hold a maximum
of 99 units of unarggt Every Energy Tank that you collect
& . . .| increases your holding capacity by 100 units, and

o can carry a maximum of m tanks. Some are m‘&"

behind breakable blocks, so be on the lookout for them.
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round ball
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Through the evolution of the Metroid series, the Round
Ball upgrade (also known as the Maru Mari) has become
the h Ball, but it's always functioned the same. Use
it to roll up and into tight tunnels and pipes, as well as 1o
avoid enemy altacks.

S

bombs

Foos Sms‘s bombs are small but powerful devices. With
v can break through weak blocks in floors and
L I|||||||'a|lls. can also use them to propel your Round Ball
Tax form into the air and attack enemies on the ground.

varia suit —=
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Sometimes referred to as armor and sometimes as a
suit, the Varia offers protection for your battles with
baddies. It absorbs half of the damage enemies cause,
making it essential equipment for the final fight.

----g%

é screw attack \
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The somersaulting space explorer can buzz through

P enemies in midair once she is equipped with the Screw
r Attack upgrade. The item makes navigation through
enemy-packed tunnels quick and easy. Run, jump and fly

into a swarm of enemies.
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A successful finish of the Zero Mission adventure will unlock the urlgmal
Metroid game, available from the Options menu. The game is identical to the AR T
NES version, except for a new data-saving feature and a new aspect ratio.
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nes metroid
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long

The only expendable weapons in your arsenal are mis-

siles. You'll need them to past big enemies and
a:_cn fortified hatches. Alter you collect your first
issile Tank, use the Select Button to switch to mis-

siles. The projectiles travel slower than beam shots, so
lead your targets.

beam 0 L SRR R

Your default beam is a short-range weapon. Once you
collect the Long Beam, you'll be able to target enemies
across the width of the screen, making it easy to defeat
creatures without taking damage. The Long Beam

rade also incrnuu:'tgln length of the lce Beam and

Wave Beam.

ice beam —— ]
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Hit an enemy with one lce Beam shot to freeze it and
another to t it out (unless the foe takes only two
hits to defeat). You can use frozen enemies as platforms
to reach high places and items, such as an Energy Tank
hidden in the ceiling.

T it

wave beam

The winged boots that you'll collect in Norfair will dra-
matically increase the height of your jumps. Hnllldnwn
the A Button to maximize the height of your j The
boots are must-have items in locations where platforms
are few and far between.

e

The Wave Beam is more rful than the lce Beam and
covers a wider area, but it doesn’t freeze enemies. It
passes through walls and can be effective in fighting
enemies from protected areas as well as in revealing
breakable blocks. You can switch from one beam type

to the next at designated Chozo Statues.




BACK TO THE FUTURE:

nes metroid

brinstar: rocky zone

m FIGHT FOR FIREPDLWER

After a long climb inan
enemy-infested, vertical
shaft and a journey through
an equally dangerous corr-
dor, you'll be ready for more
firepower. Hop over damag-
ing hguid onto a plat form
that holds the first Missile
Tank.

TO NORFAIR: FIRE ZONE

PUT THE BALL INTO PL

Al
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1003 /BACKTRACK FOR A

If you try to progress to the right of the
start point, you'll soon realize that
you're too big to fitinto the planet’s
small spaces. Run to the left of the
starting area, hop over a rock formation
and grab the Round Ball upgrade on the
other side. Withit, youcanroll intoa
small ball by pressing Down on the
Control Pad. Roll under the rock forma-
tion and continue.

BLRST

Your initial beam can trav-
el only about one-third of
the width of the screen
Return to the blue-tinted
shaft and climb to another
horizontal hall, Open the
red hatch by using five
missiles. You'll find the
Long Beam upgrade on the
other side.

m TANKS FOR THE ENERGY

Cross the gold-colored
shaft and hop through
anather long hall, bemng
sure not todropinto the
dangerous liquid below.
After along haul, vou'll
collect an Energy Tank and
double your energy

METROID: ZERO R
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You'll need all five of your
missiles to open the red
hatch at the end of the
corridor that begins on
Brinstar’s night side. Hit
the corridor’s creatures
with your beam and col-
lect missiles if your supply
is short. Enter the next
room and grab the bombs.
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ﬂB BLAST FORA BEAM

LTSI BEMERE  The room that connects two long tunnels
oy e on the right side of Brinstar appears to be

flooded with a damaging substance. When
you bomb through the rock walkway and
drop into the hqud, you'll discover that you
can fall through the false floor. Drop toa
ledge on the left and fight your way toa
red hatch. You'll collect the lce Beam
upgrade on the other side,

m PIPE PROGRESS

When you reach the section that has four
honzontal pipes, all erawling with crea-
tures, hop to the top pipe and roll right. You
candispatch the enemies in the pipes by
detonating bombs, but try not to destroy
any of the breakable blocks. If you fall
through the holes, you'llhave a hard time
reaching safe ground at the other end

brinstar: kraid's lair
serorexnan WIS
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You may be tempted ta blast the blocks
near the starting point as 5000 as you
collect the bombs, but you should wait
until you have a few Energy Tanks, a
good collection of Missiles and the
Varia Suit, The shaft leads to the lair of
the spiked monster, Kraid.

As soonas youlandin
Kraad’s lair, drop to two
hatches and wuse your
missiles toopen the
hateh on the right, hop
across a senes of nar-
row platforms and col-
lect aMissile Tank, You'll
need extra firepower for
your battle agamst Kraid.

011 /NO BOUNDRRIES

- When you reach the wall on your way to
the Missile Tank on the left side of the
hedeout, plant bombs and hold Left on the
Control Pad to propel yourself througha
hidden passage.
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You'll reach what appears to be a dead end
near Brinstar’s upper-right corner, Run
against the right wall and fire at the ceiling
to break the blocks. Jumpup and move to
the right, through a hidden passage. When
you reach the next small enclosure, ball up
and detonate bombs as you push against
the right wall, You'll pop up and roll through a
small passage that leads to an Energy Tftnk.

When you return to the room that con-
nects halls, fire straight up to break
through a sernes of blocks. Jumpup and let
the blocks re-form under your feet, then
jump again. The blue hatch on the high
ledge leads to the Varia Suit. Either draw
the enemy from below and use it as anlce-
Beam-frozen platform to reach the hatch,
or return to the area once you have the
High Jump upgrade.
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The second corridor on the right ends
abruptly with a thick blue wall, When you
stand on the ledge that extends from the
wall and fire your beam to the right, you'll
break a block and expose a passage that
runs through the wall. Roll up and use a
bomb toblast yourself into the passage.
Then roll ta the nght and collect an Energy
Tank.




BACK TO THE FUTURE:

nes metroid

m FALSE FLOOR

The beast in the belly of the underground lair fires missilelike
spikes from its body and lobs claws into the air. Roll close to the
creature and detonate bombs. Be careful not o get knocked off the
platform by Kraid'’s fire or by your own bombs. Stay close and low.
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By firing at the lower-right wall of
Kraid’s room, you'll uncover a hidden
ft on the right side Energy Tank. Once you've exposed the

u'll find a column g| tank, jump up to the right ledge, close

5 i “1 to the hatch, roll left and press Right

on the Control Pad as you fall. You can
collect the tank after your battle or
attempt to snag it during the fight if
you're low on energy.
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TO BRINSTAR: ROCKY ZONE

NORFRIR EXPRESS :

You'll find the elevator toMorfair in the lower- rlrf

section of Brinstar. You can reach the land of bubbling lava at

any time during your journey. As you explore Norfair, you'll dis-

Eﬂwr the High Jump boots, the Wave Beam and the Screw (m) O
ttack.

1l

= TO NORFAIR: RIDLEY'S LAIR

METROID: ZERO Mission 109
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MISSILE MANEUVER

After you descend into Norfair, run to the
right through the lava-filled corridor and
drop to the floor of a purple bubble shaft.
Plant bombs on the ground to blast through
to a deeper shaft. Drop to ahatch on the
left side, enter another dangerous corridor
and continue on to the High Jump upgrade.

m BOMB DOWN, JUMP HIGH

You'll discover a load of Missile Tanks in the
upper-right section of Norfair. When you
reach the top of the purple shaft, jump up
to the ledge on the right side and fire
straight up. You'll break through a line of
blocks and discover an area above the ceil-
ing. Jump up, open the next hatch and
search for a Missile Tank.

m ROCKET POWER

The area to the laft of the Norfair elevator
i5 full of Missile Tanks. Explore the upper
corridor first, After you collect one Missile
Tank, continue on to the left end of the cor-
ridor and use Bombs to blast through the
wall. Drop to the lower corridor and move
to the right to discover another Missile
Tank.

m POWER-UP BREAK THROUGH

By using bombs in the room where you col-
lected the High Jump Upgrade, you can
uncover apath toone of the corridors that
runs through the middle of Norfair, Fun left
through the corridor and stop at the room
that has green bubble-bricks on the walls
and ceiling. Blast through the ceiling from
the upper-right ledge and continue on to
the Screw Attack.

After collecting the Screw Attack, return
to the green room and bomb through the
floor to a lower corridor. Hop to the room
at the right end of the hall and blast the
block closest to the hatch. Dropinto a
shallow pool of false lava, roll to the right
and drop to a path that leads to an Energy
Tank.

norfair: ridley's lair
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On your way to the left side of the hideout,
your'll find a long corridor that ends witha
tall pole. Instead of trying to jump over the
pole, blast your way into a hidden passage
near the nght end of the corndor, The pas-
sage runs parallel to the floor. You'll roll
under the pole and discover an Energy Tank
in the next room. Jump over the false
blocks as you approach the tank

HO. nINTENDO PLAVER'S GUIDE

When you drop into the green shaft along
Morfair's left side, you'll find a false lava
pool. Roll into the pool and plant bombs
along the left side to create a path to the
lower shaft

¥ 023 /GROUND WORK

It pays to plant bombs on the ground. You'll
often find places where you can break
opeén paths to new areas. As you work your
way to the right in the lower-left section
of Morfair, you'll uncover apath to an area
that contans two Missile Tanks. Grab
them and go.

When you get to the bridge over lava, bomb
the block closest to the left hatch. After
you drop, roll right and drop through a layer
of false lava to alower level. Make your
way left from there and uncover the strong
but unpredictable Wave Beam,

As you continue to the right, through the
green bubble corridor in the lower section
of Norfair, you'll encounter dangerous ene-
migs and many opportunities to dropinto
menamn? lava pools. When you reach a col-
lection of red blocks near a green wall, fire
your Wave Beam through the top blocks.
You'll break one of the blocks in the wall
and expose a path to a Missile Tank

@ JOURNEY TO RIDLEY'S LRIR
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ELFiET BALLISTICS

MNorfair is the realm of Ridley, a dangerous,
winged beast. Once you have the Wave
Beam, a good number of missiles and three
or four Energy Tanks, you'll be ready togo
after the fiend. Make your way to Norfair's
lower-right corner, then move to the left,
drop down tha shaft and move right to the
elevator,

ghooaa

In the middle of the hideout, you'll find
yourself on the left side of a gap that has a
narrow opening on its nght. If you attempt
to jump over the gap, you'll miss the ledge.
Rollinto a ball and plant bombs. The right
combination of bomb blasts and rightward
movermnent will put you onto the ledge
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TO NORFAIR: FIRE ZONE

e

The boss of Norfair protects itself with B_®T T Y7774 S e e During the battle with Ridley,

a stream of fiery embers. If you artack _ be sure to save five missiles.
: X _. = You'll need them to open the

from a distance, your shots will stop ar |5, ; hatch on the other side of the

the embers. Get close to the creature so 5 ) y i ==t MHT;I n[“l;:'edrn“‘“;igdﬂd =4
: | world o ey, go lelt,
the embers fly over your head, and 1< = i : 1| = 3 lhn;ugh Ihlla ha!;l;l and over a
pummel the fiend with missiles. ; 14 [Erees lava pool. You'll discover an

! 2 T Energy Tank.

} :
' tourian: central base

The entrance to Tourian is at - | ke s TO BRINSTAR: ROCKY ZONE
the top of Brinstar. Statues 1

of Kraid and Ridley rule over a

wide gap. If you have defeat-

ed the beasts, the statues

will be flashing. Hit them with

beam blasts to make them

rise and produce a bridge.

When you encounter the 1 .- 1 . = poo._0oo
energy-sapping Metroids, 1 -3 : e =
you'll discover that the only

way to defeat themis to

freeze them with the lce

Beam then hit them with five

Missiles, Metroids leave

behind power-ups that fill 30

energy units and 30 missiles.

If a Metroid grabs you, quickly

rodl into a ball, drop a bamb

and move to a safe spot

METROID: zEro mission .1




mother brain

The leader of the Metroids is the monstrous Mother Brain. o H Immediately following your victory over
TH

z ’ the Mother Brain, an emergency evacua-

On your way to thermenad:'mg red mass, ynur]l break thmu?,h ] L W o & m;'rggg
regenerating Zebetites, Hit them quickly with a steady mis- | s ticks of a very fast clock to make your

i 1 way out of the brain’s lair. The exit is a
tall shaft with miniscule platforms. If
you fall, try to land on a platform as
T::“! as possible to avoid plunging to

bottom.

R The game has four different endings. The
vow rorrzeen, som wesaxon. | DESTONES reveal Samus's gender for the
T HMEILL FEVIVE PEACE TN first time, Shﬂwiﬂﬂ her without a helmet

BEACE . or body armor. The ending that you will

et " | eammis determined by how longt takes
BRAY FOi & TRVE BEASE IN 1 E

Once you reach the Mother Brain, stand where the last Zebetite was A m :::: 's':’.'::'mr":n'ﬁﬂ'ff?hﬂ h:;f!l:;s

and target the brain with a stream of missiles.Step off the platform and A except for Energy and Missile Tanks.

to the right if a shot is about to hit you. If you fall to the left, you'll have a

hard time getting out of the lava. -

: . & BACK TO THE FUTURE:
\ 'T “. " OPTIONS
~ alleries A
» - SOUND TEST 1
(LE TN e 1‘;41‘_, Ny I NS e T T b GALLERY .
Iy -, R— METROID FUSION GaLLERY i
_ * In addition to unlocking the NES original, Zero Mission completion earns you DRIGHAL IRTROR:
/// a sound test option and a gallery of all of the ending images that you've :
-~ -ﬂ" acquired. Play the game again and again to fill your gallery with all eight images. i, ’)
Alternate ¢ r1\l:il‘.|'=_'| images have become 5 % ;

Metroid stap le. Metroid: Zero Mission is the

By linking Metroid; Zero Mission with Metroid Fusion
{by way of a Game Boy Advance Game Link cabla), you
will unlock the Metroid Fusion gallery, a collection of
ending images from the first GBA Metroid title.
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Keep the game-conguering
strategies coming year-
round with a subscription
to Nintendo Power, the
official source for tips and

news on the latest Nintendo
GameCube’ and Game Boy"®
Advance games. BGet 12

power-packed issues for only

/ $19.95 (52795 in Canadal.

METROID
MANIA

Show your enthusiasm for Samus
Aran's adventures with a stylish
Metroid: Zero Mission T-shirt.
It's free with a paid subscription
to Nintendo Power.

The same crew that brought you the Metroid: Zero Mission Player’s Guide
fills Nintendo Power with awesome info. You'll find screenshot-rich
previews, expert strategy reviews and tons of game-related columns in

every issve. Subscribe today for a monthly power infusion.

VISIT STORE.NINTENDO.COM

OR CALL I-800-255-3700 offer #4492

Please allow 4-6 weeks for delivery of the magazine and free gift. Online nrdui-mt
available in Canada. Offer good while supplies last. Prices subject to change without
notice. Only Visa or MasterCard accepted with phone and online orders.
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you may think you know eﬁerqrhing about a9l £
samus Aaran's first fight on the planet zebes M—ﬁ%“‘ Uh&.‘hi:;_tz

o

N\ g,. samus's secrets revealed
s

and her connections. to the ancient chozo ﬁ"«.a i N Se— g

L
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civilization, but until you delve deep into _Eiv-.--. fa T >l B

metroid: zero mission, you won't know the half of it. unravel the | | f_:;::_'":;ﬁ ?’ = ) =
dramatically spun tale; root out 100 hidden items and earn the  ‘lg=% i?*ﬂi — %z "‘-'Q‘.-'::
game's best endings with help from the official nintendo rower | :.‘::!: LN, ﬁ_"'m}: $.
Player's cuide. chock-full of advanced strategies and comprehen- #ﬁfﬁmﬁ}v#rﬁwﬁﬁ

sive maps, the guide provides details that even adventuring

experts might miss. it's the definitive source for info on the mission | = R
that defines samus Aran. [ o z"?w‘ -
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- Complete callout- l:al:ked. maps
of every underground cavern, alien :
ship and ancient ruin

\\ / | = A full walk-through with strategies
r\ for collecting all uparades and items

in record time -

|+ Additional walk-throughs that focus on
| the game‘s_ most difficult challenges

- Strategies for the unlntkal:le
NES Metroid and details about
thE GEN'—'I link with Metmid Fusiun
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