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the official nintendo player's guide

Hn unidentified distress beacon has been

tracked to a.derelict space vessel in arbit

above Tallon IV . ..
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[ CHOZOLORE:HOPE ] # &~

- MORE AND MORE, OUR TORMENTED MINDS TURN TO THE NEWBORN.
AS THE WORLD CONTINUES TO SHIFT INTO BRUTAL, DISCONNECTED
IMAGES, SHE REMAINS INRRGURBLY REAL: A FEARRLESS FIGURE
DELVING DEEPER INTO THIS BLIGHTED WORLD, UNMINDFUL OF THE
TERRORS THAT AWAIT HER. WAS SHE THIS WAY BEFORE? WHEN
WE CHOZO FOUND HER, A FLEDGLING ORPHAN ON A SARVARGED
PLANET, DID A WARRIOR'S PULSE ALRERDY BEART IN HER VEINS,
FILLING HER WITH RIGHTEOUS FURY ? OUR HOPES LIE WITHHER . . .
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samus skills
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N

The Nintendo Gamelube Controller is one of the most well-designed gaming
devices ever created, and you'll need it to control one of the most deadly bounty
hunters ever known. Take a moment to examine the controls below, and refer back
to this page if you ever forget how to operate the Power Suit.

/*-&"

TR L UL |

samus controls T Tt

START
inventory R BUTTON
log book | free look

options targeting circle

L BUTTON Z BUTTON
lock on to enemies acCEsSs map
‘ strafe left & right
Y BUTTON
i launch missile
drop power bomb
X BUTTON
®§  CONTROL STICK
transform to
walk and turn morph ball
R BUTTON
CONTROL PRDOD fire arm cannon
quick select visors drop_bomb
left - scan visor
up - combat visor B BUTTON
dl-:iwn - therma_l visor jump
right - x-ray visor dodge (when strafing)
C STICK

quick select weapons

B[ MORPH BALL ]
L BUTTON

lock camera forward

“-q_llllllllllﬂl iia ...- iy x EUT TDN
: { ST enter/exit morph ball form
h ﬁ J ;4 99| ses R BUTTON
n - . T I?i 'F" drop bombs
L b [res

I'I: o =
L‘.‘F
J

3
= @

| 3 e = |’ : = . \(ﬂ-& )

| ﬂ D ‘ﬁ ;ii Y. £ Y BUTTON
: ' 15‘ | g - g, | ' drop power
2= TN &- : ie T bombs
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FIII controls and upgrades i
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The Inventory screen gives a brief dasl:riptmn of Samus’s current arma-
ments. The Log Book holds scanned data in five categories: Pirate Data,
Chozo Lore, Er&aturas Research and Artifacts.

{ CHANGING OPTIONS |

.-"'--...,L...-- -

\'nu can snt the u;a;itv.;f_;mur
visor, tinker with sound and

- graphics or reverse the Y-Axis of
your Controller.

e A

The Combat Visor is your window on the
world, and knowing how to use it is key
to surviving the harsh landscape of
Tallon IV. Check the list below for a
quick description of Combat Visor
options.

.DIEIII\ ENERGY METER

Health is measured by the amount of
energy in your Power Suit. If the meter
reaches zero, your game is over.

l“\ LOCAHL MAP
02

The map will scroll as you move through
the game. If you want to view a full map,
press the Z Button.

l“\ MISSILE COUNTER
003

Check the number of remaining Missiles
you have. Expansions appear throughout
the game, for a total of 250 Missiles.

l“\ WERPON SELECT
004y

Samus’'s Arm Cannon can hold up to four
different Beam types. The Beam colors
match doors and also some enemies.

ke \ RADAR
005

The Radar shows the locations of near-
by enemies. Your foes appear as small,
orange dots.

lll\ TRARGETING
006

The targeting icon pops up whenever an
enemy is in range. If you want to aim
manually, press the R Button.

“l\ THRERT METER
007

The Environmental Threat Meter rises
whenever you're near a dangerous natu-
ral substance, such as lava.

III\ VISOR SELECT
008

Samus can attain three visors in addition
to the Combat Visor. Use the Control Pad
to select the one you want.

lll\ LOCK ON
009

When you lock on to an enemy, the visor
will display a large targeting reticule.
Press L to lock on to a foe.

metroid prime (l L]
5
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B[ SCANVISOR | IR, ¥ THERMAL VISOR | I

-“""- L T e - ol B l*.‘ : — i — —
f - 55{-—_——-—' . ' Egl:lllllllllll

'
The Scan Visor is your most use- ' . P - If you need to see in the dark or
ful tool. You can scan items to v ey find a cloaked enemy, the
learn what they do, scan enemies | * vie Thermal Visor is your best friend.
to find weak points or even scan - The visor reveals concentrations
computers to learn valuable plot | . of heat, which makes even the
information. You can also use the / hest-hidden enemy stand out like
J Scan Visor to operate elevators, a sore thumb. It’s also capable of

doors, force fields and other
electronic devices. The golden
rule of Metroid Prime: Scan
everything.

finding Missile Expansions in out-
of-the-way places and helping to
supply power to non-functioning
doors.

( automatically equipped ) ( phendrana drifts (pg. 68) )

B[ X-RAY VISOR ]

~ The X-Ray Visor allows Samus to see and use invisible platforms, ledges and
other objects. It ean also spot power-ups that are placed behind solid walls.

ﬁ_nmu enemies, such as the Chozo Ghost, can be tracked only with the X-Ray
ISOr. : y .

( tallon overworld (pg. 96) )

- — Y. N _ VYV _W_ VY. __\
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% suits

B[ POWERSUIT ]

Suus'ssl‘mﬁutulh |
dﬂmtuimlurspncn i

'.|tw|lt:mrl! mﬂﬂh

~ weapons, and ively it
allows Samus to breathe
underwater, functionin

'-._lmnhd:nmnhlhfrmn
- any height. Samus can also
use the suit to curl into a tiny
ball {the Ball) and roll

- around. The r Suitis

~ Samus’s default suit.

:

( automatically equipped )

i GFIFIVITY SUIT ]—

[r(i’_ﬁ iu::'_-' : 'J

" Wy

4] s n
nl,g, £ q ‘E
g WEIH;; Fm Suiti n l
marvel of enginee
| :nmnwhl
~ makes it difficult to I-u:m

umlurﬂltnr ms:nm

finds the Gravity Suit, she

will be able tuimantlm.'
- underwater as if she were in
~ the open air. : :

( phendrana drifts (pg. 84) )

FIII controls and upgrades i

B[ VARIARSUIT ]

: 'Th.rmrs.mtmmu

great deal of puiﬂnﬂm
the crushing heat of raw,
- molten |: just tnn
~ much. The Varia Suit, howev-
er, can withstand even the
most extreme heat with
- ease (short of falling into a
T oring fhe flamied brosth ¢
- tering ] a a

= = = =

( chozo ruins (pg. 46)

B[ PHRZON SUIT | I

- all but the most potent of

~ radioactive wastes. It also
-.mluﬁ:iﬁlmﬂim
.'uul t
| ‘mu 'Hndltuntﬂ
thenndnnhum ,
! {

(phazon mines (pg. 108)

metroid prime (III
F 4

- . 2 i =




The Power Beam is the Arm Cannon’s
default weapon. It has the fastest
rate of fire of any weapon and is
great for clearing a room of small
enemies. Some enemies, especially in
the later levels, are immune to the
Power Beam. You can also use it to
open blue doors, though any weapon
(save a Missile) will open a blue door.

( automatically equipped )

i SUPER MISSILE |

The Super llinlh uses a
Fm Beam to fire five
s at once. It's a devastat-
ing lulct that can destroy most
enemies with a single shot. You
can destroy some walls and
other items with a r
Iﬁ:ﬂluﬁ.rn'.y :ndh A ttl:lu
charge ower Beam,
l_'.l'f to unleash a Super
sile.

' ( phendrana drifts (pg. 64) )

! Wii

! 8

\ nintendo player's guide

B[ WAVE BEAM ]

:~~] .f_"_ R
s,ﬂ._-_I | .:,:._ ) \

Electrical enemies of all stripes fear
the Wave Beam—and for good reason.
The weapon fires charged bursts of
electricity that can short out mechan-
ical devices and cause major damage
to energy-dependent foes. The Wave
Beam has a slow rate of fire, but its
unique three-beam firing pattern is
handy for shooting over the top of
embankments. It can also open purple
doors.

( phendrana drifts (pg.

60) )

B[ WRAVEBUSTER ]

:::mm the Wavebuster
anyone
Weapon arcs ac m
ues firing for as as you
th Y Button. The attack drains
your Missile supply ml:hv—lt
n i

- costs 15 Missiles t
- beam and about 10 per second to

h-n-tm

( chozo ruins. (pg. 78)




FIII controls and upgrades i

B[ ICEBERM ] _ [ PLASMA BEAM | I

Like an old friend returning after a
long absence, the Ice Beam is a wel-
come sight to Metroid aficionados
everywhere. The device fires a beam
that freezes many enemies solid—
until you shatter the frozen enemy
with a Missile strike. The longer you
charge the beam, the longer its target
will remain frozen. The Ice Beam can
open white doors.

energy, the Plasma Beam is perfect
for ice-based enemies and flammable
substances. It's perhaps the most
Enwarful weapon in your inventory,

ut you won't pick it up until late in
the game. Use the Plasma Beam to
P open stubborn red doors. (Note that
) only the outline of the doors are red. If
ﬂ m| 2 door has a red lock in the middle,
T you must break it with a Missile.)

H____‘__,hf__fJ Capable of firing bolts of pure molten

-

( chozo ruins (pg. 80) ) ( magmoor caverns (pg. 104) )
B[ ICE SPRERDER ]

B FLAME THROWER ]

—— - ---‘_. ll Fnr —— - - - . :
et : | ¢ £ - | away to warm them '3
, wwm:m
| O Illll'l at unfor-
I:n ga

| l.hﬂnwlmtmumduh
your Missile supply in a hurry, so
| mhmmlr. :

( magmoor caverns (pg. 102) 3 ( phazon mines (pg. 106)

metroid prime ( e
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@ morph ball
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B[ BOOST BALL ]

TT

(_-jgllll

Samus’s Morph Ball is ﬂlk;o
smooth but none too fast. To give
yourself some extra , grab
the Boost Ball. A speedy Boost
Ball can rocket up and down a
hnll:iopu to reach otherwise out-
of-the-way areas, and can also
operate machines called Spinner
Devices. You'll encounter the first
Spinner Device in Magmoor
Caverns.

‘LLL nintendo player's guide
! 10 | g I o W sl g W s W Yo ol m &

( phendrana drifts (pg. 50) )

to reveal secret tunnels or buried u

N

[ BOMBS / POUWER BOMBS | I

CTT
H

P

II 1 -
ey | .
.I.:,i.'l..h.h_ 'S
] l"_----_\I .

I| ‘1@
=1
S

- Bombs are a multifaceted weapon. Th-uir main fun:ﬁnn is to blow holes in walls
pgrades, but they also deal out damage to

approaching monsters. You can use Bombs to propel yourself into the air and
reach high places. The Power Bombs are an enhanced version of a reqular

~ Bomb. They cause much more damage but don’t increase your jumping altitude.

( chozo ruins (pg. 36) phazon mines (pg. 88))

i[ SPIDER BALL | I

qql.lllllll EEEERE

eee|@s0

~ You'll see minnntlc strips cnﬂﬂ

Spider Ball Tracks almost as soon
as you begin the game, but their
use won't become clear until you
acquire the Spider Ball. With the
Spider Ball, Samus can cling to
certain surfaces and roll over

~ obstacles, across walls and even
~ upside-down. ‘

( phendrana drifts (pg.

72) F)
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B[ MISSILE LFIUNEHEFI ] _ I[ SPHCE JUMP EIDCITS ]_

.__-_.‘I‘. e

: ———————— e mmmas e Jump Boots
R W \!ﬂlﬁh— N sl amuua rform a
(A4) ‘mh—uﬂﬁl @) - Jo® “: s a second
g« B B, ey
f =, L | $-4i 0 - | ts are great for jumping hig
| S¥ T, o l HMMﬂliM\'ﬁﬂllﬂLm — _-}:-, af |~ erand farther, and l::nn also
tch certain foes 0 Y |  bealifesaver if you misstep in
5 m‘sﬂ' m“’ﬂm ” h ~ midair and miss your intended
| es. ; _ i 1 gy \ f k ~ platform.
| 2 - ." !'* 4 L - -
( chozo ruins (Pg. 30) _) ( tallun uverwurld (pg 55) | )

B GFIFIPF'LE BEFIM ]_

Sm‘: Ggqph I“IIH‘-I her to swing irum predetermined pusmm
Cross lll’ﬂrﬂ gaps instantly. By pressing, holding
can swing from Grapple Point to Grapple
I'nmt lrlllnmn lpn thn Im:t landscape in a hurry.

l._ ]
1

(phazon mines (pg. 54) )

metroid prime r nne
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~ [ SCAN VISOR TECHNIQUES ]

{EIUEST FOR THE scm F'UINTS T = Byt

[ SCANNING FOR SWITCHES | S, =

prologue:

i SHIELEIS DOWN ]“
: | .| Upon exiting Samus’s ship, you will

see a blue force field. There are two
red lights on either side of the field.
Lock on to each light with the L
Button, then blast it with a single shot
from the Power Beam. By doing so,
you will drop the barrier.

Walk down the plank and
look for a glowing blue
square. It's called a Scan
Point, and you'll find hun-
dreds of them throughout the
game. Red scan points usual-
ly activate a device or reveal
a needed piece of informa-
tion. Orange scan points con-
. tain random bits of data—

it they usually are not entered

into the Log Book.

'

f*ScmFohtnlnl'talmn
..L'-! mumm:
it _mummmm
" ~ing area. Look for Scan

-
e
-

Points onc ers,

if'l:f' ~ doors and wall monitors.

© = Youcan also scan the envi-

- ronment to find structural
weaknesses or natural

The Scan Visor is invaluable in com-
bat. When you scan an enemy, you'll
receive a wealth of information on
it—including history, weakness,

‘strengths and more. Once you've

scanned a foe, you'll usually have a ;
better idea of how to attack it.

above tallon IV

Metroid Prime begins aboard a derelict Space Pirate ship as it orbits Tallon IV.
Your initial tour through the ship will act as a tutorial level where you'll learn the
basic mechanics of the Power Suit. Though you shouldn’t have much trouble, read
the walk-through below for extra tips.

i[ THE DOOR IS AJAR ]

i [ AWORLD OF LERRNING ]

LY L
ﬂ'51-|—|—|-----"

SCAN CDmMpseEDer,

OrCm RLEn o

Emergency Ehldﬁﬂﬂ Hrea -‘
— - _E:) = P o T |

Each‘time scan something important, it will be recorded in your Log
Book. You r.ai check the book atmw hmn Iw pmsm the smt Button to
access Ihnmlnm

.-
HT@E W\
=i & .k

o

| The first true door you'll encounter is

a blue door. There are four different
types of doors in the game—blue, red,
white and puJ:Ie—and to open each,
you'll need a different weapon. You

- can open blue doors by shooting them

with a Power Beam. Some doors are
locked and must be shot with a

. Missile first.

TS A You can run down the first

hallway and continue on your
- way, but take a moment to
examine the walls with the
Scan Visor. You'll glean all
kinds of information if you do.
If you want to get the most
out of Metroid Prime, scan
everything you see—most of

~ the key plotline elements are
told via Scan Points.

©If you fill up 50 percent of the Log

Book, you will unlock a collection of
awesome concept art straight from
the design team at ﬂﬂm Studios. If
you fill every last entry in the book,
you'll unlmg another qrﬂt set of art.

T T S . W T -

Gl nintendo player's gquide
! e el s W e W sl g W e W7 W el m |



I [ AIR LOCK RVENUE ]_

Once you enter the air lock, you won't
be able to leave until it is repressur-
ized. Use the Scan Visor on the blue
square (located at the left-hand side
of the room) to equalize the pressure.
If you're successful, the door at the
end of the room will turn blue. Shoot it
and continue down the tunnel.

Parasites are common creatures.
They are harmless alone but can be
a nuisance in numbers. Once

reach the surface of Tallon IV, you'll
discover many different breeds of
Parasite—some of which are quite
difficult to take down. For the
mnt,mtblutthmmlhﬂu
Power Beam.

# [ LOCK AND LOARD ]

FI BB above tallon IVE

The first real threat you encounter is a wounded Space Pirate. It's located at
the far end of the Emergency Evacuation Area. Lock on to the beast with the L
Button then end its suffering with a few Power Beam shots.

-] [ EHFIHGED AND HEFiD‘I" ] _

The ship is filled with Space
| Pirate remains and unbeliev-
able amounts of wreckage.
Scan the bodies to learn
about how and why they per-
ished, then scan the sur-
rounding area to learn a bit
about what happened to the
ship itself.

| The Eath through the ship is
| blocked by fallen rubble.

. Most of the rubble is impene-
trable, but you can destroy
some of it with the Charge
Beam. Press and hold the A
Button until you see a ball of
light appear at the end of the

- Arm Cannon. When you
release it, a superstrong
Power Beam blast will clear

'il:-h- * Death caused by a i away the rubble.

g of the spenal cord,

i':r_

. The hluh—oﬁhnvﬂﬂqﬂutm’:
‘Pran L Buttonto lockontoa

foe, nhmitﬂprmnngm 3

‘to target the next enemy in line. Use

d get a sense of ﬂ:ﬂq:ntiun. It's the
% to look up or down without
| on to an enemy. An important

~ the technique to eliminate th;uum—n, technique to master is the look and
inuunaniis before mﬂﬂms : lock. Look around with the R Button,
3 then press the L Button and release
the R Button as :nnnlunmaw
comes into view.




# [MAP STATION ]

# [ MORPH BALL ]

Each area of Tallon IV contains a Map
Station where Samus can use her suit
to download detailed maps for each
world. To activate a Map Station,
walk into the hologram in the middle
of the room. To reach the Map Station
on the Pirate Ship, you must roll down
. a small tunnel in the hallway before
the first elevator.

The Morph Ball is your ticket
to the small time. Whenever
you need to enter a tunnel or
roll through a crack in a wall,
try the Morph Ball. Press X
to assume Morph Ball form.
The camera will switch to a
third-person perspective in
Morph Ball mode, whichis a
good way to get a different
look at a room. Press X again
to leave Morph Ball form.

You must activate elevators before
you can use them. Look for a Scan
Point to the left or right of an eleva-
tar, then scan it to turn the lift on.
Once it's powered, step into the holo-
gram and let it take you where you
need to go. Upon leaving the lift, use
;I;elr Morph Ball to avoid electrical

1s.

Mmheﬁhﬁ-uph _ e
mtuhzhfﬂi%l‘m deactivate them. Note that you'll have
I I: -II B = . il .-..-- | 2

B[ PIRATE LOG ]

The Chozo aren’t the only ones who
keep detailed records. You, too, can
learn about evil goings-on by down-
loading Pirate Logs. You'll find most
of the logs in Phendrana Dnifts and
the Phazon Mines, but a couple lurk in
other places. Pirate Logs appear as
red Scan Points.

#] 1] nintendo player's guide
5 \ |




# [ PRECIOUS PIRATE BOOTY | I

- As you move deep into the

ship, you'll find Space
Pirates that are more ener-
getic. If you're low on health,
take them out with Missiles.
Otherwise, it's a great
chance to practice your
strafing technigques.

—Illahuve tallon IVB

] FilﬂE SAMUS, RIDE ]
F A-..;:::*-—-—"F- -
v f LT T e -::;;";

=
i

’1 '::',-.a

‘h_": - .::‘.-ﬂ

-
II

T

:'.':.1

2 Za
e i

The second elevator you'll encounter works on the same principle as the first.
time you ride an elevator, use the R Button to look up or down (when possi-
ble) and make sure nothing is going to ambush you.

#[ BOWLING FOR DOORS | I

o —
R

oy v S =,
N |esss 13 P' e
=t Ik 4

Jlﬁl '@

\% i :
‘\ﬁb'ﬂ i‘f} — ‘xhé‘q?

L ".u
__i .-r' il ' ; e Ll
P oy . 1'#*, ; i -;t"-._ - .. . ‘;::tr

When you reach a room with a round
indentation on the floor, look for a
Scan Point nearby. Scan it, then roll

into Morph Ball form and enter the
indentation to open the main door.

| STFIFIFING TECHNIDUES ]_
=_[$T ING |

¥ i = = “;_____...I- ! = F 2
Sl W

B[ SAVE STATION ] _

The Save Station is a lifesaver, no
matter where you are in the game.
Each time you encounter one, you'll
want to save your game. Even if you
haven't made significant progress, the
room will restore any energy you
might have lost.

ﬁ;m,mg#'ﬂm X
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| PHRASITE QUEEN ]

The crazed experimentation that was taking pllﬁn un the ship obviously -
spun out of control. And while most creatures perished, there is one that

remains. Take out the massive Parasite Queen before she turns you into a
tasty snack. - ;. :

[ LOCATE THE WERKNESS ]
q."_‘ﬂhu..___*__n_”__f:'_’.' ;

-

o merain W00 Nad Deen Oeied ted
Pl O R Saaaff e
|

L-"' e b e garieay Do S “"--J
i s e | 1
v v . | . “r r
ey s .pﬂﬁ m |

Scan the Parasite Queen to find a weak ]-min.t '[thn i:;nuthl then tm:k on Ind
fire away when you see a gap in the force field. If you don't scan the
queen, you'll fire at her belly—you can win that way, but it takes longer.
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The Parasite Queen’s defeat
also foretells the beginning
of the end for the Space
Pirate vessel. Jump into the
nearby air duct and start run-
ning for the exit. You'll have
to deal with Space Pirates
and Auto Defense Turrets
along the way—use the Scan
Visor to disable turrets
whenever possible.

B[ SPEED IS KEY ]

= - J 1 il-"—‘ - x i -h-\-\-“-"‘-__

Once you enter the tunnels, transform into Morph Ball form and roll. When
Parasites attack, simply roll through them. At one point, a large piston will
block your way. Follow it as it retracts and look for a tunnel on the right.

B(METRRIDLEY | M AT,
e SR o ' A familiar foe is stowed

. away on the Pirate Ship. The

. gigantic beast, Meta Ridley,

. was thought to have been

. destroyed on Zebes, but it

\ 4 somehow survived. After he

flies away, scan a nearby

computer for information on
the creature.
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Your final obstacle is a large chasm. Press L to engage the Grapple Beam, then
swing to the other side. When you hit the middle of the chasm, release L then
quickly hit it again—you’ll attach to the second point automatically.

[ AHORRIBLE MALFUNCTION ) I

| Just as Samus is about to make her
.| escape, alarge blast will send her
flying. Though she’ll survive the blast,
~1 it will cause numerous malfunctions

| in the Power Suit. When you land on
| Tallon IV, your only defense will be the
“ Power Beam. Run to your ship and get

. ready for the real adventure to begin!




tallon IV.maps

Tallon IV is a massive place with many areas you won't be
able to access from the start. Any time you get lost (or
just want to see if an upgrade is nearby), turn back to
these pages and consult the map.
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l\ UPGRADES IN TALLON OVERWORLD

There are two lists below. The one on the left shows upgrades that
you receive in the Tallon Overworld. The one on the right shows the
recommended order for collecting every upgrade. Each upgrade is
shown on the map with its corresponding room name and page number.

. SPRCE JUMP BOOTS order of collection:

Missile Launcher
' X-RAY VISOR Morph Ball

Morph Ball Bomb
Boost Ball

Space Jump Boots
Wave Beam

25
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'\ EXPANSIONS AND ARRTIFACTS

If the items below are available, they will appear on the area’s map.
The walk-through also contains detailed instructions for procuring
each item. Refer to the given page number to find the tips.

{ & ) MISSILE EXPANSION CHOZOARTIFARCT

(@) ENERGY TANK

I @ POWER BOMB EXPANSION

l\ STATIONS

El SRVE STATION 2 MISSILE STATION
M MAP STATION

III\ nintendo player's guide
I8

'\ WORLD MAP PLARCEMENT




FI Bl tallon overworld mapil

ﬁ:-’::mﬂﬂ:;ﬁﬁ @ Tallon Overworld @ Chozo Ruins Magmoor Caverns @ Phendrana Drifts Phazon Mines

. connection within the same area

SPARCE JUMP BOOTS Fricate Crash Site
pg. 56

Cargo Freight Lift to
Deck Gamma
pg. 90

X-AAY VISOR
Life Grove

metroid prime ( (1]
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.chozo ruins

ICE BERM
Antechamber

pg. 80

<2 Elder Chamber

Hall of the Elders
@' pg. 100

Furnace
@" pg. 44
s ' Furnace
A / py. 100

'\ UPGRADES IN CHOZD RUINS

There are two lists below. The one on the left shows upgrades that
you receive in the Chozo Ruins. The one on the right shows the recom-
mended order for collecting every upgrade. Each upgrade is shown on
the map with its corresponding room name and page number.

MISSILE LRUNCHER order of collection:
{""# 1 Missile Launcher
2. Morph Ball
‘MUHPH BALL 2 MGk
- 4. Morph Ball Bomb
CHARGE BEAM 5. VariaSuit -
= 6. Boost Ball
1. Space Jump Boots
MORPH BALL BOMB 8 Wave Beam
9. Super Missile
10. Thermal Visor
@ VARIA SUIT 11 Spider Ball
12. Wavebuster
@ WAVEBUSTER = ',;‘;'m“.““h“. :
15. Power Bomb
6. Grapple Beam
ICE BEAM » x_ngg'm
18. lce Spreader
19. Plasma Beam
20. Flamethrower
21. Phazon Suit

'\ EXPANSIONS AND ARTIFACTS

If the items below are available, they will appear on the area’s map.
The walk-through also contains detailed instructions for procuring
each item. Refer to the given page number to find the tips.

[ &) MISSILE EXPANSION CHOZORRTIFACT

(@& ) ENERGY TRNK

@ POWER BOMB EXPRNSION

l\ STATIONS

SAVE STATION B MISSILE STATION
M MAP STARTION
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F BB 0 chozo ruins mapll
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WARVEBUSTER e

Tower of Light
pg. 78
T (@)
pg. 101 - Tower Chamber /.x
pg. 87 \ 3

o e 100 @ Vault Access
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_,: MORPH BALL
4 Ruined Shri
pg. 34

CHRRGE BERM /[ & ;
Watery Hall ""®
pg. 40

VARRIR SUIT
pg. 87 g

9 .}3. Transport Access North
pg. 34

MISSILE LAUNCHER
™ ' Hive Totem
pg. 30

@ Tallon Overworld @ Chozo Ruins Magmoor Caverns @ Phendrana Drifts (@j Phazon Mines

o Elevator to new area
(lcon identifies areal

. Connection within same area

metroid prime (“l
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'\ UPGRARDES IN MAGMOOR CAVERNS

There are two lists below. The one on the left shows upgrades that
you receive in the Magmoor Caverns. The one on the right shows the
recommended order for collecting every upgrade. Each upgrade is
shown on the map with its corresponding room name and page number.

@ ICE SPRERDER order of collection:

@ PLASMA BEAM

NEEIRREORRsERNAneLNS
iF

'\ EXPANSIONS AND ARTIFARCTS

If the items below are available, they will appear on the area’s map.
The walk-through also contains detailed instructions for procuring
each item. Refer to the given page number to find the tips.

(&) MISSILE EXPANSION CHOZORRTIFRCT
ENERGY TANK

@ POWER BOMB EXPRNSION

'\ STATIONS

E] SAVE STATION M MISSILE STRTION
M MAP STATION

Ill\ nintendo player's guide
e
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Fl BB magmoor caverns map

Elevator t -
“::ﬂ' i:;n:'iri::" a::ﬂ @ Tallon Overworld @ Chozo Ruins Magmoor Caverns @ Phendrana Drifts Phazon Mines

. Connection within same area

:'f'ﬁr; ICE SPRERDER
"*/ Shore Tunnel

pg. 102
Fiery Shores
pg. 61

23




phendrana drifts

l\ UPGRRADES IN PHENDRANRDRIFTS

J There are two lists below. The one on the left shows upgrades that
you receive in the Phendrana Drifts. The one on the right shows the
recommended order for collecting every upgrade. Each upgrade is

I shown on the map with its corresponding room name and page number.

. BOOST BALL order of coliection:

. SUPERMISSILE

. THERMAL VISOR

EpREgreNonawn~
£

21 Phazon Suit

l\ EXPANSIONS AND ARTIFACTS

If the items below are available, they will appear on the area’s map.
The walk-through also contains detailed instructions for procuring
each item. Refer to the given page number to find the tips.

@ MISSILE EXPANSION CHOZORBRTIFRCT
ENERGY TANK

{@ ) POWER BOMB EXPRANSION

l\ STATIONS

B SAVE STATION & MISSILE STATION
M MAP STATION

RaN nintendo player's guide
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lce Ruins East
pg. 76, 115

Ice Ruins West




FIII phendrana drifts mapil

GRAVITY SUIT
Gravity Chamber
po. 84

Gravity Chamber
pg. 115

SPIDER BALL /g«
Quarantine Cave
pg. 72

Research Lab Aether
pa. M
: \ SUPER MISSILE
. Observatory
pg. 64
- BOOST BALL
Phendrana Canyon
pg. 50
¥ Elevator t ' by
evator lo new area :
WAHVE BERAM o (icon identifies area) @ Tallon Overworld @ Chozo Ruins

m " Magmoor Caverns (#) Phendrana Drifts Phazon Mines

@ Connection within same area
“, P

metroid prime 'lll
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phazon mines
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l\ UPGRADES IN PHRZON MINES

J There are two lists below. The one on the left shows upgrades that
you receive in the Phazon Mines. The one on the right shows the rec-
ommended order for collecting every upgrade. Each upgrade is shown
on the map with its corresponding room name and page number.

POWER BOMB order of collection:
Missile Launcher
Morph Ball

Charge Beam
Morph Ball Bomb
Boost Ball
Space Jump Boots
Wave Beam i

r
Elevator to new area E
(lcon identifies areal @ Tallon Overworld @ Chozo Ruins

Magmoor Caverns @ Phendrana Drifts @ Phazon Mines

@® Connection within same area ;
L

@' GRAPPLE BEAM

@ FLAME THROWER

PHAZON SUIT

|
2

{
?

S
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IR, WORLD MAP PLACEMENT

l\ EXPANSIONS AND ARTIFACTS

If the items below are available, they will appear on the area’s map. -
The walk-through also contains detailed instructions for procuring -
each item. Refer to the given page number to find the tips.

@ MISSILE EXPANSION CHOZORARTIFRCT

@ ENERGY TANK -

I @ POWER BOMB EXPANSION

l\ STATIONS

El SRVE STRTION B MISSILE STRTION
o MAP STATION

rl: N nintendo player's guide
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FIII phazon mines mapll

GRAPPLE BEAM 9
Storage Depot B "\ %
pg. 94

phazon mines: level |

Elite Research
py. 96
FLAME THROLWER
Storage Depot A
pg. 106
Main Quarry
Security Access A
pg. 97
phazon mines: level 2
o \, Metroid Quarantine A
A pg. 10
Elite Control Access
pg. 92
' Phazon Processing Center
pg. 114
Ventilation Shaft
pg. 95
"f ) i = Fungal Access
_.} wm Dynamo 0g, 113

phazon mines: level 3

Phazon Mining Tunnel
pg. 113

Processing Center Access
pg. 4

Fungal Hall B
pg. 110

PHRZON SUIT s
Elite Quarters 'A%
pg. 108

Metroid Quarantine B
pg. M

metroid prime ( -
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using the guide

Metroid Prime is a very nonlinear game (which means you can explore almost anywhere you want), but there is
a recommended way to do things. The bulk of this guide is a walk-through that lists tips in a8 recommended
order. If you want to find a specific item, check the index on page 136. -

IDIDII\ REARDING THE MAPS

Each map consists of a series of highlighted rooms through which you must
travel to reach the next upgrade. The map’s starting point is your last location, _
and the end point is the room that contains the next upgrade. Stations, e e s
upgrades, expansions and Artifacts appear on the map. 1 p—

| o @G

III\ NUMBERED STRATEGY TIPS e
s . ?!F' Tﬁ'
Any time you need to perform a specific action, the event is numbered and

explained. The number also appears in the corresponding room on the map.
Note that only significant events are explained—you're smart enough to shoot = S T
enemies without a reminder from us every time. | Snare .

PEan g

x-ray visor @

r

e = = PR -

. i

IR STRATEGY TIPS WITH ITEMS H : ﬁﬁ' 2

Some strategy tips have accompanying item icons. The icon means ! b
one of two things: either that the tip leads to an upgrade (such
. as an Energy Tank ) or that you need to undertake a specific

action (such as scanning) to complete the tip.

T:]TJL\ ENEMY AND CHOZO RRTIFACT TIPS

When you encounter a creature for the first time, it will be introduced
in a blue box. Orange boxes cover Chozo Artifact encounters.

I::E\ BOSSES AND UPGRADES

Boss battles are shown in red strategy boxes. If you collect a Power

0
. Suit upgrade, its icon will also appear in the box.

I:'ITE.\ EXPANSION MAPS

Blue maps show tha locations of Missile, Energy Tank and Power Bomb
Expansions. Since you can collect them whenever time (and upgrades) permits,
there is no highlighted path on the maps. The order in which they appear in this
guide is both logical and pleasing to the eye.

Ill! nintendo player's quide
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prime walk-through

So you've landed on Tallon |V and can't guess where to go
next? Not to fear. The prime walk-through will guide you
from the first room to the final boss.

| N 4 £ metroid prime r;;l
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secondary item:

missile launcher

Samus has found herself on a strange planet with only the Arm Cannon for
defense. If she is to survive the harsh conditions and unlock the secrets of
Tallon IV, she will need to upgrade her arsenal. First on the list is an item perfect
for long-distance strikes: the Missile Launcher.

% PATH TO THE MISSILE LHUNCHER

@ MISSILE LAUNCHER

e I

......

chozo ruins =

B SAVE STATION
8] MISSILE STATION

tallon overworld

 tallon overworld AREEEENNNENENNRANS
.l:lll:lll LANDING SITE T:H_:‘\ CANYON CARVERN .

#[ A BRAVE NEW WORLD | .. 0 [ BEETLE )

You will land in an open field

on Tallon IV. Though there is _ The first you'll
much to explore, you can . : : encounter is a Beetle, a
reach only two doors at first. creature that
Save the game by entering attacks by charging at
1 Samus's spaceship, then set its prey. You can destroy
i fi out for the door directly in an oncoming Beetle with
| | front of you. Samus’s ship is a few shots from your
I.f;,“ @ I the only save point that Arm Cannon. If multiple
- o restores energy, Missiles critters attack you, tar-
‘\I K k and Bombs—once you've get them la.pullhl and
¢ 3 W\ acquired them. releasing the L Button.
) L! - As soon as one is
B - destroyed, move on 1o
" -~ A, \ Y the next.

i nintendo player's guide
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FIII missile launcher
1R, TRANSPORT TUNNEL A

i ZOOMER ]

i SAP SAC ]

B = —i'IL:a— -

‘I.‘:
. e -"‘:_

— -
g— et .'-.\‘_
i
- l-nn--fﬁ'ﬁ#"\r—"""’ I
t ]
oy
! -
= ]
4
P ']

1 you fire  fow blasts at
: .Iﬁ“mi:l‘:ﬂiq
ﬂ.“ﬂpnati-nq is usually

to
destroy any enemies in
the area. It can also
harm you, so don't stand
too close if you decide
to take one out. :

Zoomers are spiky creatures that have the ability to cling tq;,'nnd climb,
walls, ceilings and other sheer surfaces. Thor are relatively weak crea-
tures, and can be dispatched with a couple of Power Beam blasts. Avoid

touching the creatures’ sharp spikes.

uins L LT LT

RUINS ENTRANCE 'UEIS\ MAIN PLAZA

0oy
i CHOZOLORE ] The Main Plaza in the Chozo Ruins is a large, open
M - -- gasih” area filled with dying plant life. It is also the main hub
‘Wﬁ of the Chozo Ruins, with doorways leading in multiple

directions. You will return to the area often.

S

) -"""1'”. i
= "" R
The former inhabitants of Tallon IV were a race of beings known as the Chozo.
Before they evacuated, they scattered nodes of information—known as Chozo
Lore—across the face of the planet. Once you scan a piece of Chozo Lore, you
can read it in the Log Book. Look for the nodes behind shimmering wall panels.

g, e _ I'}?"‘* |
Chozo Ruins
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'“\ NURSERY ACCESS
006 .

| B[ SCRRAB |
T | Scarabs are tiny creatures that live in large called
= _ swarms. When uhm“nhmmﬂn
f., "9!—--_:_' . floors and ceiling. If you get too close to a swarm, it will
- explode and cause serious . Wait for the swarm to
stop moving before you attack, then destroy the entire

mess with Fmrﬂaﬂ.lt'unr“oodwm

restore In:t energy—swarms tend to leave energy behind
when eliminated.

l gl g AN :‘f.!..a_

g. . ’ -135
B s - _f.f-'":: "-:;":j - ¢ 71;*‘“ B i
| e h“':. W Lae™ =~ i "F -‘i_l.

B[ EYDN ] B[ WAR WASP |

oy R EYON TUNNEL . iy RUINED NURSERY .

B[ WAR WASP HIVE ]

A — - = The large, m e, hon-
%gh Fh"--n'ﬂ-l: i1 "';g‘f “mlh GI!H:II
_ _ ( S 85 _’@ that reside on walls and
A solid mass of optical . ceilings are War Wasp
tissue, Eyons are a ~ I-hn. You can destroy a
bizarre sight for even the hive once you earn the
most hardened of | Missile Launcher. If you
explorers. Eyons fire | blow one up, it will
deadly green lasers from ~ regenerate shortly
their single eye, but you thereafter—so it may be
can make them shut é best to save your pre-
their lids with the Power -\ cious Missile ammuni-
Beam. Once you've tion.
earned the Charge
Beam, you can use it to
destroy Eyons.
Save Stations are located in various

laces around Tallon IV. To use a Save

tation, simply walk into the holo-
gram in the middle of the room. You
will save the game and also refill
your energy. If you need an energy
refill but don’t want to save, you can
do that also.

1L nintendo player’'s gquide
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iR TOTEM ACCESS

B[ PLRZMITE ]

g P the most beau-
- tiful life-form on Tallon
. IVis the Plazmite. The
: small creature emits a
- radiant glow wherever it
by mmmwm
trouble and are mostly
harmless unless encoun-
tlrﬂn:rmln;adwk
" space reina
#lu.m?ﬂnoow

‘4  Plazmites—they provide
. | much-needed illumina-
i E m

Tangle Weed is an indigenous life-form that grows all over Tallon IV. The
weeds slowly wave back and forth in the air, even in the stillest of
breezes. If you shoot at a patch of Weed, it will retract into the
ground. Unlike most of the planet’s flora, Tangle Weed is completely
harmless, but it slows you down.

i [ WATERBORNE ILLNESS ]_

The waters of Tallon IV are
filled with a deadly poison
that will quickly drain
Samus’s energy. Use the

. Environmental Threat Meter
. at the left-hand side of the
screen to see if you are
close to the murky depths.

Some rooms contain crates
that you can destroy with the
Power Beam. If you blast a
crate, you may receive ener-
gy or some Missiles for your
| trouble. The blast is harm-
i"1" | less, so stand as close as
=1 you like.

FIII missile launcherll

118 HIVE TOTEM
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The Missile Launcher upgrade is guarded by a strange device called a Hive
Mecha. When you enter t Humul Pool, jump to the middle of the room
and prepare fnr a fight. 3 :
; .-"II'EHTI:I“I-"T"'— J,"I-:_-EE[.” Ty “.-T:.-”“_“-.__-.H
l-l.l' i "“
' et S \\ _ 7 "'.,\
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The device will open up and release a swarm uf Ram War Wasps. As they
circle you, take them out—listen for a high-pitched squeal that signals
when one is about to strike. Once the last ﬂlhr Wasp is gone, shoot the
red opening in the device itself, then repeat the process two more times.

...[1.|l.i|..|,l-l|-.

e T, cae— : . e N

In addition to causing heavy damage to your enemies, the Missile
Launcher can open certain doors. Once you've blown the lock off a door,
you can open it with the proper Arm Cannon setting.

metroid prime r 11
EE

—




“% PATH TO THE MORPH BALL

‘&) MORPH BALL

@ MISSILEEXPANSION ™ MAP STATION

ENERGY TANK

SAVE STATION

RANSPORT ACCESS NORTH

B[ ENERGY TANK ]
; : Samus can add to her maxi-
%’é‘ mum energy storage capaci-
e ty by picking up Energy
Tanks. The first such tank is
in Transport Access North. To
reach it, send a Missile into

the door behind the ruined
Hive Mecha, then walk
through. You can pick up the
Energy Tank simply by walk-
ing over it.

\ nintendo player's guide

chozo ruins

Ry "-'1-" i

With her Missile Launcher at the ready, Samus is prepared to take on larger,
more dangerous enemies. The new tool will also grant her access to previously
forbidden areas, including a room that hides a small, round secret.

§ RUINED GHLLERY .

B[ BLASTCAP ]

The Blastcap

~ will quiver and ex when

4 rnclnd You'll often find
ey m growing near pools of stag-
4w nant water. Keep your distance

mluﬂuuwunumtrmrm.




I[ MISSILE EKF’FINSIDN ]

After you re-enter the Ruined Gallery, drop to the lower level and use the Scan
Visor to find a weak section of wall. Blast the wall with a Missile to find a
Missile Expansion. If you had the X-Ray Visor, you could see the expansion.

s 9 MAP STATION

# [ MAPPING AR PLAN OF ATTACK ]

Walk to the door at the far
end of the Ruined Gallery
(underneath a rock overhang)
and blast the lock with a
Missile. The room beyond is a
Map Station. By entering the
hologram, you will download
a map of the Chozo Ruins to
Samus’s Power Suit. Press
the Z Button to bring up the
map screen.

THeMAINPLARZA

g [ MEET THE BEETLES ]

1 When you return to the main
plaza, you will have to dis-
E:tch a larger group of
etles. Don't waste your
Missiles. Instead, lure the
Beetles out of hiding, then
jump to a higher level and
blast them from above.

I [ FIEI:I DDDH IN THE MDFININE ] —

Once you've cleared the area
of enemies, walk to the
locked door near the point
where you first entered the
Main Plaza. Use a Missile to
destroy the lock, then open
the door with a shot from the
Arm Cannon.

—III morph ball
e § RUINED SHRINE

l[ EEETLE BRILING ]_

Upon entering the Ruined Shrine,
. you'll be attacked by a dozen or so

| angry Beetles. Target them one at a
time with the L Button, and keep
strafing in circles. Don't worry if you
take damage—defeated Beetles drop
energy with some frequency. Once
you destroy one Beetle, quickly
release the L Button and press it
' :!gain $0 you can target the next in
ine.

[ F'LFITED BEETLE ]

e e e s s

S P
=3 ‘-«"“

Botre o oo & ot ‘#:L"::

nwwlnlttr.tn imm‘hnhnl. s

Plated
nudtnllni'

snmhut close while thu nmatm
two feelers on the side of its head

e pasty 'ﬂmmmmn

I.ml onto thlfllml Beetle and st
jinks back and forth. When you see
twitch, quickly jump to the mdn.lt will
:hutltnaﬂpuudahdmmmm uun the battle.

;lp.ur e !:::L the Pilm
etleis a
Press the X Button to :ﬂr :
Morph Ball form and roll around.
Once you get a Hul for the
Morph Ball mechanics, leave tln
;::Imm and Inud back u the Hm
aza. :

metroid prime rlll
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collect power-ups

Now that you have the Missile Launcher and Morph Ball, you can backtrack and pick up a few
essential power-ups. Don't seek out the Charge Beam until you collect the items below.

%, POWER-UP LOCAHTIONS

&) MISSILE EXPANSION

{ @) ENERGY TANK

ERENERENNRNNRRNREN
NeQ TRANSPORT ACCESS NORTH T MAINPLARZA
5[ KEEP ON ROLLIN' ] %[ ENERGY TANK ]

R

Transport Access North lies behind the door at the far end of the Hive Totem Upon exiting Transport Access North, you'll enter a room with an elevator.
(where you received the Missile Launcher). Once you enter Transport Access Hang a right and walk through a blue door—you’ll find another piston there.
North, you'll see a small hole that's just Morph Ball size. Roll through the hole, Curl into Morph Ball form and ride the piston, then walk through three more
then make your way across a series of moving pistons that push you ever upward. blue doors until you reach another Energy Tank.

36 P p— g . T o = 5=y Y
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on - overworld

e RLANDING SITE

B[ MISSILE EXPANSION ]

&)

When you return to the
Landing Site, save your
game at the ship, then
look for a small crack in
the wall. It’s located
directly behind the
Hunter Ship.

The crack is full of Tangle
Weed, which is more annoy-
ing than anything. Shoot the
weed, then quickly turn into
Morph Ball form and roll into
the crack to find a Missile
Expansion. Once you get it,
roll out before the weed
regrows.
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e . TALLON CANYON

i [ GEEMER ]

L

Geemers are ;
tougher. Once you have the Ice Beam you can freeze the crawlers in their
tracks, but just ignore them for now. To reach the next area, the Root
Cave, look for a series of rocks on the left-hand side of Tallon Canyon
(near the waterfall). Jump up and around the edge of the room until you
reach a blue door on the overhead floor. :

ionary offshoots of the Zoomer family, but much

—Illmnrph GET]

Too 9 A00T TUNNEL

#[ BLOODFLOWER ]

_ g
o S S B S

o RO0T CAVE

B[ PLATFORM PRATFALLS | I

[ ;i"-"'r'

%W
= — - g
A A A
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A twisting series of platforms will lead you to the bottom of the Root Cave.
You can take the slow and steady route—jumping from ledge to ledge, elimi-
nating enemies as you go—or try a more direct method. If you're the impatient
type, just fall to the bottom of the shaft.

IR TRANSPORT TUNNEL B
UEE’%@

[ MISSILE EXPANSION ]

B S ™ .
-q___m":’

S Piia
[ i b |
L '

s

The blue door at the base of the Root
Cave leads to Transport Tunnel B.
Walk until you see a bridge enshroud-
ed in steam, then walk off the edge of
the bridge to find a Missile Expansion.
The door at the far end of the hall
leads to Magmoor Caverns, but you
can't spend time there without the
Varia Suit. Leave the tunnel and head
for the Landing Site.
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Before you can enter the final area of Tallon IV, you must collect 12 artifacts that the indigenous
Chozo left behind. You'll have only a few mysterious clues to help you out.

"%, ARTIFACT TEMPLE
CHOZORRTIFACT

allon overworld EREERENRRNENRNNANE
1

ooz ALENDING SITE 11 TEMPLE SECURITY STATION o
B[R SECRET DOOR ] B[ PIRRTE LOG ]

E | —

Head to the waterfall in Tallon Overworld (near Samus’s ship) and look to the
left for a grassy ledge. Leap up to the ledge and walk forward (you’ll travel
behind the waterfall) until you find a blue door.

IR TEMPLE HHLL

B[ SEEDLING ]

Seedlings are similar to Zoomers,
with one important exception:

They can shoot spikes at intrud- - - ‘ -
ers. The Se s will fire at you The Space Pirates located the Artifact Temple when they first came to Tallon

as soon as they detect your pres- IV, but subsequent research on the site has proved fruitless. Scan a hologram

ence, so wipe them out with the : - : :
Arm C satting of your in the Temple Security Station to learn about their efforts.

choice.
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e HARTIFACT TEMPLE

§( PILLARS OF THE COMMUNITY ]

_I Bl morph ballll

=%

SN
he
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The Artifact 'hmpl! has slots for
12 Chozo Artifacts. You can scan
the pillars for clues about Artifact
Io-r.mm but only a few will be
active at m time. Below,
we've IIH e clues for each
Artifact. If you want exact direc-
tions to an Artifact, check the
index on page 136. We'll give you
one right now—the Artifact of
Truth will automatically be yours
wh-n you ntar the center pillar.

I.[ ARTIFACT UF TRUTH ]
~ Truth’s Amlant awaits those who truly seek it.

I[ ARTIFACT OF STRENGTH ] “'

“ The heat of Magmoor was a test for many wnrnnrs A Shrine in their
honor holds the Artifact of Strength. ;

l{ ARTIFRCT OF ELDER | —.

Invaders have claimed Phendrana as their own. A tower sits atop their
Ilald

I[ ARTIFACT DF WwiLD | _ _
A Sunchamber high a ogwnunadhmahncmﬂnnulniugmwaut:

- and a source of corruption. Many Chozo spirits have been drawn to the

tainted place. Release their bond to the world to claim the Artifact of Wild. |

B[ ARTIFACT OF LIFEGIVER ] _ |

There is a tower within the Ruins where light always shines. Move
through the waters there to find the Artifact of Lifegiver.

B{ ARTIFACT OF WARRIOR | A ——

A room of Research lies within the mines. A corrupted invader is trapped
~ there. Defeat the creature to claim the Artifact of Warrior.

~ fortress. Collapse it to reveal the chamber where the Artifact of Elderis

B[ ARTIFRCT OF CHOZO lm

In one of Tallon’s far corners, a Grove of life lies. Reveal lhnpllarhamlh
thnmmtnfnd the Artifact nl (:hn:u

%[ ARTIFACT OF N'FITLIFIEP 1 e

A molten Lake lies within the tunnels of Magmoor. Shatter the column at
the lake’s center to reveal the Artifact of Nature.

B[ AATIFACT OF SUN | I

Near Phendrana’s shores, a Temple stands. Thaw the frozen waters
flowing fm1|n the Elder to find the Artifact of Sun.

R FIFITIFFIET OF WORLD ]_

Within the nunl of our home, we honor our fallen Elders in a great Hall. A
chamber beneath the statue tmld: the Artifact of World.

5[ ARTIFARCT OF SPIRIT ] _

A tall cave stands at Phendrana’s Edge. Seek the unseen entrance at its
top to find the Artifact of Splrll :

§[{ ARTIFACT OF NEWBORN | I —

Invaders mine the depths in their greed. Forge a path through a Tunnel of
the Great Poison to claim the Artifact of Newborn.

metroid prime ’ i
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arm cannon upgrade:

charge beam

The next weapon on Samus’s checklist is the Charge Beam. If you didn't take
the time to grab Missile Expansions and the Energy Tank after receiving the
Maorph Ball, go back to pages 36 and 37 and track down the supplies—they will
make it much easier to secure the Charge Beam.

% PATH TO THE CHARGE BEAM

Q CHARGE BEAM

chozo ruins
@ MISSILE EXPANSION

E]l SRARVE STRTION

Toy 9 RUINED FOUNTAHIN Tos RARBORETUM ACLLESS

B[ GLOWS WE KNOWS ] i SHRIEKBAT |

To reach the Ruined Fountain,

S A=t ) head to the Main Plaza, then

(.1, \ 1| — jump up and go through the
= : < door to the side of the sec-

. i ond floor War Wasp Hives.

When you reach the Ruined
Fountain, you'll have to leap
over poisonous water. Use
the glow emitted from the

t - Plazmites to find your way
o d across the room.

iekbat, back up so it doesn't
slam into you on its kamikaze run.




FIII charge beamil
E;;\HHBDFIETUM . l'j';_:_\LUFITEFIY HALL

% [ REAPER VINE ] s [ S YMBDLIEFILLY ] _

I, Reaper Vines can
~ rh—-.rnm.:r—-!ﬂ-—*’" and move hut
( =) 8| - 4 doesn’t mean they
=/ - "-m” nthEﬂhm
L= y et hunhgllaw:w '
LS - 2| 7 razor-sharp claw onits
i E tip, and it will swing the
,,:.*!y S 5 claw at any enemy that &
" | enters its field of vision. 3
Lock onto the eye and -
'\& N K& : iirnaf::ﬁhl:ﬂﬂ‘nﬁu -
~_“| scare aper - [
ﬂm‘* ~ “ ﬁ" back into its hole. It AW =
"g.ﬁ# N won't stay down for 41"
Y N .. long, so move quickly. ~

l[ JLIMF"ING RROUND THE OLD ORK TREE | I

1
) ’
B e
4 ;|||"'Ir E
W , =
= 5 ‘ There is a gate at the 1o fthn"ﬂuu twilupuqnl when you
( 1d scan four symbols. The [mhol Lm.dmmlhmmttnthl
- \ L(L dnorynuuuitnulnrhhul
\ . ;

The Arboretum is home to a massive tree that stands in the middle of the
room. Don’t work your way up the tree just yet—use the platforms around the
base of the tree to jump to a bridge, then walk across it and descend a long
ramp. Once you're there, blast the lock and go to the Gathering Hall.

T GHTHERING HALL

i RECORDING R SRVE |

e ey e B g s sigga e

LH’,'::-‘;___H:"::__, QR S S BUUP AT e COr Thedecond s mbol s biding under a clump of Blastcaps—youl need fo

ridor to your right when you first enter
the Gathering Hall. Use it to save your
game and re IllllaniSh any energy that
was lost to Reaper Vines or stagnant
water.

-—————'

destroy the plants to scan it. To locate the third symbol, jump across thll
rocks until you see a mll platform with a crate. .

Thu fnurtlt symbol is located at
the very top of the room. Use the
platforms to jump up, then scan
the grey area to the right of the

~ door. Once all four symbols have
~ been activated, scan the middle
 of the gate and watch it dro

- down. Don't forget to scan the

| l.':hﬂn Lore located behind th

Ll ATERY HALL ACCESS

8 MISSILE EXPANSION ]

| Go to the door at the far end e Thnchargﬂﬂum

. of the Gathering Hall, then | rade is yours. In
walk to Watery Hall Access. | ition to causing more
One section of the hall has a | lllmngu than the Power
ramp that descends to a pool ~ Beam, the Charge Beam
of water. Jump to the rocks ~can function as a kind of
in the middle of the water vamn. If a power-up is
(watch for Blastcaps), then | tml out of reach,
shoot the cracked wall on | rge vmlrhnm“it
the left-hand side for a | vﬂll come to you.
Missile Expansion. When you |
get it, move forward to the
Watery Hall.
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morph ball upgrade:

g morph ball bomb ®

If you think uparades are the bomb, you need to get your hands on the latest and
greatest. The Morph Ball Bomb lets you drop explosive charges while in Morph
Ball form—perfect for blasting open small cracks and enemies alike.

"% PATH TO THE MORPH BALL BOMB -

(@) MORPH BALL BOMB

chozo ruins

B SAVE STRTION

N0Z0 Tuins

b3 R.EGATHERING HALL TS RENERGY CORE

B[ PUT HCAP IN THEM ] B[ MIGHT MAKES RIGHT ]

. -

R TR AR

AE |

Return to the Gathering Hall and jump up and around the room, shooting As soon as you enter the Energy Core, hang a right and walk down the hallway.
Blastcaps as need be. When you reach the top of the room, use the Morph Ball Shriekbats are waiting, so tread lightly. At the end of the hall, roll down a tun-
to roll through a tunnel, then leap to another blue door. nel and continue walking forward.

lll\— nintendo player's guide
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Flllrnnrph ball bomb#
73'3'5\ BURN DOME

[ INCINERATOR DRONE ]

~ behind. After you strike
on top of the device four times, it

- will malfunction completel and
explode. Look for the Ball
Bomb in the wreckage. Once you
have Bombs, you can also perform a
Bomb Jump—lay a Bomb, hold
still until it explodes and tosses you

_into the air.

s

Asmnyounnmma Bumﬂomn.l‘hadmwﬂlluckbﬂmdm\hu
must then take out an Incinerator Drone gone haywire. Lock on to the

~ drone and strafe around it in a circle, staying in between the two fhma:

- If the flames are about to hit you, tap the B Button to dash. -

collect power-ups

The Morph Ball Bomb opens up a world of opportunity for the canny bounty hunter. Grab all the
power-ups you can before getting the Varia Suit—a fierce boss battle is just around the corner.

POWER-UP LOCATIONS

[ &) MISSILE EXPANSION chozo ruins

/@) ENERGY TANK




NO0Z0 Iruins ENRNENNRNNNNNRRNNE

1, BURN DOME N[ SECONDKEY SET |

B[ MISSILE EXPANSION ]

Roll out the window of the
first room, then face the door
you used to enter the Energy
Core and turn left. Run down
the hallway until you reach a
second room with a round,
blue hole. Bomb Jump into
the hole and drop another
Bomb. Doing so will raise a
series of platforms and grant
you access to a third room.
Again, move quickly. The
clock is ticking.

Dml: back to the main area
of the Energy Core, then leap
across the new platforms
and run down the hallway. At
the end you'll find a room
with another blue hole.
Bomb Jump into the hole and
lay a final Bomb. If you're
successful, more platforms
will rise. Once you complete
the third room, the water
will drain out of the Energy
Core for good.

There is a small section of weakened wall inside the Burn Dome. Get into
Morph Ball form and roll around the room until you see a discolored patch of
wall the same size as your Morph Ball. Drop a Bomb there to destroy the wall,
then roll through the new h.lnmzﬁI to a Missile Expansion.

a9 FURNACE
8 ENERGY CORE E

WEY 1 ENERGY TRANK UPGRADE ]

B[ STONE TORD ]
; . 200
) . F
- r]
3 Fy

Use the new set of platforms and jump to a new area—the Furnace—where
you'll find another Energy Tank. Use Bomb Jumps to exit the Furnace, then
head back for a room called Dynamo.

Once you blast the Stone Toad, you can begin activating the machinery inside
the Energy Core. Use a Bomb Jump to propel yourself into the round, blue hole,
then drop a second Bomb there to lower the water level. Move fast! You have
only 20 seconds or so before the water will rise again.

- 12l nintendo player's guide
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Tae R OYNAMO

¥ MISSILE EXPANSION ]

To reach the room called
Dynamo, go back to the
Watery Hall and jump to the
gate that previously guarded
the Charge Beam. Blast the
Eyons, then look for a small
section of unstable wall.
Bomb the wall and roll
through to Dynamo. Once
you're there, fire a Missile at
the metal grating on the wall.

Tuo .RUINED SHRINE

B[ MISSILE EXPANSION ]

Return to the Ruined Shrine
(the area where you gained
the Morph Ball Upgrade) and
look for a small discolored
area along the right-hand
wall. Drop a Bomb there and
roll through the tunnel to gain
five more Missiles.

'I;LI'I\ RUINED NURSERY

B[ MISSILE EXPANSION ]

The Ruined Nursery contains
a track in the wall that hap-
gans to be Morph Ball-sized.
ake out the War Wasps,
| then look for a section of
track that extends near the
floor. Bomb-Jump into the
track from the point, then
drop a Bomb next to a tan-
colored block. It will explode
and let a black block fall—
you can't destroy the black
blocks.

Next, leave the track and
jump to the second floor of
the room. Enter the track at
that point and roll along,
bombing and Bomb-Jumping
as necessary. You'll need to
clear a couple of tan blocks
from your path. At the end of
your long journey, you'll be
rewarded with a Missile
TR AN S | Expansion. Don't bother
RSN 2 .| rolling back along the track—
e -/ - justdrop down as soon as
' 1 youget the expansion.

L I
ouye

Flllmurph ball bomb}

% RUINED GALLERY

B[ MISSILE EXPANSION ]

&)

(1]
043

The Ruined Gallery contains a second Missile Expansion. Bomb-Jump into the
arched hole on the right-hand side of the room to receive the precious prize.

- VAULT

B[ MISSILE EXPANSION ]

(&)

Run back to the Vault and look for a
cagelike object in the middle of the
room. There is a Missile Expansion in

| the cage, but you must first break

open three locking devices. Drop into
orph Ball mode and roll against the

lower blue hole, then drop a Bomb to

give yourself access to the lock.

Roll inside the hole and drop a Bomb
to open the first lock, then repeat the
process with the second hole. To
reach the third hole, you'll need to
pull off a tricky Double Bomb Jump.

To perform a Double Bomb Jump, drop
a Bomb then wait. Just before the
Bomb explodes, drop a second Bomb.
When the first Bomb goes off and
shoots you into the air, drop the third
Bomb. If you time it right, the second
Bomb will then go off and pop you up
to the third Bomb—which will then
explode and shoot you even further
into the air. Once you open the third
lock, you'll get a Missile Expansion.

metroid prime ’ (]
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suit upgrade:

varia suit ®

L =

']

Once you have three Energy Tanks and a boatload of Missiles, you should be ready
to claim the Varia Suit. It won't be easy, however—the heat-resistant suit is guarded
by a gargantuan creature that is the source of Tallon IV's poisoned waterways.

"% PATH TO THE VARIA SUIT

chozo ruins

T]m ARBORETUM

i[ FEAR THE RERPER ] i[ A BRIDGE—NOT FHR ]

"'-::“_ g, e

I s
Return to the Arboretum and hang a right. Take out the two Reaper Vines and Walk up the ramp until you reach the place where two red-and-white bridges
begin the slow process of climbing to the top of the ancient tree in the middle meet. You need to scan and activate four more symbols in the Arboretum

of the room. before you can proceed.

i~ nintendo player's guide
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FIII varia suitll

#[ SCAN THE THIRD SYMBOL | —.

B[ SCAN THE FIRST SYMBOL ] —.

You'll find another symbol
in between the two
cracks. Look for a dark

ttern on the wall to your

eft (the main wall of the
Arboretum), then scan it
and kna&unim. Watch out
for the War Wasps that
like to attack when your
back is turned.

The first symbol is on the ancient tree itself, and easy to find. Stand at the
place where the bridges meet and examine the tree until you see the symbol.
Once it is activated, turn right and continue your journey up the side of the wall.

B[ VENOM WEED ]

The fourth symbol is at the top of the room. When you reach the door at the
' apex of the Arboretum, turn around and scan the tree until you find the fourth
Venom Weed is similar to Tangle Weed, except you'll lose energy if you symbol. As soon as you activate it, the door will swing open. Bomb the wall

touch it. Walk up to the symbol on the tree, turn left and to the behind the door to move on. You may want to save afterward.
Coige, ook io i iek ot 8 St et Tonots We gk Shusf the wotdl

: wn a nom
then quickly scan the symbol thrt.:mm before the weeds return. TJEIIE.\ SUNCHAMBER LOBBY

The Sunchamber Lobby con-
tains a nasty combination of
Venom Weed and Reaper
Vines. Shoot the first patch
of Venom Weed, then blast
the Reaper Vine and run
through. Repeat the process
until you clear the hallway.

i [ WEED WHARCKER ]

As you make your way up the cliff, you'll encounter two narrow cracks that
require the Morph Ball. Unfortunately, the first contains blocks and the sec-
ond holds Venom Weed. Use Bombs to take out the blocks and the Power
Beam to eliminate the weed. Take it slow—you can fall out of the cracks and
into deadly water.

metroid prime R |
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Tt SUNCHAMBER

" [ FLARHGRR ] | i e i e s C e S e e 5157

[ FLIP THE RROAR DISH |

The massive creature
guarding the Varia Suit is
called Flaahgra. It gains

- strength from sunlight,
and happens to live ina

~room surrounded by four

- radar dishes. Lock onto

-
-
]
e

- Flaahgra and strafe ina
- circle until you reach a N\ A

- radar dish with a red spot

- exposed. Shoot Flaahgra “ . f

- until it's stunned, then hit | P—_ — — —
the dish with a Charge When you flip a dish, Flaahgra will immediately turn its attention to it. You
Beam or Missile to lock it can use the :‘rpurtuniw to move to the next dish or attack the beast while

_into place. it's distracted. Use the dash maneuver (Control Stick plus B) to move

quickly and stay locked on.

[ ROLL INTO THE CHANNELS AND DROP R BOMB ]

[ SPEEDY MORPH BALL ]

1 T I you 5"“' locked on to Flﬂl‘hgl'a

: - and keep circling, you can attack
the boss and fire Missiles at the
radar dishes at the same time.
Just shoot at Flaahgra, blast the
dishes when you run past them

- and keep firing. The Morph Ball is

| .
) generally faster than walking, so
€« use it every time Flaahgra falls to
the ground and you need to reach
: " . - : a channel. Once you defeat
After you flip the dish, a channel will open at Flaahgra's base. Use the ’ ia ot
Morph Ball to enter the channel and drop a Bomb. The blast will kick you Flashgra, yau'll got the Varia Sufit
- out, at which point you must repeat the entire process with more dishes.

B4R, nintendo player's guide
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Pl BB varia suith

connecting levels

There's more than one way to enter a level. There are two elevators leading to Magmaoor
LCaverns, and once you have the Varia Suit you can make use of either one.

“%, ACCESSIBLE ELEVATOR LOCATIONS TO MAGMOOR CAVERNS

chozo ruins

10

10
MRGMOOR | MRGM
CRVERNS CAVERNS.

Ty B LHOZO ELEVATOR ,JEITB\ OVERUJORLD ELEVATOR

The Chozo Elevator, located — P - The Overworld Elevator
at the far end of the Chozo e o e L drops you off in the middle of
Ruins, will drop you off at one Y ga|z L_ﬂl Magmoor Caverns. To reach
end of the Magmoor Caverns. R oY ! the lift, go back to the Tallon
It's usually the better way to X Canyon via the Chozo Ruins’s
0, because there is a Save Main Plaza and look for a
tation a couple of rooms ERLE door at the top of the water-
past the elevator. fall. Save before you take
this route—there isn't a Save
Station nearby once you
ﬁ\'l \ ¢ K & reach the bottom.
miaJ i.. -
X
- . -
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To reach the Boost Ball, Samus must descend deep into the bowels of Tallon
IV—down to a dangerous area known as Magmoor Caverns. Once she gains the
Boost Ball, Samus can make like a skateboard pro and ride a halfpipe to victory.

"8 PRTH TO THE BOOST BALL

BOOST BALL (@) ENERGY TANK

<;} MISSILE EXPANSION SAVE STATION

chozo ruins
i £ : _ ) N =\ i it > ": phendrana drifts

Sy
- &
i-

magmoor caverns

e
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NOZO0 Tuins

PIII boost ballll

1y, TRANSPORT TO MAGMOOR CAVERNS NORTH
B[ GOING DOWN? ] B[ PULSE BOMBU ] .
e e i e mos] Leave the Sunchamber via : ; 1, s
' the door behind the Varia Suit o \ The Pulse Bombu is an
Upgrade, and walk forward B s energy-based creature
until you find an elevator. falt Koilha that floats gracefull
Ride the lift to Magmoor E ! through the air. It wi
Caverns—don't bother run- e explosive charges
ning all the way back to the as it moves, so you must
overworld. Once you reach '+ take it out froma dis-
the entrance to the caverns, tance—use the Wave
Eu thru:gl: a hlu: Tamal:l Beam to send it to the
own the shaft and then rd. Sinc
walk forward until you find a mvu the m
Save Station on your left. Beam yet, take the cow-
ard’s way out and run.
DOI" caverns RENENNENNNNRNRNNEE

teo RBUBNING TRAIL

i GRIZBY ]

o) pLAKE TUNNEL

¥ [ BURROWER ]

'D;E\ LAVA LAKE

Magmoor Caverns is a flaming infernao, filled with
molten rock and dangerous wildlife. Hone your jump-
ing skills and practice your aim, or you might end
your adventure as a crispy critter.

magmoor Caverns

metroid prime (ll.
=1




# [ MAGMOOR |

i‘l{

- ‘! EF'#J [

-

The namesake of the caverns is a
massive lava-based serpent that
breathes fire. You can make quick
work of one with the Ice Beam, but
until you have such a weapon, stick
to Missiles and the Charge Beam
for ﬂ your Magmoor-elimination
needs.

| —

You'll jump many lava pits in Magmoor Caverns. Take time to position yourself
before moving from one rock to the next. Samus can usually take two or three
steps past the point where the rock she is standing on drops out of sight.

#[ PUFFER ]

Puffers are similar to other lower life-forms on Tallon IV in that they leave
a cloud of d poison behind when they are destroyed. A good strategy

t Puffers is to clear them from the room, then stand in one place
until the green haze vanishes.

B[ SINK, BUT DON'T SWIM ] I

= Keep an eye out for platforms shaped

like wine goblets. Tﬂer may look sta-
ble, but the slightest pressure will
cause them to sink into the lava
below. Be especially careful when
Puffers are around—you don't want to
~__| choose between a sinking platform
and a cloud of noxious fumes.

i[ BOMB BLAS TS | I

qg|ee (1 Once you reach the far side
oL | of Lava Lake, use the Power
. | Beamtotake out three
.+« . crates. The wall behind the
Ti ,"-:'!"E-:-J_‘r"-ﬁ-la-; - crates is unstable—roll into
Do o x S T s | Morph Ball form and drop a

| ' Wi i ] “+ bomb to blast a hole in the
ST ! | wall, then continue on your
R way.

ks "
#im

||'|.|.

.n!a.la\ PIT TUNNEL

B[ UNDER THE FLOOR | I

oy ooe The only way to make it

e — through the Pit Tunnel is by
‘ E:'. b M T - going under the floor.
| ;;’. A% o | Transform into Morph Ball
) - form and go for a roll under

the steel grating, but don't
let a Triclops or two spoil the
ride.




i TRICLOPS ]

The Triclops is a creature with
that comes near—including the
fate of being carried around by a small critter, plant a Bomh. The Triclops
will pick it up instead of you.

ey TRICLOPS PIT

werful jaws that will pick up any item

rph Ball. To avoid the embarras

#[ FLOORED ]

_—_

ey B TBANSPORT TUNNEL A | %

§[ ENERGY TANK ]

As soon as you enter the
Triclops Pit, drop down one
level and find a cave full of
steam and red lights. Look
for a small hole in the cave,
then use the Morph Ball to
enter the hole and roll under
the floor. Make your way
under the floor—taking out
Triclops as you go—until you
find a small hole on the far
end of the cavern.

055

—III boost ballll

e 9> TORAGE CAVERN @

Tee RMONITOR STHTION

0S6

B[ TRKEOUT THE TURRETS ]

Phendrana Drifts.

metroid prime r R |
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There is an Energy Tank hidden in Transport Tunnel A, but your
Double Bomb Jump skills must be finely honed if you hope to
reach it. Look for a cliff above you when you roll onto a metal-
lic-looking block. Double-Bomb-Jump up to the cliff, then roll
along the passageway until you see another cliff. Keep doing it
until you can go no farther (three stories up), then use Bombs to
propel yourself into the air and claim the Energy Tank. As men-
tioned in the Vault Missile Expansion section, the Double Bomb
: Jump is tricky. You want to place one bomb then double-tap the
| AButtona split-second before it explodes. It will take some
practice to get it right—but there’s hot lava below, so you
might want to practice in a safer area! If you fall into the lava,
use a Bomb to get out. When you're done, head left to the

Once you make it to the
Storage Cavern, leave the
Morph Ball and jump from
plattorm to platform (you can
travel in only one direction).
There is a Missile Expansion
at the far end of the steel
grating. Grab it and head
back to the Triclops Pit, then
jump to the second floor and
use the floating platforms to
reach the Monitor Station.

There are four Auto Defense
Turrets mounted on the
Monitor Station’s central
rigging. They won't lock on
to you until you get within
range or begin attacking.
Stand in the doorway and
take out the first two guns,
then jump to the first rock
nutcr:gping and destroy the
third. Missiles are the easi-
est and fastest way.

You need to reach the second
floor of the rigging to contin-
ue on your journey. Jump to
the rig, then leap to the side
wall and climb up—the path
is marked with miniature
white lights if you lose your
way. You'll be in range of a
fourth Auto Defense Turret
when you're about halfway
up. Take it out, then jump to a
small, transparent bridge and
head for the blue door.

1€ |




% ) phendrana drifts SERRERRERRRERRERRE

B[ FLICKERBRT ] .

Flickerbats use a form of camou-
flage to render themselves all but

to the naked eye. You can
track them with ease once you
possess the X-Ray Visor, but for

1 now can wu
41 The gﬁﬂ'ﬁlli are much more
-~ interested in catching small

insects than taking on a well-
armed bounty hunter.

e B PLAZH ENTRANCE

#[ CHARGE BLAST THE ICE ]

There is a Save Station in the
Phendrana Shorelines. It is located
almost directly across the way from
the door you used to enter the area.
Make sure that you save your game
before progressing any further.

The Plaza Entrance is blocked by a solid sheet of ice, but it's nothing Samus
can’t handle. Use the Charge Beam to blow the ice wall into a million pieces
and clear a path.

;l;g PHENDRANA SHORELINES

The Phendrana Shorelines are much like the Main
Plaza of the Chozo Ruins—a hub where multiple
branching pathways finally come together. Don't be
fooled by the beautiful stillness—it's a deadly place.

§— i
After saving your game, walk to the gate to the right of the Save Station. Use
a Missile to blow the gate wide open, then transform into the Morph Ball and
roll up the snowbank. Once you clear the snow, scan the area to unlock a door
directly above your current position.

B[ CRYSTALLITE ]

— If you want to reach the door you just unlocked, you'll have to climb a
series of icy platforms. Some of the platforms contain Crystallites—small
creatures that are invulnerable to all but Missile attacks. Take out
Crystallites as you encounter them, then climb the platforms and go
through the door at the top of the mountain,

lll\ nintendo player's guide
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IIER ICE RUINS RCCESS

i SCATTERBOMBU ]

T

{ from above, butthqmll
e o e
spoke of electrici
around their body.znlr
S T
stroy il you
al'm the new item, roll
to Morph Ball form and
duck between the elec-
trical bolts.

e RICE BUINS ERST

i BABY SHEEGOTH ]

e

Don't take the Baby Sheegoth lightly because it's —the creature is
one of the strongest and most dangerous in all of Tallon IV. In addition to
sharp claws and a massive pair of jaws, the Baby Sheegoth can breathe a
stream of cold air that freezes its prey solid.

The Baby Sheegoth is vulnerable, but only from hal’uml If one l:hargas you,
lock on to it and quickly strafe around it with the B Button. Once you're
behind the beast, blast the shell off its back with a Charge Beam. When
the shell is gone, fire a Missile into the creature’s unprotected backside
and end the battle.

—lll boost ballll

| L.IFI HND RROUND ]

The path to Phendrana Canyon is long and winding. Look for ledges along the
walls in both the Ice Ruins East and Ice Ruins West. If you get confused, consult

your map with the Z Button.
B
EIE:E'\ PLAZA WALKWAY .

i ICE BURROWER ]

T

_ -y : There isn’t a more annoying crea-
[ A I

' oy t._lu =
b "

~ . turein the Phendrana Drifts than
= anlce Burrower. The tiny crea-
tures dig underground, then leap
up and attack by spitting at their
prey. Burrowers are fast and diffi-
cult to hit—unless you need some

f}k target practice, just run by them.

1188 PHENDRANA CANYON =

[ BOOST BALL ]

humtﬂ:ﬂhtolhﬂhpd
to reach the Boost Ball nmlsm

lm tnluclt phthml
0 canyon in
place. Once they're ready, jump
across and claim the Boost Ball—

~ which lets | ;
nﬂlhy;uunpn:mmﬂnmmgf
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\ secondary item:

U-i SPpAacCe jUITIp boots &

Samus already possesses superhuman leaping abilities, but they are nothing
compared to the agility and grace a pair of Space Jump Boots bring. Once you get
used to the fancy footwear, you'll wonder how you ever managed without them.

% PATH TO THE SPACE JUMP BOOTS

@ SPACE JUMP BOOTS

SAVE STATION
‘& MISSILE STRTION

tallon overworld

phendrana drifts

et

-

(068 ¥
Py &
= S

¥

)

¢

magmoor Caverns
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ndrana drifts

#

ey RPHENDBANA CANYON

B[ SHREDDING ]

You'll need to use the Boost Ball to
escape from Phendrana Canyon.
Power up the Boost Ball by pressing
* and holding the B Button, then
release it when you want extra
speed. To use a halfpipe, power up
the ball as you're traveling down the
slope, then release the button when
you begin to ascend. As you fly up
and down the pipe, look for a ledge
on the side of the pipe. Wait until
you're above the ledge, then press
Left or Right on the gnntrnl tick
(depending on which way the cam-
era is facing) to drop onto the ledge.

Hagmoor caverns

EI'EE MONITOR STATION

i[ THE WAY TO GO |

Once you reach Monitor Station, work
your way back down to the ground
floor (don’t forget to take out the Auto
Defense Turrets). When you reach the
bottom, hop over to a piece of rock
with crates piled in one corner. Blast
the crates and take the spoils, then
turn around and look for a blue door.

The blue door leads to a different
section of Magmoor Caverns and
eventually dumps you out at an eleva-
tor. The elevator will then take you to
the Tallon Overworld. It's a more
direct route, but some of the jumps
are difficult without the Space Jump
Boots. If you want to play it safe,
backtrack all the way back to the
Chozo Ruins and reach the Tallon
Overworld that way.

F BBl space jump boots i

E%;\PHENDHHNFI SHORELINES

B[ ALONG WAY DOWN ] N

e

-—_.-. "
e

Samus’s armor is a miraculous piece of engineeri
survive a fall from any height.

—don’t forget that it can
: hen you return to the Phendrana Shorelines,
simply drop off the ledge and head for the door to Magmoor Caverns.

TJIEl}‘\ FIERY SHORES

B[ TRIAS YOU MIGHT ] I

If you decide to take the tricky route,
your first order of business will be
avoiding both lava and the occasional
Triclops. Once you leap to a rock with
a Triclops, wait for it to walk away

« then quickly drop into Morph Ball form
and lay a Bomb.

You'll need to roll through a small tun-
nel to cross the lava. Make sure that
there are no Triclnﬁs around when you
attempt to enter the hole—they will
drop you in the lava if they catch you
in their jaws.

metroid prime r gl
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B[ SPIN TO WIN ]

When you emerge from the tunnel, you will be facing the direction from which
you came. Turn around and look for rock islands that you can use to hop to
safety. When you reach a blue door, go through it and destroy the Magmoor
that Iurl:s in the next room. Wait for flames to subside before jumping.

on overworld

Tes BLTALLON CANYON

1] BOOSTED | i e e 7 Ve NS SO D,

The halfpipe you need to reach the
Space Jump Boots is waiting for you
as soon as you enter Tallon Canyon. If
you come from Transport Tunnel A,
your initial camera angle will make it
difficult to navigate. Walk forward a
little ways, then turn around and roll
up the pipe. The path to the boots
begins on the left-hand side of the
pipe (assuming you followed the
instructions above and turned
around).

Walk or mll across thu small bridge at the top of the halfpipe, then scan the
wall until you find a section of weakened sandstone. Drop a Bomb in front of
the sandstone to blow a hole in the wall, then move on to the next area.

tea RLANDING SITE

¥ | BIG LEAR | M= e e e P T T,

There's one final obstacle
standing between you and
the new pair of kicks—a very
long jump. Once you get the
boots you'll wonder why you
worried about gaps like the
one to the left, but until that
time, you'll have to make a
leap of faith. Run as far
toward the edge as you can
before leaping. If you miss
the jump, you'll have to back-
track and start over.

I[ RIDING THE RAILS ] —

Your final challenge is rolling in Hurph Ball form across a palr of narrow rails.
It's easier than it looks—once you're on the rails you won't be able to fall off.
Move as quickly as you can to the other side, then go through another blue
door and take the new elevator to the Tallon Overworld.

e ALCOVE

[ SF'F-IEE JUMP BDDTS ]

\'nlhlﬂtﬁnm.lm
e footwear allows Samus
) mu-mmm-rm
() Sm ant:mm fqr
| es higher up as well
far away. Experiment with the
gear in the safetyof the
mlmlg“ lmsquhumugqoddtgui




FIII space jump boots

collect power-ups

AREENEN
The Space Jump Boots and Boost Ball open up a whole new world of upgrades and secret
areas. Grab the Missile Expansions in the area before returning to the Phendrana Drifts.

% POWER-UP LOCATIONS

@} MISSILE EXPANSION

9 TUINS EEEERNENNENNRRNNNE

o W GATHERING HALL

B[ MISSILE EXPANSION ]

Go to the Gathering Hall and jump up
until you see a blue door with red
lights on either side (the door leads to
the Energy Core). Jump onto the plat-
form in front of the door, then hop on
top of the red light. Jump from the light
to the platform above, then plant a
bomb to destroy a gate and reveal a
Missile Expansion.

118 MAIN PLAZA S 188 RUINED SHRINE 0

i [ MISSILE EXPANSION ] B[ MISSILE EXPANSION ]

There's a halfpipe in the Main Plaza,
just before the series of steps. Roll up
and down the pil:: until you get
enough speed, then launch yourself
into a small crack at the top of the

pipe.

A Missile Expansion awaits in the
Ruined Shrine—where you fought the
Plated Beetle. Look for stone honed
to an unusual smoothness, then roll

| up and down the ramp until you can

|\ jump to the right-hand ledge. Roll
through a crack in the wall to get the
new goodie.

metroid prime ’ B |
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arm cannon upgrade:

waVveEe beam

Your next task is securing the Wave Beam, which means you must travel back

to Phendrana Drifts. If you didn't take the second Magmoor Caverns elevator last

time (the one that leaves from the Tallon Overworld), do so now. You'll get a Missile
Expansion and a Chozo Artifact for your trouble.

“% PATH TO THE WARVE BEAM

@ WAVE BEAM Bl SRAVE STATION

CHOZO ARTIFACT

tallon overworid

phendrana drifts

magmoor caverns
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PIII wave beamll

oor caverns EREEENNENENRRNNREE

ou R FIERY SHORES

i [ MISSILE EXPANSION ] @ B[ LEAPING LAVA! | I

63|z e When you enter the Fiery gp[ee= After grabbing the expan-
- | - Shores, look for a ramp on s sion, fall down and immedi-

i the left-hand side of the ~ | ately drop three Bombs to
screen. (The ramp looks like distract the waiting Triclops.
it's made of rib bones.) Roll Afterward, get out of Morph
into Morph Ball form and Ball form and continue
». start making your way up the through the Fiery Shores.
o | ramp.

About halfway up, the ramp
: will turn from stone to metal.
- | When you hit the metal part

\ of the ramp, move very slow-
ly. You can fall off either side
of the ramp and into the lava
below if you aren’t slow and
sure with your movements.
You'll find the Missile
Expansion at the end of the
ramp.

=1 Jump from the rock platform
' where you land to an out-
cropping across the way that
also contains a Triclops.
From there, turn left and
jump to the rock with crates
| onit, then leap for the last
remaining section of rock
and go through the blue door.

e 9 WARRIOR SHRINE

B[ CHOZO RARTIFACT ]
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ndrana drifts

Toe § PHENDRANA SHORELINES

8 MOVIN ON UP ]

When you arrive in Phendrana
Shorelines, go to the Save
Station and save your game,
then exit and turn left. Leap
onto the first icy stair that
you see, then walk forward
until you hit a patch of water.
Walk through the water and
leap up onto another step,
then turn right and jump onto
a floating platform. Use the

latform to leap to another
edge with a large, decorative
doorway. If you're having
trouble locating the new
route, you can just head up
(as though you were going to
the Ice Ruins East) and turn
around when you reach the
top level. From there, you can
also jump to the floating plat-
forms.

EI'?'?\CHDZU ICE TEMPLE .

B[ ICE PRRASITE ]

i
-i

:
£
9

i
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R
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B[ ENEMY AT THE GATE ]

You must leap to the top of the Chozo Ice Temple to find the next area. Once
you're up there, scan the statues of Chozo heroes located on the walls. One of
the statues depicts a Chozo Shaman. Blast it with a Missile to reveal a Morph
Ball Slot. Use a Bomb to enter the Morph Ball Slot, then drop another Bomb
inside the slot. The explosion will activate a gate and open a new pathway for
you to explore. Take it.

oos R CHAPEL TUNNEL

i[ BOMB THE BLOCKS ] I

You can use Bombs to blow up gray blocks and cracked blocks, but not black
ones. You'll need to drop down a level and destroy a couple of cracked blocks
to move the black stones out of the way. When they drop, bomb your way back
up to the top level.




PIII wave beamli
El?:_l CHAPEL OF THE ELDERS

i BRABY SHEEGOTH ]

There are four Baby Sheegoths lying in
wait inside the Chapel of the Elders.
They will attack you two at a time until
you dispatch them all. If you can, try to
take them out with the Charge Beam—
you'll need all your missiles for the gar-
gantuan beast that's about to make an
appearance.

e s 1--..

: It’h tm but not Iﬂul:lmultl&, After i “Hi u:ﬁprh 'tl:;h -
0 aunching
m goudﬂqt widnhLBulgnn,nmmtm tI:I:Iultnnﬂiﬁd

L
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[ EE:T THE WAVE BEAM |

| An defasti
- "‘“:i.;...:'hm

i Bnm will be yours. You
can use the new weapon
to blast creatures like
Bombus and also give
rto otherwise non-
ti ) mechanical
‘l'tum I:uu as doors).

The Shnuunth can Ihsnrh energy attacks I:y using the spihus on its hu:lr. The
spikes are so powerful, they can even cause Power Beam shots to fly
off in weird directions. Stick to Missiles when taking on the beast.
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arm cannon upgrade:

super missile

e

Hs Samus journeys ever deeper into the depths of Tallon |V, she will encounter
enemies that are faster, meaner and tougher than her previous foes. But Samus

has little to worry about—there’s nothing like an uber-powerful Super Missile to
even the odds.

"8, PATH TO THE SUPERMISSILE

(3= suPERMISSILE

B (@) ENERGY TANK
SAVE STATION
MAP STATION
o
phendrana drifts
=

‘ﬁ- phendrana drifts TTTTTTTTTTTTTTLT
1188, CHAPEL OF THE ELDERS s TEMPLE ENTRYWAY

| [ EIEH!NEI THE PURPLE DOOR ] # [ WRVE GOOD-BYE TO YOUR ENEMIES | R S .

The Wave Beam is great for !
eliminating electrical foes,
especially Bombus. Just like

with the Power Beam, you

can charge up a Wave Beam

to unleash a powerful con-

cussion. The charged Wave

Beam will also pull in power-

ups defeated enemies have
left behind.

; After defeating the
- Shnnguih , you'll need to exit
= theC | of the Elders via a
~ | purple T‘ I'I:a only I:ra]r to
. open e doors is by us
~ tll:: ;: Beam. Click iligt:“t“2|
on the C Stick to change your
| Arm Cannon from the Power
Beam to the Wave Beam.
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oo ICE RUINS WEST

Bl SLAM THE STALACTITE ]

Make your way back to Ice
Ruins West. Once you're in
the ruins, immediately turn
left and jump up a pair of
ledges. When you reach the
top, turn around and jump to
that ledge (it has a pair of
crates on it). Keep facing the
same direction, then turn
right and leap up one more
level.

If you followed the instruc-
tions above, you should be
facing a massive stalactite.
Charge up your Power Beam
and blast the formation at its
base. It will fall down and
create a bridge to the next
area.

i SPRING TIME FOR SAMUS ]
g

¥

Jump onto the fallen stalactite, then
turn left and spring onto the crumbling
roof of a nearby building. Cross the
! roof and jump to a nearby rock out-

- cropping, then turn right. You should
see a purple door waiting for you.

Jump across the wide gap that sepa-
rates you from the purple door, then
open it with a blast from the Wave
Beam. If you're low on supplies, there
are lots of crates scattered around
the room—break them open before
you continue.

You won't have much time to scan
the Ice Shriekbat. It lives only in
the Ice Ruins West, and will vanish
B e

r Ball. you rom
the stalactite to the mf.ﬂunk
toward the far wall to find four lce
Shriekbats. They live only in Ice
Ruins West, but you can also scan
them in the Pirate Ship at the
beginning of the game.

FIII super .missilell
118 RUINED COURT YARD

i[ SPIN THE BLACK CIRCLE ]
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There’s a lot to do in the Ruined Courtyard, and time is of the essence. Look for

two platforms with Spinner Devices at their base. Roll into Morph Ball form
and activate each one by holding and releasing the B Button three times.

i BOMB AND RUN |

Jump above the second Spinner
Device (at the far end of the room) and
drop a Bomb in the Morph Ball Slot.
The water level will rise and give you
access to higher platforms. The
water won't stay up for long, so jump
quickly. If you fall into the water, just
wait for it to recede and try again. If
possible, try to eliminate the
Flickerbats so they don’t attack while
you're leaping.

After raising the water—but before leaping to the main platform in the center
of the room—Ilook for a small tunnel above the first Spinner Device. Jump to
the tunnel, then roll up and speed down the tunnel to earn another Energy Tank.

metroid prime r (1]
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B[ SAVE STATION ]

When you reach the Ruined
Courtyard’s uppermost platform, look
for a blue door. Jump across the gap
to the door, then blast the lock and

| save your game. After you update,

| jump back to the main platform and
look for a purple door. There’s a huge
brawl waiting for you on the other
side, so make sure your Missiles and
Energy Tanks are filled.

teu RRESERRCH ENTRANCE

B[ SPACE PIRRTES! ]

There are four Space Pirates and one Auto Defense Turret waiting for you
in the Research Entrance, but you have to defeat only the pirates to open
the door. Charge your Wave Beam and lock on to a pirate, then let him
have it with a charged blast. While the pirate is still reeling, unleash a
Missile—then turn your attention to the next foe in fine. You can use a
pair of Missiles to eliminate them, but the charged beam will also suck

up power-ups as you run around the room.
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B[ MHP STHTION ]

hee R RESERRCH LABHYDRA

B[ STAIRWAY TO PIRATES ]

The door at the far end of the room
leads to a Map Station for Phendrana
Drifts. While maps might be the last
thing on your mind after a tough
brawl, it's always a good idea to
update the atlas whenever you can.
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Research Lab Hydra contains a handful of Space Pirates and one Auto Defense
Turret. Most pirates hide at the top of ramps, which makes them difficult to
spot. Charge your Wave Beam, then hold the L Button to strafe sideways
across the landings and get a look at who's at the top of the next ramp.

B[ THINGS RRE LOOKING UP ]

It seems like Research Lab Hydra is a
dead end, but all you need is a little
creative thinking. Look at the ceiling
until you spot a purple door. Blast the
door with the Wave Beam, then jum
up through the opening. The door will
automatically shut behind you.

e UBSERVATORY ACCESS

B RUN AND GUN | s e e o S,

Your next obstacle is a room with
three Auto Defense Turrets. Lock on
to one of them, then fire a Missile and
take cover behind the crates. Move
out from behind the crates and fire a
second Missile, then take cover again.
Repeat the pattern until every gunis a
smoking wreck.

ol




# [ ARARR. ME HERRTIES! ]

Once you reach the
Observatory, you must dis-
patch five Space Pirates—
including one piece of bad
news that drops down from
the ceiling. Stay in the hall-
way and blast the visible
pirates, then get a lock, fire
a Missile and retreat. If you
happen to fall down, keep
strafing and take them out
with Missiles only—you
won't have time to charge
the Power Beam.

Walk to the front of the Observatory and scan the red node there, which will
activate two Morph Ball Slots. Jump to the slots and plant a Bomb in each one
to power the machine in the center of the room.

B[ THE SPIN ZONE |

Once you've laid the two
Bombs, drop to the floor and
roll into Morph Ball form.
Activate the four Spinner
Devices to turn on the
Observatory’s holographic
rmjantur. Once it springs to
ife, you'll be able to scan the
planets to learn important
plot information and more
general news about the solar
system’s layout.

—— -
L LL LN b
~ . - lamwi. il 5. |

B[ SHAVE STATION ]

FIII super missilell
73:3.;'\ UBSERVATORY

After you grab the Super
Missile Upgrade, turn around
and look for a blue door.
Blast the door to find another
Save Station. Remember the
location, because you may
need to come back once or
twice—Space Pirates are a
nasty business.
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The Super Missile Uj

Jump on the panels that
in the middle of the room.

e S

Upgrade will appear after you turn on the p.rﬁilclﬂf. |

_ the room and work your way up to the top of
area. Once you're there, look for the upgrade on the floating platform
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visor upgrade:

thermal visor

The Thermal Visor is one of the coolest upgrades in the entire game. It senses
heat patterns and returns an image composed of red, yellow and purple colors. It's
perfect for finding hidden energy ducts or cloaked enemies—but you'll have to get
past a band of Space Pirates before you'll get it.

i PATH TO THE THERMAL VISOR -
: THERMAL VISOR

@ MISSILE EXPANSION

ENERGY TANK

SAVE STATION

phendrana drifts
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Flll thermal visor

Toe R CONTROL TOWER

B[ SPACE PIRATES ]

P _ e : _ _ =~ | There are three Space Pirates hiding
@ AT e f La 7 N i ; i behind the stacks of crates in the

\ e Mk 2 LRy - : Control Tower. Stick with the same

strategy you used in the Research

Entrance—hit them with a Charge

Beam, then unleash a Missile and lock

on to the next one in line.

B[ FLYING PIRATE ] .

e e ] [ CRASH LANDING ]

o . ' When you destroy a Flying
T?Qﬂ ey Pirate, he will go careening
; A

out of control and crash to
the ground. That's bad if
you happen to be standing
near the crash site, but
even worse if he runs into a
stack of exploding crates.
Stay away from the crates
as best you can while

fighting the airborne foes.
[ MAKE THEM LWWALK THE PLANK
R Dy e , Missiles are your best bet
: when dealing with Flying

Pirates—they are so fast
and agile it's nearly impos-
sible to hit them with any-
thing else. If you cause
enough damage, they will
sometimes bombard you in
a suicide run, so take them
out one at a time and as
fast as possible.

e Ny W e al ] N \E

As if land-based pirates weren't enough, five of them have strapped on jet You can destroy a Flying Pirate in one hit with a Super Missile. As an
packs and taken to the skies. The Flying Pirates have many attacks, and added bonus, it will cause them to explode in midair and prevent a crash
the most devastating is a huge barrage of hjlsmles, They can be hard to landing. If you use a Missile on two pirates that are hovering close togeth-
locate, so hold R and look around if you can’t track them down. er, the injured party will sometimes crash into his partner.
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iR RESEHRCH LAB RETHER |
"

i METROID ]

[ SHUCK AND JIVE ]

ThllﬂmldunllMlmnlnt:mwmukumumm
too close. Keep a lock on it, but be ready to dash out of the way. As soon
HWHSHﬂHGHIIH!Mm :hnlm nubuutlnclma.ndpm
one side or the other to avoid

[ CHFIFIGE BEAM, RWAY! |

Until you get the Ilce Beam,
you'll have to use the
Charge Beam to eliminate
Metroids. Wait for it to
attack and miss, then
quickly lock on and unleash
a Charge Beam blast. The
Metroid is vulnerable for
only a moment, so you may
have to try a few times

1 before you're successful.
The r Missile is also
very effective.

I'I'Inr‘nhnlnﬂ[-' metros
An en ~hased, hlnﬁL‘
dangeraus parasite. Av

colg temperatures.
©

Samus thought she had eliminated the Metroid scourge from the galaxy,
but they live still. The Metroid is a fierce, aggressive parasite that latches
on to its victims and sucks out their life energy—growing larger and more

powerful in the process. They are tenacious creatures and very difficult to Sometimes you won't be able to avoid a Metroid attack. The only way to
take dnwn Their only weakness is an aversion to cold, whu:h means the stop a Metroid that has latched onto you is to roll into Morph Ball form

Ice Beam is your weapon of choice. - drop a Bomb. The creature will be vulnerable for the first few sec-
After you take care of the

onds after the Bomb explodes, so try to charge your Power Beam and
. Metroid, a Space Pirate will #[ MISSILE EXPANSION | @

take it out before it recovers.
leap at you from the window aq[eeses s To reach another Missile Expansion,

# [ THROUGH THE WINDOW ]

at the far end of the room. - - — . go to the landing between floors and
Take him out, then jump e | garIzs look up. A conduit runs from one side
through the window and of the room to the other, and the
eliminate his pals on the (‘\ expansion is at one end. Jump up to
bottom floor. A ‘ | the conduit, then get into Morph Ball
form and roll. Move slowly—it’s easy
\ to fall off.

————

]
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B[ EXPERIMENT TERMINATED ] I
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Some of the research tanks contain living, breathing Metroids. You can break
the tanks with Missiles and release the critters, but it's a double-edged sword
strategy—the Metroids will attack pirates, but you have to deal with them

once the pirates are no more.

One of the tanks contains not a

{ Metroid or a grotesque experiment,
but an Energy Tank. You can find the
item on the far wall of the bottom
floor. Blast the containment tank with
a Missile, then leap inside and claim
the Energy Tank. You'll need it for the
long journey back to the closest Save
Station.

B ENEHGY TANK ]

% | The door to the next area is hidden
41 ' behind a large stack of crates.
Destroy the crates, then look for a
purple door in the floor. Open it with
| the Wave Beam and drop through.

.. peratures and are a t

to destroy. If you don’t want to
mess around, take them out with
a Missile. Otherwise, the speedy
Ice Beetles might burrow under-

mmmmfm-

F BEB thermal visorll
"118 RESEARCH CORE

[ THERMAL VISOR ]

The Thermal muum midﬂnnftluﬂru, but lt‘silrntn:tmlty

series of nmmmfuu:,vnunmmcutmmmm
hninmrnu l

be able to nlﬂm lhn visor as m own.

There are three cnnlmi anels for tim force field—one each on the first,

third and fourth levels of the brig. Look for computers with blue-tinted

screens, then use the Scan Visor to deactivate each one. Watch for Flying
s . ,

= —— el

As S00N as ruu plr.k up tha visor, thn Husnan':h I.':um wlll go dnrk and
Shadow Pirates will swarm you, It's time for a trial by fire—you won't be
able to see them without the new visor, so click it into place and start
hrtng away.

metroid prime r nEn
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morph ball upgrade:

=
fiT

spider ball ®

Samus worked her way into the heart of the Space Pirate |aboratories to get the
Thermal Visor, and now she has to fight her way out. There's no Save Station in
sight for miles, so keep an eye on your health. If you can tread lightly and survive
the next few hours, you'll be rewarded with a wall-climbing Spider Ball.

*§ PATH TO THE SPIDER BALL

@) SPIDER BALL

@ MISSILE EXPANSION

CHOZO RRTIFACT

SAVE STATION

L 094

phendrana drifts

‘

phendrana drifts

p RESEARRCH CORE

i [ SHROOW PIRATE |

i TIME TO FLEE ]

rp—— SFmETE ha;: the I:Iright :‘dan
ity . anas > Once Thermal Visor ' of sticking Metroids in the
| : ' ﬂkmfnﬁmmhﬂﬁ: | e Research Core, but the cells
Brig, enemies will descend like oS, aren't strong enough to hold
locusts. Switch to the Thermal : them. It’s difficult to fight
Visor, stay on the ground floor and Metroids in the dark—even
take out every Space Pirate in / with the Thermal Visor—so
sight. You can track the cloaked . forget about destroying them
Shadow Pirates easily if you use ' all and just make for the exit.
the new visor. If you need to clear a path,
7 use a Super Missile.
2 &
-,
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# [ POWER ON ]

.

The door at the top of the Brig has lost power. Use the Thermal Visor to find a
round decoration beside the door, then shoot it with the Wave Beam. Doing so
will give power to the door and let you beat a hasty retreat.

[ SENTRY DRONE ]

Sentry Drones are flying
= — _ robots that are both
j3|seene " K | well-armed and well-
. armored. If you can sur-
. prise them with a
F charged Wave Beam
o attack, you can usua

| B AT A win the battle easily. |
| P > Pl one spots you, however,
' it will lock down the

! area and attack. Use
: Missiles to take it out

quickly.

o \ CONTROL TOUWER
092 -

i CHOZO ARTIFACT ]

L=

L] “

. ,ﬁ#’i
74
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When you return to the Control Tower, jump into the mm“ﬁt::w
that leads to the East Tower. Look out the window and scan the .
until you find a cluster of red fuel tanks. Shoot the tanks with a Mi o
bring down the silo. Go to the fallen silo, roll into Ball form and slip
under the wreckage to get the Artifact. It's possible that the cold
Phendrana snow will cause a sheet of ice to form over the window. If so,
you'll have to come back and melt the ice once you have the Plasma ;ﬁ-. :

4

B[ UNLOCK THE DOOR TO THE BOSS | M.

PI Bl spider balll

l"\FIESEFIREH LAB HYDRA
093 &9

B[ MISSILE EXPANSION | . \ * /

———
=diz
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b | - i L) e ¥
SCanreng
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One of the tanks in Research Lab Hydra (on the top floor, just after you enter)
contains a Missile Expansion, but it's blocked off by a layer of thick shielding.
Try as you might, you won't be able to make it drop. If subtlety doesn’t work,
use force. Stand back from the stubborn tank and hit it with a Super Missile.
The resulting explosion will destroy the tank and give you access to another

five Missiles.

toy R AUINED COURT YRRD

—
R P

L.

f.‘.. e "“LL

When you return to the Ruined Courtyard, look for an inverted v-shaped struc-
ture above a door. Blast the top of the structure with a Super Missile, then
examine it with the Thermal Visor to find a power slot for the door. Shoot the
slot with the Wave Beam to open the door.

"I NORTH QUARANTINE TUNNEL

3 USE THE BOOST BALL ]

1

Quarantine Access A is essentially a long tunnel. As you roll through it, Pulse
Bombus will drop explosive charges on your head. Use the Boost Ball (and good
timing) to zoom through the tunnel without taking any damage.

metroid prime r i
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[ THE THERMAL VISOR REVEALS ALL ]

“Thardus is massive and
very tough, but don’t get
E discouraged. Scan the
rock creature with your
Thermal Visor to find its
weak point—which will
appear as an orange
glow. Shoot the weak
oint until your visor mal-
unctions, then switch
- back to the Combat Visor.
The Wave Beam is a good
weapon to choose in this
TR

— : = =

After a bit, Thardus will start chucking rocks in your directions. Lock onto
the closest rock with the L Button, shoot it, then switch to the next rock
in line. You can also keep shooting Thardus and avoid the rocks.

|

ans nintendo player's guide
74 CL I I I T 701 7 1

TT'HE\ QUARANTINE CHVE

[ THRRDUS ]

®

[ FEELING BLUE? ]

After you switch to the Combat Visor, the weak spot will show up as a dull
blue glow. Shoot the blue area until Thardus explodes outward and
reforms, then switch back to the Thermal Visor and repeat the process six
more times.

[ DODGEBALL ]

oy When the boss rolls into a ball and

© starts careening around the arena,
you won't be able to do much but
get out of the way. Use the Space
Jump Boots to avoid the attack.
You can’t jump over the rock, but
you can spring to the side. Keep at
it until you earn the Spider Ball,




FIII spider ballll
collect power-ups (24

RAfter the monster battle with Thardus, you may want to take it easy for a spell. Use your new
tools to explore and gain some well-earned power-ups.

% POWER-UP LOCATIONS

_ & ) MISSILE EXPANSION

phendrana drifts

(@ ) ENERGY TANK

¥} ) CHOZO ARTIFACT

magmoor caverns

fmangOP caverns o RRRRRRRNNNNNENNES

TJ;'?\ TRANSPORT TO PHENDRANAR DRIFTS

¥ SHVE BEFORE THE WAVE ]

2|2

There are two exits from Thardus’s lair:
One leads back to Phendrana Drifts, but

Lo the other takes you to a third Magmoor

T Caverns elevator. There is a Save

pelre Station at the bottom of the elevator, so
- it is the better route after you defeat

the rock boss.

— T
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oe MAGMOOR WORKSTATION ij;g\ SOUTHCORE TUNNEL

B[ FLY, MY PRETTIES! | IS, 8 PUDDLE SPORE )
After saving, go into the Magmoor

Workstation and fight off a gang of e e A Puddle Spores are massive crea-
Flying Pirates. If your Missile supply " r tures, but they're not interested
is running low, you'll have to take z; ~in you. When you approach the
them out with the Arm Cannon. Hit creature, it its mouth
T - them with a Charge Beam when they wide. Shoot it in the mouth to
| - & fly low, and keep moving. make it slam shut, then use the
: T spore as a stepping-stone to the
P e ) next area. Watch out for energy
- | globules that fly from its mouth.
e 9%

i ENERGY TANK ]
~

T TS| " NORTH CORE TUNNEL

B[ STEPPING-STONE | I

There are a number of unstable pillars
in Magmoor. If you shoot them with
Missiles, they will fall and create
bridges to the next area. Traverse the
lava in that manner until you reach a
Spider Ball Track. Take the track, then
head for the Phendrana Drifts.

There are three power slots surrounding the station. Use the Thermal Visor to
find the slots, then shoot them with the Wave Beam to dry up the lava in one
channel. Roll down the channel and scan the node at the end to open another
channel. Repeat the process twice more to gain an Energy Tank.

bhendrana drifts ENNNRENENRNNNNNNNE

iR, PHENDRANA SHEIFIELINES @

101
i [ MISSILE EXPANSION ]

Jump to the ledge with the door that
P Rabr— - \ gy o] leads to the Chapel of the Elders, then

use a Super Missile on the wall hanging.
(The hanging is located to the left of the
‘
IR |CE RUINS ERST @

open up a Spider Ball Track, then roll up
the track and secure another Missile
Expansion.

door.) When you blast the wall hanging,
102

you'll reveal a Scan Point. Scan it to
B[ MISSILE EXPANSION ]

—

The Ice Ruins East Missile Expansion is
hard to find. Walk about and around the
side of the room until you find a broken
bridge. Cross the bridge, then walk to
“1 the far edge of the platform and turn
around. Roll up the gpidar Ball Track to
- -+ get the goodie. There's a full-grown
' heegoth in the room, so that could
.| make your life difficult. Try attacking it
with the Thermal Visor to get a better
view of the side vents.

BEEM.. nintendo player's guide
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_ 1 | EFIGEEE |

Q chozo ruins

'";; SUN TOWER '“!.;\ SUNCHAMBER
B[ SYMBOL SCANNING ] B[ CHOZO GHOST ) .
T Yascrrevveere - .
et ' by |
r‘ a 1 j > ﬂ EREEn
R *J ’ - gy - .
& : ' “, 1: o &)
! . ] } ‘ ' 5
12 — P \ |
There are four symbols in the il o
: B Sun Tower that you must
ve - 1 scan. The first two are at the g
' e - base of the tower: Use Super
v‘\- -~ F Missiles to blow up the
‘ﬂﬂ | cordite wall hangings, then
h ™ ;‘ s::nnhth‘lghs'flmhuls under- '
) neath. The last two symbols ﬂ
Ix}i i - are on the backside of two ’&' A
1 e X 2. | columns. Once you scan them ﬁ
T both, the gate blocking the
; " Spider Ball Track will open. o
i i The Chozo Ghosts are fast, tough
B | and very difficult to spot. The
. only way to bring them down is
with a Power Beam, and the only
B[ OCULUS ] way to track them accurately is
wit_lll u-rnr_visim;‘. H“rhTml;il:“
y until you see a ghost, then blast it
T — ses | Numerous Oculus wil O 5 | witha chligged Poves Bedatahet
Wi i : try o end "lﬁ < £ L\ r | and follow with rapid-fire blasts.
=S e e Bl Tk ol £ &, | Don't stand still for too long, or
B Bombs are useless, so = | they ll swaiem you.
L ., lust wait for them to get |
" 4 out of the way. The crit-
:_;)-' ] ters move in a slow, pre-
& 1T il
> I
= ~q tfeuble. B CHOZOARRTIFACT ]
- B . rd 5 A
N =
%[IT'S R SPIDER, MEN ] = "ﬂ"ﬂ'ﬂhm-
gg eesees L . | gg sesees P P
% L‘;{‘/nﬁ t ! .--.. '1 .1'?” _,.-.a-"' < ‘
N | N
| ‘w e \ A\ < L'}
| 4 g -
i ...’.H:‘. ~ %5 I . ...::. T 3 T g T
1 '_"ilt. jr i
| s

The Spider Ball Track is broken in places, so you must use Bombs to clear the
gaps. Roll as far as you can, then plant a Bomb and let the explosion carry you
to the next level. Keep holding down the R Button or you'll fall and be forced to
start anew.

metroid prime ' (1]
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arm cannon combo:

# wavebuster

The Wave Beam is a handy weapon, but you can give it 38 massive upgrade with
the Wavebuster. The new attachment will turn your Wave Beam into a one-gun
wrecking crew.

"% PATH TO THE WRVEBUSTER

(=) wAveEBUSTER

@ MISSILE EXPANSION

b Bl SAVE STRTION

EFY chozo ruins

B
iy

NO0ZO0 ruins EEREREERRRRRNRNNNE

1R DYNAMO
105
8 [ MISSILE EXPRANSION ] @

T —— || y[susss es More Spider Ball Track means more toys

- — - == for Samus. The next time you're near
Dynamo, pop inside and jump onto the
ledge to the left of the entrance. Roll up
the Spider Ball Track and add five more
Missiles to your inventory. It's abit of a
detour, but you'll need the Missiles to
bring down the Tower of Light.

- T
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'“\ RUINED FOUNTRIN
106 @

#[ MISSILE EXPANSION ]

E1|.....

C el

e ...

e Go to the Ruined Fountain and jump to
the large stone protrusion at the far
end of the room. Roll into Morph Ball
form, then Bomb-Jump into the round
hole in the middie of Iﬂe platform. A
geyser will erupt and propel you into
the air. If you hold thn'lll Button as you
fly, you'll latch on to an overhead
Spider Ball Track.

s Roll along the track and into a small
cavern with the Missile Expansion. It
can be difficult to latch on to the
Spidgr Ball Track at first. Once you
Bomb Jump in to the hole, don't move.
Stay in one place until the geyser
erupts, then press the R Button.

n
Ll

v
1
ol
ub

e

B[ MISSILE EXPRNSION ]

iR, MAIN PLAZA
n:n\——@

|
.ﬂ e g, 2 - N
. - . ] “""‘\.'h”

Head for the Main Plaza and blast the large tree by the entrance to reveal a
Missile Expansion. Get on the second level and leap from there to the tree. It
may take you a couple of tries to succeed.

ik

Fl Bl wavebusterll
'l['l;\ TOWEROF LIGHT

B [ DROP THE RINGS ]
h -t "‘“-n‘,_,.____---“ —

Go to the Tower of Light via
the Spider Ball Track in the
Ruined Shrine. (You'll need the
halfpipe to reach it.) Once
you're in the tower, jump to

the middle platform and shoot
the weakened areas on all
four sides. When the tower

| drops, jump up one level and
repeat. Keep bringing down
the tower until you can reach
the Wavebuster. Each weak
section takes three Missiles.
If you're still low on Missiles,
restock at the Landing Site.

[
. - .
B [T R R S i L 'Il-l:l-ll-il-llrl o - o - ¥
i F h ' B I' _ " [ B (]
84S NS

grapemiyd | OTTL
e

; -: b, N - = . . .
Finally, the Wavebuster is yours! The new tool works like a Super Missile
butinstead fires a continuous beam of high-powered energy. Press and
hold A to charge the Wave Beam, then press Y to unleash the buster. It
will fire for as long as you hold n the Y Button but drains your Missile
supply in the process. | ' F g

metroid prime nun
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arm cannon upgrade:

ICE beam @

The pieces of the puzzle are starting to form a consistent pattern, and Samus
IS beginning to learn exactly what type of "science” the Space Pirates were prac-
ticing on Tallon IV. But before she can shut down their operation for good, she'll need
some assistance from an old friend—one that should give her the cold shoulder.

'\ PATH TO THE ICE BERM
ICE BEAM

{ & MISSILE EXPANSION

: S
& O ny
SAVE STATION ; ah
& MISSILE STATION / o
;ﬁ:.‘?’% N .
}"‘i 4/ &Fﬁ‘:"‘ "
L 11 )

[ ]
Lo

il g =i =

chozo ruins

% ARBORETUM o § FURNACE

§( A WATERY GRAVE | 1 BOOM BOX )
= (o= -

N A R 7 A e\ 1 =77

L]

It’s natural to want to leap from platform to platform in the Arboretum, but it's Roll up the Spider Ball Track at the Furnace entrance and cross a row of boxes.
no longer necessary. The water on Tallon IV becomes harmless after you've They will disappear almost as soon as you touch them. Roll to the end box and
defeated Flaahgra. Run through the waist-deep wet to the Furnace. immediately drop a Bomb, then Bomb-Jump to the next level.

'} BERR, nintendo player's guide
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'1'“'\ CROSSWAY
l ‘x

i [ BRERK THE ART ] _ IE PIS TDN F’IEKLIF' ,-"'r

| Roll to the far end of the “ggpresees m | [ agpeeases . ‘_‘_,‘,
Crusswuf halfpipe, then use

| the Boost Ball to roll up and
out of the pipe. Look for a -
weak decorative piece on
the wall, then blast it with a F
Super Missile to reveal a ‘
Scan Point. Scan the new [l
item to open a Spider Ball ¥ o E
Track far overhead. There's a "‘h e . .
bunch of Chozo Lore in the o - Vg : |
room—don’t miss it.

—

e = =

The second Morph Ball Slot will activate a piston near the door you used to
enter the Crossway. Ride the piston to the top of the room, then roll left to
claim one of the best-hidden ﬂissiie Expansions in the game. Take a moment
to catch your breath, then move on to the Hall of the Elders.

B[ FREE THE TRACKS ]

PEE o | i tenusemesoostBaitiopek i3 . HALL OF THE ELDERS

5 G oy VP speed by rolling up and down the .
| | B[ GHOSTS IN THE MACHINE | I

" halfpipe. For best results, hold down
| Band press the Control Stick in the
‘1 direction you want to go, then release
' B just before you reach the middle of
the pipe. When you hit your apex,
press B again and repeat until you get
$nuukgh air to reach the Spider Ball
rack.

gyeesees . | If you have difficulty reaching the
s track, try approaching the halfpipe
from the other direction—the camera
angle will shift depending on where
you enter the J;upa Once you gain
enough altitude to touch the Spider
Ball Track, simply hold down the R

Button to cling to it automatically.

Roll to the end of the Spider Ball
Track and drop a Bomb—but keep
holding the R Button' The Bomb will
propel you into a Morph Ball Slot,
where you should drop a second
Bomb. By doing so, you'll open a
Sr'rdar Ball Track on the other side
of the room.

There's another Chozo Ghost waiting
for you in the Hall of the Elders. Hide
behind a pillar and charge your Power
Beam, then lock on to the ghost and
fire. As soon as the shot is away,
duck behind the pillar and repeat. You
can also stay in the open and attack
when you can. If you keep moving, you
can avoid taking serious damage.

i [ HALFPIPE THE HRRD WAY ]

gg|easees 00 | You know what the second
: track means—it's time for

more halfpipe action. Leap up
to the second track with the
same strategy that landed
you the first, then make your
way to the Morph Ball Slot
and plant another Bomb.

It will take a few shots to eliminate
the ghost. It's more important to think
defensively against the spectral crea-
ture—if it hits you, the attack will
short out your visor and leave you
momentarily vulnerable.

metroid prime r i
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B[ THKE THE CHOZO BOUWLING | - B[ MISSILE STATION ] I

N\

|
|

You'll need to work your way up and around to the second floor. Save time by
leaping up to the second floor via the stair at the front of the room. When you
enter the hall, turn around and roll into the tunnel to enter a Missile Station.
The new device will replenish your entire supply of Missiles.

| Roll out of the tunnel that
| leads to the Missile Station
| and turn left. Use the Space
; Jump Boots to leap past the
| twisted metal outc rupring
ag:j:m llll;:tllﬂ a stmlllu Ialillqn
~ After you take out the Chozo above. Vvaik aown the ledge
Ehustﬁli:n statue in the mid- until you find three slots. Use
dle of the room will begin to a Wave Beam attack to
glow. Jump into the statue’s power the first slot.
outstretched hands, then
transform into Morph Ball
form. You may find it easier
to use the Morph Ball on the
ground and bomb yourself up
to the statue. g3[eanans et The Wave Beam will open a
" - Morph Ball Slot. If you drop a

Bomb there, it will cause the
floor to turn upside-down
and reveal a hdden contrap-
1 tion that is perfectly Hnrpﬂ
Ball-sized.

As soon as the Morph Ball |
enters the statue’s hands,

the carving will come to life
and roll you across the room.
Hold down the R Button as |
soon as you start to move—

u’ll latch on to a Spider Ball
rack.

Move to the end of the track
and drop to the the platform
below. Roll underneath the
Morph Ball Slot, then bomb
yourself up. Drop a Bomb into
the slot to activate a series
of slots at the other side of
the room.

( ““ nintendo player's guide
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B[ SAMUS'S BOWL-R-RAMA |
B e AR Once you reveal the floor's inner work-
”-‘ : f’” '] - t"l A ings, jump back down and let the statue
| - R il bowl you again. You'll go up the new

ramp and end up near the Hall of Elders
ceiling. After you've been bowled, roll
right and head for the Reflecting Pool.

A REFLECTING POOL

#[ EVERYONE OUT OF THE POOL ] B[ SHVE STHTION ]
Egl’lll-ll

Take advantage of the Save Station so

you don’t have to go through all the

. halfpipe fun again if something unfor-
tunate harpans. Don’t forget to notice

the tunnel in the back of the room—it

takes you to an new elevator that

- emerges in the Tallon Overworld.

o ANTECHAMBER
[ ICE BEAM ]

Upon entering the Reflecting
Pool, run around the edge of
the water and take out the
Stone Toads. Next, drop to
the bottom of the pool and i ¢ Byt e — : - 3
locate the drain cover. Bomb : . i B : : T g -
the weakened cover and let e ' : : ¥ . :

the water empty.

[ ZIPPY | SRR =¥ S o o e L,

By now, you know what to do
with a halfpipe. If you roll up
and to the right (assuming
you have your back to the
Reflecting Pool entrance),
you'll find a Save Station. If
you roll up and to the left,
you'll discover the next Arm
Cannon Upgrade. You can
also leap from one side of
the room to the other.

metroid prime num
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suit upgrade:

gravity suit®

Samus’s Power Suit allows her to stay beneath the waves for an indefinite period
of time, but its heft makes underwater areas tough to navigate. Give Samus a
physics-defying boost with the Gravity Suit—a Power Suit upgrade that lets you
speed through water like it wasnt even there.

" PATH TO THE GRAVITY SUIT

@ GRAVITY SUIT

@ MISSILE EXPRNSION

B SsAvE STATION
& MISSILE STATION

P/l! l“‘ nintendo player's guide
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on overworld

1158 OVERGROWN CAVERN

B[ MISSILE EXPANSION ]

i

Take the tunnel from the Save Station to the elevator, then ride the lift to
the Tallon Overworld. You'll find a Missile Expansion among a patch of
Venom Weed.

Nagmoor caverns

1y TWIN FIRES TUNNEL

i [ SPIDER BALL AND FREEZING FIRE ]

NL L] ey P S
r . i (W'ﬁ_}:‘;{:‘;ﬂ?—ﬂ """'-.H-'"'J

——

IS

When you emerge from the elevator, go to Twin Fires Tunnel and look to the left
for a Spider Ball Track. You don't have to worry about flame bursts anymore—if
you shoot the fire with the Ice Beam, it will freeze in place.

»

e & 'O MAGMOOR CAVERNS SOUTH

B[ AN ERSY PATH ]

Dhendrana drifts

You'll emerge in the room behind Quarantine Cave, located in Phendrana
Drifts. Roll up the Spider Ball Track at the back of the room, then use the Ice
Beam to enter the next door.

Plllgravitg suitll

e BFRIGATE CRASH SITE

B[ IT'S APIRATE PARTY! ] I

——

= [ -
- =

When you enter the overworld, head for Tallon Canyon, then take the Transport
to Magmoor Caverns East. Watch out for Flying Pirates at the Frigate Cras
Site, including two on the shore that seem to be having a pretty good time.

e 9 MAGMOOR WORKS TATION

i SHATTERED ]

Remember how the Flying
Pirates used to cause trou-
=& ble? Give them what for with
¢ the lce Beam! One blast of
#] | icy goodness will freeze

| Flying Pirate in place—you

can then shatter them with a
single Missile or a charged
Arm Cannon shot. Once you
do, head for the Magmoor
Caverns South Elevator,
located near Quarantine
Cave,

oo 9 FROZEN PIKE

#( DOWN, DOWN, DOWN ]

-

R 1 4 ‘. il
N %)
i | " -

When you reach Frozen Pike, jump off the ledge and fall into the water. There's
a door there, but you can’t use it yet. Climb out of the water and follow the
path around to a purple door. Look for glowing crystals that show the way if

you become lost underwater.
metroid prime ( i
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. s HUNTER CAVE

B[ JELZAP ]
"3 5 : S & ¥ k. B[ OROP THE STALACTITES ]| I
P S Jelzaps are water-based crea- S There are three more fragile stalac-
e TIPS tures with a ferocious : - '.:hﬂ"—-!' e tites in Hunter Cave. Shoot the first
LF' 5 .\'J Mtﬂﬂmm E ([?L? ey two as soon as you enter the room,

then leap to the second fallen stalac-
tite and blast the third. Use the fallen
items as bridges to reach the purple
door at the far end of the room.

11y FROST CAVE 118 GRAVITY CHAMBER

-] # [ RQUR RERPER ]
B[ FALLING DOWN ] . . :

] The are two stalactites that can be
felled in Frost Cave. The right-hand
stalactite leads to a Save Station,
while the left-hand one forms a bridge
to the next room. To drop the cave
£/ g;pw_tlhs. lock on to them and fire a

- issile.

| R55 9 PHENDRANA'S EDGE

B[ FIND THE UNDERWATER DOOR | I

—— e .

Two Flying Pirates will ambush you when you enter Phendrana’s Edge. Ice them
down and shatter the bodies, then jump off the ledge and fall into the water.
Look for a door below the waves, then shoot it with a Wave Beam to continue
your journey.

l;;\ nintendo player's guide




Flllgravitg suitll

B[ SET RDRIFT ]

It's time to take your leave from Phendrana Drifts (at least for the moment) and
head back to Chozo Ruins. Now that you have the Gravity Suit, you can leap out
of the water and find a door that was previously inacessible. Go through the
door, then work your way back to Chozo Ruins. When you enter Frozen Pike,
climb as high as you can through normal means, then use the Morph Ball to roll
along the edge of the room. When you hit a seemingly invisible obstacle, use
Bombs to leap up and over the stubborn roadblock. It leads to an easy path out of
Phendrana Drifts.

collect power-ups

Take a break from the helter-skelter life of a8 Bounty Hunter to collect a few power-ups.
You can also use your new suit to find the another Chozo Rrtifact.

‘8§ POWER-UP LOCATIONS

(& ) MISSILE EXPANSION

e

(4} ) CHOZORATIFACT

@ chozo ruins

1 WATERY HALL 118, TOWER CHAMBER
#[ MISSILE EXPANSION ] #[ CHOZO ARTIFACT ]
- @

—
L —

You can never have enough Missiles. If that's your strategy, make for the
Watery Hall and walk through the water until you sink. Look for a hole under-

neath a large, twisted tree root, then walk through the hole and claim another
Missile Expansion.

B

b

: §
;

.

S
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|

i
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morph ball upgrade:

power bomb

Bombs are all well and good, but Power Bombs are the way to go if you need to
clear large amounts of rubble or teach Space Pirates some manners. The path to
the Power Bombs is long and perilous, so make sure that you have as many Energy
Tank s as possible.

*§ PATH TO THE POWER BOMB

(&) PowERBOMB SAVE STATION

@ MISSILE EXPANSION Bl MISSILE STATION )

@ ENERGY TANK

chozo ruins

tallon overworid

phazon mines: level 2

phazon mines:
level |

"A Ill\ nintendo player’'s guide
! B0 im0 i il o — 0w L -



on-overworld

5 & LANDING S5ITE

B[ SET ADRIFT ]

1 FRIGATE CRASH SITE

8 [ MISSILE EXPANSION ]

You can find a lonely Missile

Expansion in the waters of the Frigate
Crash Site. The expansion is located
on the right-hand side, assuming
you're facing away from the door you
used to enter the crash site. You'll
find it quickly if you equip the Thermal
Visor once you're underwater.

To enter the downed Pirate Ship, walk as far forward as you can and look for a
series of ledges covered with glowing lichen. Follow the lichen until you find a
small hole, then roll through it and take the white door on the other side.

MHIN VENTILATION SHARFT SEC. B

(1]
[=4=

You must use the ship’s ventilation shafts to progress into its heart. When you
reach Section B of the main shaft, you'll find two Auto Defense Turrets and a
stuck door. Get the guns, then use the Wave Beam to power the door.

PIII power bomb i

After you grab the Artifact in the Tower
of Light, head to the Tallon Overworld
and walk to your ship. Once you save
your game, make your way to the
Frigate Crash Site by rolling through a
small tunnel located behind your ship.

II;;\ MAIN VENTILATION SHAFT SEC. A .

#[ TARLLONCRRAB ]

One Tallon Crab is harmless, but
an entire swarm can you

T
m m..;":‘;:"..
~ numbers, so the best strategy is
2 Phirot trgtgs thonareppings
- couple of Bombs as you go.

5§ RERCTORCORE .

i [ RQUA PIRATE ]

Aqua Pirates are built for under-

sea combat. A combination gravi-
ty suit and modified jet /

makes them , and the murky
water makes tough to spot.
Missiles to eliminate the water-

borne threat.

i ( SUNKEN DOORWAYS ) I

The door at the bottom of
the Reactor Core needs
power. It won't be an easy
task, however—there are
four slots that you must hit
with the Wave Beam to make
the door operational. Use
the Thermal Visor to find the
slots quickly and easily.

metroid prime r ann
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#(PHANTOM POWER )
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One of the slots is at the very bottom of the Reactor Core. Two more are on the
platform closest to the bottom of the core (it encircles the entire room). The
final slot is located right next to the door, on the left-hand side. Power them
all and move through the new passageway.

'];;\ RERCTOR ACCESS

B[ LIGHT IT UP ]

A familiar situation presents
itself in the very next room—

there’s a door with no power!
Use the Thermal Visor to
locate the hidden slots, then
power them uE with a burst
of your Wave Beam. There’s
also a Save Station in the
adjacent room.

B[ ENERGY TANK ]

There’s an Energy Tank locat-
ed behind a crashed elevator
door in the Cargo Freight Lift.
Use a charged Power Shot to
blast the door wide open and
add another Energy Tank to
your already impressive
total.

UP THE TUNNEL )
e ———

Jump up the tunnel and power up three slots with the Wave Beam. Alternate
between the Combat and Thermal Visors for best results. Aqua Reapers will
try to slow your progress. (One of the nodes is at the bottom of the shaft, next
to the Energy Tank.)

Ban nintendo player's guide
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1RER, CARGO FREIGHT LIFT TO DECK GAMMA

9 BIOHRZARD CONTHINMENT

# [ AQUA DRONE ]

Like most of the enemies in the
area, the Drone is a former
land-based item that the Space
Pirates modified for underwater
use. They are vulnerable to Wave
Beam fire, but you may find it
easier to take them out with a
pair of Missiles.

&)

When the Pirate Ship was
still functional, the tanks
along the wall contained all
manner of creatures—but
now one of them holds some-
thing more valuable. Scan the
closed tanks until you find a
weakened door, then blast it
with a Super Missile. You'll

find a Missile Expansion
behind the door.

IBE\ CONNECTION ELEVATOR TO DECK BETR

1 AQUAR SAC | I

et o
! % treats
have learned to survive in the
- depths of the ocean, giving them
. - | anadvantage over other Tallon IV
l. e life-forms. If you shoot one under-
water, it will dissolve into blob-
ules—a far better fate than its
exploding cousin on terra firma.

¥

5 pHYDRO ACCESS TUNNEL

#[ ENERGY TANK ]

b ) it

2lfseaseee soe
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There is an Energy Tank at the top of a long shaft in the Hydro Access Tunnel.
To reach it, you'll need to do some creative bombing. Drop a Bomb, then let it
explode and carry you up. Just before you reach the apex, drop another Bomb
and let it blow you even higher. Repeat three times and aim to the left.




—III power bomb
'];;\ GREART TREE HALL

i DRARK DOORWAYS ]

Hall. Climb out of the water and look for a white door that leads to the Phazon
Mines. Watch out for needle-shooting Seedlings and Sap Sacs. When you walk
through the next hallway, a glowing, blue Phazon will confront you. Though it
quksﬂpmtty and nice, don't touch it. The radioactive ooze will drain your life in no
time flat

. ? You'll emerge from the Hydro Access Tunnel into a room called the Great Tree

4 {a. ij
.‘1 _‘ R }_lI

zﬁ,
iﬁf"‘ J

pPhazon mines

'I;;\ MAIN QUARARRY

The Main Quarry functions as the hub of the Phazon
Mines. The Space Pirates have been busy, and this
is where their operations are centered. The beginning
of the end happens right here.

B[ MISSILE EXPANSION ]

Go up to the top platform in the quarry and look for a blue-windowed room.
Use the Thermal Visor to find a nearby power slot, then hit it with the Wave
Beam. Next, go into the blue room and scan the control panel to move the
crane. Travel along the crane with the Spider Ball to gain five more Missiles.

e W MINE SECURITY STHTION
139 .

i [ WAVE TROOPER ]

A new will in
mm, you

Wave Trooper. tm;

reverse-engineered Wave

Beam to let you
know what it feels like to
be on the business end of
Samus’s Arm Cannon. Hit
%, back with some Wave
3k Beam action of your

./ own.

LY

[l
J

Yia

. Tlus&:uﬁrm:ﬂ*muf
fense Turrets to guard
£ Hmtw:ﬂumt
' Guarded by energy

mw'mm hruln
In reckoned with. Take

with three Missile tInrl ' There are two other s
Combo Beam. cialized trooper types il;::l.ll
area: the Power Trooper and
the Ice Trooper. Eliminate them
with the appropriate weapons.
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1in ELITE RESEARCH

I[ RAISE PLATFORMS AND BLAST THE WALL | .

B[ SHIF TING SPIDERS |

Scan the computer near the pirate in
the tank to lower three platforms.
Jump up to the middle of the room,
then scan another computer to lower
more scaffolding. At the top of the
room, scan a computer to activate a
large pulse cannon. Use the Spinner
Device to point the cannon at the cen-
ter wall, then scan the computer to
fire the gun and blast your way to a

If you're feeling trigger happy, you can
have the pulse cannon blast every

1 wall in the area. One of the walls is

hiding a surprise: a Missile Expansion.
To find it, look at the middle wall and
then count two panels to the left.

| Move the gun to that spot, then open

fire.

"9 ORE PROCESSING

The large device in the mid-
dle of Ore Processing has

| three separate parts: bot-
tom, middle and top. You can
rotate the sections to line up
Spider Ball Tracks. Rotate
the bottom part until the blue
track lines up. Use the blue
track to reach level two,
then line up the red track. For
more assistance, bomb in
this order: one on the bot-
tom, two in the middle then
three on the bottom.

(1] nintendo player's guide
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ANELITE CONTROL ACCESS
42 @

Take the elevator, then look for a crate when you first enter Elite Control
Access. Shoot the crate to create an explosion and reveal a Missile
Expansion. Jump to the ledge, then use the Morph Ball to claim your prize.

S ELITE CONTROL .

B[ ELITE PIRATE ]

The Elite Pirate is a by-product of
Phazon experimentation run
amok. As soon as the beast
breaks out of its tank, scan both
it and the Plasma Cannon on its
back. Next, switch to the
Thermal Visor and hit the cannon
with Super Missiles. That should
be enough to blow the cannon to
pieces.

After the cannon is eliminated,
I-i&et the Elite Pirate and let fly
with a pair of Super Missiles. If
you hit it in the head, the battle
will be over in no time. If the mon-
ster tru;: you in a corner, use the
Morph Ball to escape.




IR VENTILATION SHAF T

#( R BAD PLACE TO STAND )

4 ‘
g = . - : 1
i : '.n. ""_r_'-.
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|I —l}*_._ "I-lu.-ﬂ-.lr“r'qr'- o Pl | |
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| Becown praceea |
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i You can deactivate the barrier in Elite
Control by scanning a nearby control
panel. Once you enter the Ventilation

. 6 | oy Shaft, huge amounts of poisonous gas
- ., . will flood the area. Run forward until
' you find a white door, then head
Beam. If you stand in the hallway next
~ f,‘s | to the white door, you can plug
: | Puffers all day. It’s a good (though
iﬂ‘l very slow) way to collect power-ups

i

@

. through with a burst from the Ice
if you're hurting.

"N

L
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']:;\ CENTRAL DYNAMO .

#( CLORKED DRONE )

e %

S - -

- """"-"*-r—_._.--— L
---ttn:nuvl"""ﬂ. "

A3 |asunsmnss

s —p——s ; | The Space Pirates made
T significant strides in
. |—-- — their weapon research,

including the creation of
Cloaked Drones. The fly-
ing robots are easy to
take down with the
Wavebuster, but you
must find them first. Use
. the Thermal Visor to

reveal the cloaked foes’
locations. Note that
Cloaked Drones cannot
be scanned.

95|

P BBB power bomb B

| POWER BOMB |

After you destroy the Cloaked Drone, a small hole will open in the floor.
Get into Morph Ball form and enter the hole, then roll through a maze of
electrical currents. If you reach a dead end, look for a metallic, diamond-
shaped pattern in the floor, then set a Bomb there.

At the end of the maze, you'll find the Power Bomb Upgrade. The hombs
let you destroy new and different kinds of material and also cause more
damage to enemies. Press Y to drop a Power Bomb.
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secondary item:

grapple beam ®

LWhether you need to cross large pools of lava, or just want to swing around like
a8 bungee jumper, the Grapple Beam is your tool of choice. It's almost absurdly -
easy to get once you know how, so head for the Ore Processing area posthaste.

"%, PATH TO THE GRAPPLE BEAM

@ GRAPPLE BERM

phazon mines: level |

(@) ENERGY TANK

El SRVE STRTION
MAP STATION

phazon mines: level 2

G

A\

T

phazon NIhES lllIlllllIIIIII

e pOMEGRH RESERRCH
" (DEFEAT THE ELITE)

Use Power Bombs at either end of the
Central Dynamo, then enter the room on
the far side and save your game.
Backtrack to Omega Research, which
contains another Elite Pirate. Use the
same strategy as your first encounter—
engage the Thermal Visor and fire Super
Missiles at the Plasma Cannon on its
back, then switch to the Combat Visor.
Wait for it to raise its arms before you
fire at its head.

| LAY \ nintendo player's quide
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PIII grapple beam i

i MAP STARTION | s e Tl e iV, I;;‘ ORE PROCESSING

C | presesat - eee|@Ol

i [ RUBBLE ROUSING | I

PETIT As soon as you enter the Ore

- 2 gyl Processing room, turn to your right
and leap over a gap in the floor. Drop a
Power Bomb next to the pile of rub-
ble, then drop two Bombs inside the
. Morph Ball Slot to spin the top of the
Spider Ball Track.

Drop down one level and drop three
Bombs in the Morph Ball Slot. The
middle portion of the Spider Ball
Track will rotate into position. When
you're finished, drop to the bottom
level and drop one more Bomb in the
Morph Ball Slot you find there.

Go to the top of the room, then leap
across the floating platforms until you
land on an outcropping with a large
pile of rubble. Use a Power Bomb to
remove the rubble and clear a path to
the Map Station. Naturally, you'll want
to enter the Map Station and get a
layout for the Phazon Mines.

Once all three sections of
the yellow Spider Ball Track
are aligned, use the technol-
ogy to scurry up the tracks
and enter the room at the top
of the area. If you have trou-
ble aligning the device,
check the holographic
images located next to each
Morph Ball Slot. (Your only
concern is the yellow line—
| you can ignore the other
two.)

11 VENTILATION SHAF T

B[ LOCATE THE VENTILATION CONTROL | N

R 118 STORAGE DEPOT B

| GRAPPLE BEAM ]

TR S I I,

87 I SEEaEEEEE -

As you backtrack, scan the floor of the Ventilation Shaft for a weakened area.
Drop a Power Bomb on the unstable flooring, then roll through to find the venti-

lation control room. Turn on the fans to clear the area of poison gas.

As soon as you roll back out of the
Control Room, you'll find an Energy
Tank waiting for you. Once you take
the prize, use the Boost Ball to roll
out of the shaft and make for the Ore
Processing room.

B[ ENERGY TANK ]

§ i
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| |
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No bosses, no traps, nn muss, no fuss. Tin Eraﬁln Beam is just tti in
a storage room, waiting for a brave adventurer to claim it as her own.
use the Gmpplu Beam, press and hold L when near a Grapple Point.

metroid prime r
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visor upgrade:

X-ray visor

THe X-Ray Visor is cheaper than a full-fledged machine and much more effective
than those silly glasses. Once you claim the upgrade, you'll be able to see a whole
world that you never knew existed. It's also useful for brawling with enemies who
like to vanish mid-battle.

PARTH TO THE X-RAY VISOR

2 {@®) x-rRAY visOR /&) MISSILE EXPANSION CHOZOARTIFACT SAVE STATION

i tallon overworld

@ .phazon MinEes EENNNEEENNNENRRNEE
'];; ELITE RESERRCH @
%( PHRAZON ELITE | =
r : + T Thnn'ul-"in:nn!ﬂtlﬁltlm
"'*'1- nhm";ruhct,.f
zu.llg:nel’mrhubmﬁﬂ
the pirate, then get fora
The creature can
with an oversized hand, so

wait for it to raise its arms above

its head before you attack. Super

Missiles are Ihnm:lnl‘h:liﬁ
wn&o'n.nmrit'sm , go back to

(
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FIII x-ray visor
1 WASTE DISPOSAL 1in SECURITY ACCESS A >
iﬂ:

i [ GRAPPLE AND ROLL ] B[ MISSILE EXPANSION ]

R ]|eeseseas __ ssejopo | Before you head for the
e Tallon Overworld, run back
‘02 at5c inside Security Access A and

turn around (take out the
Shadow Pirates first). Drop a
Power Bomb by the weak-
ened gate to reveal another
Missile Expansion.

:! i

Eu to the top level of lhe Ore Frncnssmg room and look for a Grapple Point.
Swing over to the blue door, then go inside and roll down the tunnel you'll find
there. When you exit the tunnel, turn to the right and use the Scan Point to D —
move the crane and give yourself a new Grapple Point.

9 tallon overworld

ARRRRNRRNRRNAREEED
iR | |FE GROVE TUNNEL u

b eq B LIFE GROVE .

#( GET TO THE DOOR AND USE A POWER BOMB | M X RAY VISEIFI ]

e e ————— e e e

.—-.-.-_--—a..
}

] 'Fh!‘ﬂl’fﬁlﬂilll
5 | Erm“ mﬁm
| wi:t'mI*Iill.lhfil'lﬂ'l"l

. ' walk over to the

'"'1:::';.““"“""'"

couple of the critters
in tlu area, then drop a
~ Power Bomb near the
weakened wall. :

gg|eesesens ) ses|@OL Take the B.lﬁ"o'ﬂtﬂl' from the
Phazon Mines to the Great
Tree Hall. Jump up until you
find the Spider Ball Track,
then roll as high as you can.
(You'll need to drop yourself
to another track at one
point.) When you see a ledge
below you, drop down and go
through the door. After you
enter the Life Grove Tunnel,
drop a Power Bomb to con-

Y linuﬂ.
- R (i“
%[ MISSILE EXPANSION ) ﬁ)
S — sesi@ Ol . ss+|§ 0D

The l Har Visor allows wu to see through certain walls and alsu locate

| hidden items and platforms. It can be pretty disorienting to walk and use
— ——— the visor at the same time, so save it for times when you think something
When you reach the I.|Ie Grove Tunnel you'll have to use the Boost Ball to roll might be placed in a room (or when attacking certain enemies).

out of a halfpipe. If you gain enough speed, you can flip yourself to the top of

the halfpipe. Drop a Bomb there to find a Missile Expansion.
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[T FERL
It's time for everyone's favarite recreational activity: collecting power-ups! The next pages will
lead you to an Artifact, an Energy Tank, Missile Expansions and a Power Bomb Upgrade.

"%, POWER-UP LOCAHTIONS

tallon overworld

f’"};f‘% MISSILE EXPANSION

; .l ..-'_;"-.l_
R 163> R )

/@) ENERGY TANK
/& ) POWER BOMB UPGRADE

/%) CHDZORARTIFACT

chozo ruins

REER. nintendo player's guide
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Q tallon overworld

'I;; LIFE GROVE

§[ WAHLLED IN ]

ses|pO2

One of the walls in the Life Grove has been weakened from years of disrepair.
Locate the wall with your Scan Visor, then drop a Power Bomb to bring it

crumbling down.

B[ CHOZO ARTIFACT )
i : : .F By Lood o
To find the t, roll
into Ball form and
enter the . Roll
~ around K
- round, black section of
j WMIMa
] tunjulpllq;

¥

- s
-

The pillar has a Spinner
1 ‘Device at its base. Roll
. into the device and use

T thj@u:}ﬂﬂll_nmﬂl

+ Whenits facing the

-~ waterfall, it will rise out

. of the water and create
‘ '_I.'-'F. e k

Leave the water, then
ill_n|l::nn'ln the pillar and

. walk across the ramp.

The Chozo Artifact will

be waiting for you on the

- other side. '

FIII x-ray visor

1 GHOST HUNTER | I

e

=

Three Chozo Ghosts will appear out of the gloom and attack after you get the
Chozo Artifact. Switch to the X-Ray Visor to track the spooky specters—even
when they vanish from plain sight.

After beating the ghosts, find a long slot in the wall. Use the Morph Ball to
travel through the slot, bombing as necessary. Follow the path to end up in the
Great Tree Hall. (Look for a tunnel after you drop down a level.)

1S, GREAT TREE CHRAMBER
155\—_®

B[ MISSILE EXPANSION ]
w :

- ., i u ol

The X-Ray Visor can spot invisible platforms. Enter Great Tree Hall and jump
down to the small cave where a Bloodflower has rooted. If you look to the left
with the X-Ray Visor, you'll see aclnlatlunn, Jump to it, then switch to the
Combat Visor and look for a blue door. The expansion is there.

metroid prime rlll
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chozo ruins A ———

min, HALL OF THE ELDERS @

a7 @ B | MISSILE EXPANSION |
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When you reach the Spider Ball Track, roll up and around the room until you

If you need another Energy come to the Missile Expansion. You'll have to drop from the track and roll
Tank (and who doesn’t?), across a pair of pipes. If you go slowly across the narrow pathway, you won't
return to the Hall of the have any trouble.

Elders. Jump to the second

level, then blast the middle (11

of the three symbols with [={=] MAGMA POOL

the lce Beam. Jump down to

the statue and let it bowl you # | POWER BOMB EXPANSION | I

S YOu N Sue (e it I The Magma Pool is a huge expanse of
additionsl energy points. molten Iﬂava, but you calr?crusg it with-
out fear by using the Grapple Beam.
You'll need to attach it at two sepa-
rate points to clear the lava. If you
happen to fall in, the only way out is a
series of steps near the door you used
to enter the room.

i MR, FURNACE
158
i USE A POWER BOMB TO EXPOSE THE HALFPIPE | .
ﬂlﬂ"""' “ﬂ..-._“..:._._

Roll over to a section of cracked floor and drop a Power Bomb. The floor will

collapse and reveal a hidden halfpipe. Use the Boost Ball to ride the pipe and When you reach the other side, click the X-Ray Visor into place and look at the
jump to a Spider Ball Track high overhead. back wall—you'll see a Power Bomb Expansion waiting for you. Drop a Power

Bomb by the wall to earn the extra ammo.

[ PLATED PRARASITE | . ',EE,\ TRAINING CHAMBER RCCESS @

=% &
g oz |- SRIENSSTRsite O anyeon- B MISSILE EXPANSION |
dition. The Plated Parasites are uanssesaananee wssipor | After getting the Power Bomb
. built for high-heat areas, and as : Expansion, leave the Magma Pool via
R L such have an almost impenetra- the purple door to your right. The next
e ';@;—j‘_?' ble outer shell. You'll have to use room is called Training Chamber
;H N— - Bombs to destroy the mclﬂ Access. Walk almost to the end of
creatures. If they get too ¢ the hall and look for a patch of red
- Blm will kmck you nﬂ the Splllf leaves. Curl into Morph Ball form and
n roll through the leaves to earn anoth-
b TR - | er Missile Expansion.

(= Reaed BB 0 ) B ) _J & R N @ J)
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_lll x-ray visor i
I;Sl]\ TRHRAINING CHRAMBER 1 TRAINING IS OVER ] I

g esssssRsases When you E'l'ﬂll a Bomb in the
§( DEFEAT THE GHOST | M | O e ;fl::ll;:: iprdchirpriiiog

: S 4 ' : "~ | leads to the Main Plaza. The
e tunnel is located under the
mouth of the Chozo Statue at
the end of the room.

When you enter the Training Chamber, the room will go into lockdown mode.
Defeat two Chozo Ghosts to open the doors, then get ready for some high-
intensity Morph Ball action.

B[ ENERGY THNK ]

7 ok »
s

: ‘_.' e B The tunnel leads you back to the Main Plaza of the Chozo Ruins. Don't get
“ g fl' » crushed by the giant pistons!

— B
Go to the exact middle of the 162 MF"N pLHZFI @

halfpipe and use the Boost
Ball to roll up to the Morph # [ MISSILE EXPANSION ]

Ball Slots on either side of
the room. Drop a Bomb in the
right-hand slot to unlock a
Spider Ball Track, then roll
along the track until you
enter a small room with an
Energy Tank.

When you emerge in the Main Plaza,
look straight ahead until you find a
Grapple Point. Walk forward until you
can lock on to the point, then press
the L Button and swing to the Missile
Expansion on the other side. (You may
need to jump forward to reach the
Grapple Point.)

allon overworld ARENEREERNNRNNRENE

ea 9 ROOT CAVE @

B[ MISSILE EXPANSION ]

Enter the Root Cave from the Arbor
Cavern, then latch on to a Grapple Point
and swing to a landing on the other side
of the room. (You'll need to turn to the
right while graﬂpling.l Once you're
there, turn on the X-Ray Visor and leap
across hidden platforms until you land
on a ledge at the top of the room. The
Missile Expansion is behind a clump of
plants across from the ledge.

metroid prime r e
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arm cannon combo:

iIce spreader &

Great for both dispatching enemies and providing cool party refreshments, the
lce Spreader is the next item on your to-do list. Once you have the item, you can

unleash deadly waves of cold fury—remember that it takes Missile ammunition to
do so.

'\ PATH TO THE ICE SPRERDER
ICE SPREADER

SAVE STATION
A MISSILE STRTION

L]
[ - /
8 - L] .

tallon overworld

chozo ruins

magmoor caverns

(o= T T T, L Z " 2
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—III ice spreader

@ JMagmoor caverns ANRREENNENNRRRENEE

et 9 SHORE TUNNEL
g

[ ICE SF'FIEFIDEH ]

-. e . L gy !1|“"“" I oz | : -I- “._&-*_:"‘-:.‘-l----.—“-"?_'#;-‘ mmmmmm
,.‘:'wf‘*r--.r—?"“,!..-qﬂ - ; P I L R Tunnel, scan the enclosed bridge for
L H X J L J a weakened section and dropa
. Power Bomb there. When the smoke
A clears, underneath the bridge

-~ . and boost the Ice Spreader. Don't fall
-~7 ... inthe lava on your way back out.

collect power-ups @__,.

(11111
While you're in the area, stop by and pick up a couple of power-ups. They'll match well with
your snazzy new lce Spreader.

POWER-UP LOCATIONS

& POWERBOMB EXPANSION

'¥}) CHOZORARTIFACT

@ Magmoor caverns | LTI
'];; WARRIOR SHRINE '“;;\ LAVA LAKE ~
# [ POWER BOMB EXPANSION ] — 1 EHDZD HHTIFHI:T ] {!-:i:

; : 1 s .
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' | irn-th
SN hmnﬂm
\ _ - llnlh tnn!n “afmtl
-. R ) .’ﬂlu ulllll'ﬁllﬂ
, | i ELL e
— 'E-I i = u 1‘_‘. ;.'. :_:. -...:
Enter the Warrior Shrine and jump in front of the Iargu Chozo Statue. Drop a | e '_;-" N B S X )
Power Bomb there to reveal a hole, then roll into the hole and through to a 3 & = 3 J ' .

small chamber. A Power Bomb Expansion is waiting for you.
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arm cannon upgrade:

IEEREIgK.

If you've been thinking about getting revenge against the Sheegoths that gave
you so much trouble earlier, look no further. The Plasma Beam fires molten
streams of energy that can melt ice—and ice-based creatures—uwith ease.

'\ PATH TO THE PLASMA BEAM
PLASMA BEAM

@ MISSILE EXPANSION

i magmoor caverns

--: 1

, 169 J
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=
b
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@ Magmoor Caverns

I TRICLOPS PIT -
(2)
2 [ MISSILE EXPANSION | A
eSS Enter the Triclops Pit from the Lava
iy ' :“ Lake side. Walk forward until you come
\ to a small drop-off, then look to the
right with the X-Ray Visor. You'll see a
floating platform. Leap to it, then jump
E | ) to two more floaters and look around
< | until you see a Missile Expansion. Use a
- X /| Super Missile to destroy the rock
- ® N\ p r:" . a:gas_inkg_tha expansion, then hop over
@ u and pick it up.
B 2\ Da
P —
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tea & TWINFIRES

B[ SWING, SWING, SWING]

e —l = Once you have the Grapple Beam, you
[ (Y _ ’ can careen through Magmoor Caverns
'1“-3’* 2, ; ; ’ will little concern about your own
T safety. Use the new tool land strate-
- gically placed Grapple Points) to
¥ swing over lava pits with the greatest
‘o of ease.
>
b _
n‘g\i“ ; ¥
e N =
'];; GEOTHERMAL CORE
i [ GRAPPLE AND RAISE THE PLATFORMS | .
% ——- : Jump to the other side of the
Pl LT L b Geothermal Core, then look
( Y 08| 1 for platforms on the right-
L/ : ; hand side of the wall (assum-
U ing you're facing away from
| : the Twin Fires areal. Jump to
it & the top, then use the Grapple
2 Beam to swing to the pillar in
¢ A = : the middle of the room.
F fm|
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Roll into the Spinner Device and twirl with the Boost Ball until you raise the

platform. Jump to the other two platforms and repeat the process.

¥ [ RRISE THE ROOF ]

———
— —
K
it e8| 0y

Look for a Spider Ball Track on the
third pillar. Roll up the track, then
drop down. Jump to the highest pillar
in sight and plant a Bomb in the Morph
Ball Slot . .. then stand back! You're
about to add some space to the area
by extending the ceiling.

PIII plasma beamll

B[ CLIMBING UP THE WALLS ]
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Bomb up to the new stretch of Spider Track and get ready for a long journey.
Roll along the track, bombing yourself to different levels when necessary. If
you have to drop to a lower level, release the R Button, then press it again. Go
slowly on the ramp—drop a Bomb at the bottom to jump to the next track.

| L ess|@oy

Just roll with the track and hold on. When you encounter an enemy, drop a
couple of Bombs and back out of the way. It's better to destroy the enemies
than avoid them—otherwise they may surprise you from behind and make you

start all over again.

'I;;\ PLASMA PROCESSING

[ PLASMA BERM ]

EEEam

-

You'll find a Plasma Beam Upgrade waiting in the
pon can open red doors and eliminate

middle of the Plasma

SN

many enemies in a single hit. It's very effective against frost- and cold-

based creatures.
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arm cannon combo:

flamethrower &

The Plasma Beam's combo attack is a powerful Flamethrower. If you were won-
dering how to unfreeze the power-ups in Phendrana Drifts, that should give you a
good idea. Make for the mines, stopping to pick up a Missile Expansion and an
Artifact along the wauy.

"% PATH TO THE FLAMETHROWER

@ FLAME THROWER

magmoor Caverns

@ MISSILE EXPANSION

%) CHOZORARTIFRCT
SAVE STATION

tallon overworid

phazon mines: level |
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F HR0E flamethrower

Hon-overworld ENNRRNNNNRRNNNNRRS

| ]
18 ROOT CAVE "1 ARBOR CHAMBER @

# [ THE ROOT OF THE ISSUE ]

B[ MIS5ILE EXPANSION ]

iy ~ o .
Use the Grapple Beam and the X-Ray Visor to make your way to the top of the Us:n the Plasma Beam to open the red door and enter the Arbor Chamber. A
Root Cave. You'll need to swing once, then jump to a series of invisible plat- Missile Expansion is inside, waiting patiently for a resourceful bounty hunter
forms. Look for a red door at the top of the room. to come along and give it a good home.
L]
A .
zo r""ns BERRERRRERENRRAEER

#[ CHOZORRTIFACT ]
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o2 W ELDER CHAMBER

Dhazon mines ENNENNENRNNNNRNNEE

U RMINE SECURITY STHTION

| FLAMETHROUJER ]
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suit upgrade:

phazon suit ®

You can withstand heat and function underwater, but radiation is still a danger. If
you want to protect yourself from the blue Phazon that litters Tallon |V, you'll need
to collect the Phazon Suit. Be warned, however—the suit is guarded by the fiercest
Space Pirate of them all: The Omega Pirate.

VAN |
\% 3

PATH TO THE PHRZON SUIT

PHAZON SUIT

@ MISSILE EXPANSION

SAVE STATION
&] MISSILE STATION

phazon mines: level 2

phazon mines: level |

_pPhazon mines

RENENENNRRENRNRREN
1R, MAIN QUARRY -

3\ DYNAMO RCCESS
175 176

1 SWING RWAY, SAMUS | B FIN ELITE CHRLLENGE ] RSN RS A TS R R,

Another Elite Pirate will
burst out of its holding tank
and attack inside Dynamo
Access. Wait for it to attack
with a ground quake, then
leap over the quake and fire a
few shots from the Plasma
Cannon. If you double jump,
you can clear the attack
without taking damage.

When you enter the Phazon Mines, use the crane that you moved when you
« lastleft the area to swing over to the Morph Ball tunnel. Once you swing,
enter the door and bomb your way through Waste Disposal.

i nintendo player’'s guide
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'l;:\ CENTRAL DYNAMO

i [ SPRERD THE LOVE

]

e
L)

Four Ice Troopers are resting
on the ceiling of Central
Dynamo. If you blast them

¢ with the Ice Spreader as

soon as you enter the room,
you can usually take two or

j three out right away. Use the

Ice Beam to clean up any
stragglers, then head for
Quarantine Access A.

e UUARANTINE ACCESS A

#[ HLOSS OF POWER

]

ses@ON

Look for a small hule on tha teft -hand side of Quarantine Access A. If you ruII
into it, you can slip under the floor and avoid the Mega Turret fire. When you
pop out on the other side, use a Scan Point to deactivate the turrets.

e 9 METROID QUARANTINE R

1| FREEDOM FOR MY METHDIDE | T AT
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There is a computer station
with a Scan Point on the sec-
ond floor of Metroid
Quarantine A. If you scan it,
it will drop the force field
that keeps a number of
Metroids in check.

Let the Metroids do your
dirty work! If you drop the
shield as soon as you enter
the room, the creatures will
stream out and attack their
Space Pirate captors. The
pirates might even eliminate
a Metroid or two for you—
but it’s doubtful.

B [ANICY TRERT ]

PIII phazon suith

§[ EVERYONE LIKES R FUNGI |

r—-ﬂrm:rf-ﬂf“‘w"’

-

- 1

S — _—
(8 nohev]=—""1
99 |ln“-ul"-lll

. R

metroid prime ’ el
109

| houses. Use the large fungi

| pool as possible.

Once the pirates are no
more, the Metroids will turn
their attention to you. Freeze
them in place with the Ice
Beam, then use a single
Missile to shatter the ice
block. If you stay on the
second floor, you should have
little trouble.

Phazon radiation isn't just for
creating horrible supersol-
diers. It can also create
mushrooms the size of small

as stepping-stones until you
are as close to the Phazon

Use the X-Ray Visor to look
over the pool and find a pair
of floating platforms. The

latforms move back and

orth, so time your jump care-

fully. If you fall into the
Phazon below, you'll take a
lot of damage.




I [ MISSILE EXPANSION ]

T =
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When you reach the other side of the
pool, look for another invisible plat-
form. Leap to it, then jump to a rock
formation next to a Spider Ball Track.
Turn left and look for another Spider
Ball Track behind a section of wall.
Blast two weakened walls with
Power Bombs, then roll across the
track, jump on another platform and
ride it to the expansion. Use the X-Ray
Visor to see the platforms.

#[ TRACKING YOUR PROGRESS | N—

— eeejpos | Go back to the rock formation next to
: T the Spider Ball Track, the roll along
A A0 Py ~ | thetrack and up to the next level.
%’? | Drop off the track and go through the

first door you see. You have to drop
N\}‘L, {{ 1,-‘, w‘ from one track to the next—just
\

release and quickly press the R

A
w\%\ Q&L}‘ . ¥ Button to make it so.

e FUNGAL HALL A

B[ SHROOM SLIDING ]
B Giant, radioactive mush-

R e 7 N [ ek o
ﬁ‘; .(\\?}Y—_’ : ? o S plntlutnns. Use them to leap
i i.'m. ., |

across the toxic floor of
Fungal Hall A. Use the Glider
to cross the last large gap,
then walk through the next
door.

I mwmhm_a:nii
Ll'h'f FE-_EIT;.-;----!--"‘" J 'Hﬂ - mr. I;
- imposing but not at all dangerous.
Grapple Points. at
mmﬂmmﬂha
the L Button. If you're within
range, you'll latch on automati-
cally. As soon and you grab the
Glider, it will stop mov

WSEW. nintendo player's guide
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"5 9 .PHAZON MINING TUNNEL

i SPEEDY MANEUVERS |

| o4 i o

Drop a Power Bomb to break the rock at the end of the Phazon Mining Tunnel,
then enter the tunnel in Morph Ball form. The floor will disappear under you, so

use the Boost Ball and roll quickly,

(]
182

# [ JUMPING IN THE DARK ]
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B[ MISSILE STRTION ]
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% FUNGAL HALL B

Fungal Hall B is illuminated
only by the glow of Phazon-
stuffed mushrooms. Use your
Thermal Visor to cut through
the gloom and find a clear
F:‘dﬂl for leaping to the other
side.

There is a red door on the
left-hand side of the hall. Use
a Glider to grapple to the
door, then blast it with the
Plasma Beam. There is a
Missile Station on the other
side of the door.

Drop to the ground and use the Thermal Visor to spot a Missile Expansion in a
ring of small mushrooms. Drop a Bomb in the middle of the ring to clear a path
to the expansion.




PIII phazon suith

i [ GRAPPLE GROPE ] B[ HRVE R BALL ]

Walk back toward the entrance and jump up as soon as you can. Leap back the
other way until you can go no farther, then attach a Grapple Beam to the Glider
and sail across the gap to Quarantine Access B.

1]

as R UUARANTINE ACCESS B

Bomb up to the Spider Ball Track, then roll across it until you land on metal
scaffolding. Jump to a second metal platform, then use the Grapple Beam to
cross the Phazon pit. You'll have to jump to reach the Grapple Point.

Look for a sealed tank on the

B[ MISSILE EXPANSION ]
~

p—

§ [ INVISIBLE BOMBU ]

Quarantine Access B con-
tains an invisible Bombu. Use
the X-Ray Visor to find he

N

ﬁsllhu:nlull-‘ ‘xxl\ -
.'. s F R

bottom floor of the room.
Blast the tank with a Super
Missile to break it open and
reveal the sweet, sweet

elusive critter, then blast it

. e
[ ‘ M"ﬂ,’l‘:r_.ﬁ-

with the Wave Beam. If Missile Expansion within.
you're having trouble, just The tank is next to a bank of
shoot the Wave Beam into computers on the near side
the air a few times—you’ll hit of the room.

the Bombu eventually.

oy @ METROID QUARANTINE B

i [ PLASMA TROOPER ]

Before you head through the
door, take a detour to the
Save Station on the bottom
floor. You'll need all the ener-
gy you can get to survive the
fierce battle ahead.

| v FF-gl';-;ﬂ-:“hlll[ SENEEENRRE

> o N . . ]
You've met three specialized Trooper types (Beam, Ice and Power) and -

now you can add a fourth to the list. The red-hued Plasma Troope
and dangerous, and only the Phazon Beam can destroy it. Give
comer a few blasts from the cannon to teach it who's boss.

ris fast
the new-

.

Once you eliminate the Phazon Trooper in the Elite Quarantine Access, you'll
have to melt some ice. Use the Plasma Beam to blast the frozen stuff above
the red door, then head on through.

i
|
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oe B ELITE QURARTERS

[ OMEGRA PIRATE ]

[ A CHINK IN THE RRMOR | [ PIRATE POSSE |

— P — The Omega Pirate has
. - " = - Phazon Armor on its
knees and shoulders. Use
the Plasma Beam or
 Super Missiles to blast
. the armor until it disap-
pears. When the pirate
sends out a ground quake,
double jump overitand
- fire away. If it pullsits
arm back, jump away or it
will swipe you with a
large claw. :

[THE HERRT OF THE MATTER ] [ ANEW SUIT ]

After three or four shots
to the heart, the Omega
Pirate will be no more. Your
~* reward for defeating the

~ monster is the Phazon
© Suit—an awesome-looking
outfit that protects you
: . from radiation damage. If
. you're low on energy, use
3 the elevator to head

1 L}

\ y | . upstairs and get an Energy
P~ -~ . - = _ “+ Tank before tracking down
After you destroy the Phazon Armor, the Omega Pirate will vanish. Use the the Artifact in the Phazon
X-Ray Scanner to locate the cloaked beast, then blast it in the heart with Mining Tunnel.
- Super Missiles or the Plasma Beam. - —

ey BB 0 ) J) S § N & |}

i
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collect power-ups

SE TTTTT
Youre almost ready to descend into the heart of Tallon IV. Before you do, pick up the remain-
ing power-ups and the final Chozo Artifacts.

' "§ POWER-UP LOCATIONS

(&) MISSILEEXPANSION (@) ENERGY TANK

phazon mines: level 2

320N Mines EENERRRRRRRNNNNENE

"118 PHAZON MINING TUNNEL "in FUNGAL ACCESS @
la)

L] EHEZD HRTIFACT ] #[ MISSILE EXPANSION ]

g]|eeeesns __ eee|@03 Another Missile Expansion is

waiting for you inside Fungal
Access. Head into the now-
harmless Phazon pool, drop
to the bottom of the room
and roll and around until you
find the prize. If you can’t
spot it, try looking with the
Thermal Visor.

wmitnmmmmm:
rmmﬂnnhthnhch  then roll on and blast ere

Chozo mltﬂumﬂm
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'IE;\ PROCESSING CENTER FIECESS

B[ ENERGY THNK |

T

Go to the top floor of the room where
you fought the Omega Pirate—an
Energy Tank Upgrade will be waiting
for you. If you're weak after the
Omega Pirate battle, you may want
to grab the upgrade night off the bat.
Doing so will restore all of your
Missing energy.

I|;E| PHRAZON PROCESSING CENTER
&

[ MISSILE EXPANSION | I, \

Jump and roll up to the top platform,
then walk right until you see a small
platform with a couple of crates just
below you. Drop down and plant a
Power Bomb to destroy the wall and
earn another Missile Expansion.

Dg|rereeestasenes | a3

¥ ) phendrana drifts

et TRANSPORT ACCESS

1€

After exiting the elevator, head for
the Transport Access and look for an
Energy Tank frozen in the ice. Shoot
the ice with the Plasma Beam until it
shatters, then jump inside the cave
and claim the power-up for Samus.

e FROST CHVE @

[ MISSILE EXPANSION ]
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1| DANGER FROM RBOVE | I

Go to the two twisted Spider
) Ball Tracks in the middle of

| W the room (they are on a pair
of pillars) and use the left-

. hand track (assuming you

/| have your back to the door)
- R | toroll up to a higher plat-

p R W s R | | form. A Power Trooper will

ﬁ*f T e o shoot at you as you roll. As
; w ~J : soon as you drop down, blast
Sl R the bottom of the upper plat-

- i :%ﬂiﬁ | form with a Super Missile.

P - e

| il . _5-
You'll find another Missile Expansion in the Frost Cave. Walk through the door,
then latch on to the Glider and jump to the other side. Look up and use a

Missile to dislodge a stalactite, which will crash through the ice. Go underwa-
ter through the new hole to find a Missile Expansion.

Ril nintendo player's quide
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Use platforms and scaffold-
ing to jump around the
perimeter of the room, chmb-
ing higher as you do. When
you reach the top, leap on to
a moving platform and let it
take you as far to the left as
possible. Leap off the plat-
form, then head out of the
Phazon Processing Center.
When you're free, make your
way to Phendrana Drifts via
the Magmoor Caverns South
elevator.

i S TORAGE CAVE

B[ CHOZOARRTIFACT |

HIII.IIIIII Ifllll

and look for a door hid-
den behind a rock slide.
Once you find it, use a
Power Bomb to blast the
door and get the Artifact
within. The door is on a
‘small, unremarkable
ledge. ' -




a9 SECURITY CAVE

# [ POWER BOMB EXPANSION | I

—Ill phazon suitll
'I;;\IEE RUINS WEST
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There is a Glider circling around the very top of Phendrana’s Edge. Use it to
swing to the other side, then roll into the tunnel there. You'll emerge in the
Security Cave, where a Power Bomb Expansion awaits.

'I;;\ GRAVITY CHAMBER

B[ MISSILE EXPANSION |

! . : R

®

Enter the Gravity Chamber and look for a blue stalactite in the middle of the
room. Blast it with the Plasma Beam, then use the exposed Grapple Point to
swing over and grab the Missile Expansion.

118 QUARANTINE MONITOR

#[ MISSILE EXPANSION ]
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When you enter the Quarantine Cave (where you earned the Spider Ball), roll
up the Spider Ball Track and drop down on a ledge. Use the Grapple Beam to
swing to the next ledge over, then go grab a Missile Expansion.

The Sheegoths were mon-

B[ GET SHEEGOTHIC ]

Py s r—.:.h“:;';;.,_ﬂw*” ster battles before, but now
GOV == you have a Plasma Beam to
vt : re even the odds. Lock on to the

creatures and fire away—
they’ll be crispy critters
before they know what hit
them.

Return to Ice Ruins West and leap across until you are on a ledge with gaps on
either side. The platform to one side will contain a few crates. Leap over there
and blast a section of clear ice to find a Power Bomb Expansion.

"aa W PHENDRANA SHORELINES @

B[ MISSILE EXPANSION ]

One Missile Expansion was left inside
a small cave, but it's covered with
overgrown icicles. Use the Plasma
Beam to heat them up and clear a path
to the new expansion. The cave is on
the backside of a large rock forma-
tion, near the Save Station door.

B[ CHOZOARTIFACT ]

K
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IR CHOZO ICE TEMPLE
Igg%

20 e jump to the top of Y  room. Walk wj'ﬂh_
mﬂ.wll;:jl Iu-uo“ ir.u'q mﬂlﬁh its Ilhd:l.hﬂlﬂ
Plasma to melt the ice, i statue’s ME
Ball form. It will bowl you tulnw ' :mﬂrim_ Il find th

“last Chozo .lrlillet -'tI: e ! 4 |

'“\IEE RUINS ERST
200 @

B[ MISSILE EXPANSION ]

Enter Ice Ruins East and hang a right,
then walk forward until you bump into
a large stone Iud?n and make another
right. Follow the ledge as far as you
can, then angle right again and look
for a clear blue sheet of ice. Blast the
ice with the Plasma Beam to reveal a
Missile Expansion.
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all artifacts collected:

meta ridley

The Chozo Brtifacts are collected (save one that's waiting for you), and you have
all the Power Suit and Arm Cannon upgrades possible. It's time to head for the
care of Tallon IV and end the nightmare forever. An old nemesis, however, may have

a few different ideas up its wing . . .

PATH TO THE ARTIFACT CHAMBER

SAVE STATION

tallon overworld
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9 tallon overworld

1in ARTIFACT TEMPL

8 [ TAKE BACK THE ARTIFACT )

B[ AGARTEWAY TO ANOTHER UJDFILD | R
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Make sure that you have
every Artifact before you

If you've never visited
before, there is one Artifact
waiting for you there. You
can also find two pieces of
Chozo Lore and one piece
of Pirate Data.

 head for the Artifact Temple.

Was the Chozo Temple built

s 10 keep something out .

or in? Regardless, walk 10
the device in the middle of
the statues to activate the
Chozo Temple and open a
passageway to the Impact
Crater. If you are missing
any Artifacts, the gate will
not open. Check the index
on page 136 to see where
the wayward Artifacts can
be found.
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Meta Ridley will swoop down and attack once the last Artifact is inplace. =~ Sometimes Meta Ridley will fly overhead and fire a heam of energy. Use
Lock on to your old foe and blast it with the Plasma Beam or Super - the dash move to leap out of the way. If you can keep a lock on the beast,
Missiles as it circles you. It's vulnerable when it launches an attack. fire a few shots as it swoops away and comes around for another go.

[ GROUND-TO-GROUND COMBRAT | . [IS THIS THE END OF METR RIDLEY? ]
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Soon Meta Ridley’s wings will crumble. It will then land and attack you - When flames appear in Meta Ridley’s mouth, fire a Super Missile or

from ground level. When Ridley rears back and moves its head, dash out of Plasma Beam. Once you hurt it, it will expose its vulnerable chest—you
the way—it's about to charge. Turn around by holding the R Button while can then hit it in the chest with a charged shot. When it’s almeost gone, fin-

you move backward on the Control Stick, then lock on to the menace again. ish the battle by attacking with the Wavebuster.
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final battle:

impact crater

The path to the Impact Crater is deceptively simple. After defeating Meta Ridley,
stand in the middle of the Artifact Chamber to be transported to the Impact Crater.
Use the Save Station behind you as soon as you arrive—it may take you a number
of tries to eliminate the game's final boss.

"% PATH TO METROID PRIME '

SAVE STATION
[# MISSILE STRTION

impact crater

(2 imPaCt crater AREEREERRRRRRRRRAE

o CRATER TUNNEL R

B [ NUCLEAR POISON |

B[ LUMIGEK ]

The radioactive sludge inside
the Impact Crater is so toxic,
it will eat through even the
Phazon Suit. Keep yourself in
the air as much as possible
by using double jumps, and
try to land on safe surfaces
only. A good rule of thumb—if
it's glowing, stay away.
(That's good advice at any
*| time.)

(1] ) nintendo player's guide
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F BEE impact craterll

Tos B PHAZON CORE .

#[ FISSION METROID ]

If Metroids are tough and Hunter Metroids are hard, the Fission Metroids are

‘downright nasty. The creatures are invulnerable to all but one kind of weapon-
ry. and when you attack one, it will split into two parts. Examine their inner
workings to see what color they are, then attack with the matching Arm
Cannon weapon.

B[ DOORWAYS ARE YOUR FRIEND | M

Here's the best kind of tip—a chea
one. Walk into the Phazon Core an
get a couple of Fission Metroids to
1 follow you, then run back to the door
and enter Crater Tunnel A. When you
open the door again, the Fission
etroids will be waiting for you.
They can't fit through the door,
however, so you can stand back and
just blast them at your leisure. Use
the trick until most of the creatures
are eliminated.

After you deal with the Fission
Metroids (or at least a couple of
them) run into the Phazon Core and
start leaping up the platforms. Once
you jump on three floaters, turn to the
right and use small white outcrop-
pings (they look eerily like teeth) to
climb higher.

Another series of platforms awaits
after the white outcroppings. Jump
“ the floaters, then head for the

issile Station at the end of a long
bridge. It's almost impossible to get
up there with Fission Metroids on
your tail, so try to eliminate as many
as possible beforehand by using the
door trick.
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Your charged attacks are invaluable against Fission Metroids, but
Missiles are a precious commodity. Wait until you have a clear shot to use
the attacks. If you use the door trick, you can save all your Missiles.

If a Fission Metroid lands on you,
activate the Morph Ball and plant
~a Bomb to shake it off. If you
plant a Power Bomb, you will
destroy the creature. Be care-
ful—other Fission Metroids will
try to roll you into the radioactive
“ooze while you're in Morph Ball

| 0%

.E,JI'-I\ CRATER TUNNEL B

B[ OVER THE PHRZON ]
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There's a Spider Ball Track inside Crater Tunnel B. You can bomb yourself up to

the track and roll to the other side, but it’s a convoluted path. If you can sg:ra x
about 10 ene rg:crnints. just use a double jumﬁ and leap to the other side. You'll
touch the ground, but if you're quick it won’t hurt much.

Soe B PHAZON INFUSION CHAMBER

§ ( METROID PRIME | I

Say hello to Metroid Prime—
possibly the biggest, bad-
dest boss Samus has ever
had to face. The epic battle
takes place in two stages,
and it will take all of the
skills and cunning you've
acquired on the long journey
to this point. Dry your palms,
crack your knuckles and get
ready to throw down.

metroid prime rlll
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e PHRAZON INFUSION CHAMBER

l[ METFIUID F'FIIME ]
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As sm:-rn;: Metroid Prm :rot: you, -thn n;ns:m nrnnturn vnll turn tail and
run—digging a tunnel to the lower level of the Phazon Infusion Chamber. You've
come too far to turn back now, so lump into the tunnel and give chase.

[ 5] nintendo player's guide

Metroid Prime will
attack you with all
mm of rwld
pons. Use the
pllhn at ﬂm end of
the room for cover.

- They will be destroyed

4 m a mttur,ﬂ seconds,

little bit of

_Iﬂl:ﬂ'lﬁrhiptl.

. Sometimes Metroid
 Prime will charge
 forward and att

to inst
w mﬁmdﬁﬁ
curl into

form and roll into the
grooves mdumnth
the creature. Zi

the other end o ﬂm

" groove, then stand up
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P BEB impact craterll

| FITTFIL'KING WITH EXTREME F'FEJLIDIEE I

Like the Fission Metroids, | - R ‘l’nur_nntulﬁ:tiu

Metroid Prime takes e re e P | | attackis the Wave
damage from only certain VLN 13| SSsemasennns. . 3§ Eutur mntlubm
weapons at uminm —& etroig E’plc
When it turns ye -:IIIUE
attack it with Si mﬂnhlmm It
M:.chsﬂpor drain Missiles very
Missile is taking too long quickly, I\untithnu-
to charge, switch to est and fastest way to
single Power Beam shots. damage the monster.
When the creature turns ~ You know what to do
white, it’s time to break ~ when you see red—arm
out the Ice Beam. The Ice 1 the Plasma Cannon. The
Spreader is an effective ( Flamethrower is next
weapon—it covers to useless, so stick
Metroid Prime’s entire with single shots and
head and prevents it from aim for the middle of
moving momentarily. The Metroid Prime’s head.
big drawback to the Ice The red eyes in the mid-
Beam is the slow reload dle of its head are the
time. You may want to fire only weak spot—use
single shots instead of the L Button to lock on
By charging it. automatically.
_",..ﬂ ]
| METFIU!D PRIME'S PROJEC TILE ATTARCKS |
- p—— . ———- After you deal some
[ A i T il o LT T T oo Al ' id Pri
o o [Saeisaeses / C|seasbiaare . pain to Metroid Prime,
\ Vi E"I=.:-;.....] g'é:] Lj [ty —— 7 ——d) ‘) 1t will flee to a deeper
, e T level of the chamber.
A 1 You have it on the run

—
'rJ:',.p.l
i |

The boss will attack with a vnrlnty of mctlhs Whln it hrﬂs Hmsﬂa:_
move forward a little and continue firing. When it sweeps a beam across the
room, double jump over it.

[ METROID PRIME'S RDDITIONAL AT TACKS |

Metroid ana has more surprises in store. If it launches an lce Beam across
the floor, dash to the side br(:ppmg the B Button. It will also pull you closer
with a green tractor beam. Keep shooting until you're right up against it—it's a
good opportunity to inflict a lot of damage. -

[ STRAGE TWO ]

now, so | down

' after it and keep the
| pressure on.

When you finally
destroy Metroid Prime,
the second stage of the
battle will begin. You'll
know it’s about to start
when the monster tun-
nels sideways instead
of straight down. Follow
it to the next area and
load up for an even

~ tougher encounter.

wll.
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- [ METROID PRIME |

e

[ DERDLY GROUND QUAKES ] [ EVERYONE INTO THE POOL |

~ | Metwoid Prime draws
its power from Phazon,
hﬂrﬂuﬁtucuiu
" PM.I-" mrﬂt';
- ﬂ!ﬂfﬁ‘%‘.ﬂ?ﬁ wl':llc“-r:
b  uset H ue
. liquid tnn'r::ﬂ’ll‘l_lﬂ‘
. by creating an uber-
: powerful Arm Cannon
~ " attack—the Phazon
~ Beam. : ¥

| Stepinto the pool of
- Phazon to charge your
Yo s e i
. ‘re inside the liquid,
| mummnwiﬂ re
- streams of pure .
- Phazon—no matter
- which weapon you
~ have selected at the
time. The Phazon
Beam can rip through -
~ both Prime and '
Metroids with ease.

Metroid Prime was just a housing for the true boss: a many-armed creature
with a bad attitude. The new Metroid Prime’s main attack is a devastating

ground quake. Jump over it, or you'll lose almost half an Energy Tank. Listen for
a loud, squealing rumble just before the attack is unleashed. ~

Ill\ nintendo player's guide
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[ CALLING IN REINFORCEMENTS |
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[ CLORKED AND DRAGGER ]
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As soon as Metroid
Prime creates the first
Phazon pool, it will
spawn Metroids. You

~ don't have time to
- switch from beam to

beam, so your only

~ hope of taking out the

creatures lies in mak-

~ing it to the Phazon

pool. After it spawns
the pool, Metroid Prime
will cloak itself and

* attack from afar.

Run to the pool, then
fire at the Metroids.
You can destroy them in
one shot, but Metroid
Prime will cloak while
do so. “l a I:llﬂmid
to land on your
u:dpfsn;uku it off w‘i':'ﬂ

a Power Bomb.

The best way to find a
cloaked Metroid Prime
is by using the Thermal
Visor. It can be hard to
see—especially with
Metroids flying helter-
skelter—so look for
the waving tentacles.
Metroid Prime likes to
hide over Phazon pools,
and it might be over
your head.

Once you track down
the creature, let fly
with the Phazon
Beam. The attack will
drain Phazon from the
pool in much the same
way charged attacks
take Missiles. When
the pool is dry, the

1 beam will cease to

function—so it's time
to move to the next
pool.

F BB impact craterll

{ VISORS AND BEAMS ]

You'll have to multitask to defeat the boss. Use the Combat Visor to locate
Phazon pools and Metroids, then switch to the Thermal Visor to find Metroid
Prime. If you can't track it down, try to locate it with the X-Ray Visor. Metroid
Prime’s ground quakes will often knock you out of the Phazon pools, so you'll
have to be quick on the draw with your visor finger. Keep at it—the boss is no
joke, but it can be defeated with patience and :ﬁittla luck.

[ SUCCESS! ]

-~ E——

~ mIsSsion FINAL
Percentage Compiete 100%
Total Time 09:39

llard Mode Active

The day is won and victory is yours! You've cleaned the evil stench from
Tallon IV and restored peace to its ghostly Chozo overseers. Your ending un-
lockables will depend in a number of ways, so flip to the next page and see
what you've won.

metroid prime rlll
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ecrets & rewards

There are a couple of different ways to finish Metroid Prime, and you'll receive
different rewards based on how thorough you were while playing.

"8 A COUPLE OF TIPS

B[ LOAD SCREEN LORE | MEEEEEEE. 0§ EXPAND YOUR MIND ) I

When you go to Make sure that you
the Load Game collect all the
screen, you'll expansions in the

[ seeapercent- game. Check the
age next to the index on page 136

] save file. It tells to figure out what

you how many page you must
expansions and read to learn the
upgrades you location of the
have collected. power-ups.

Bt wi 00 KOCB/POOE PO VY IS

#( FILL YOUR LOG BOOK )

[ Log Boah ] 1
| M prfeDbirgn) Sl » 1
Fer e I'
iy e lwllgend "t
S FRS0F SFCIrs 5..
Capatie of Dl al l
SFPBCRS SNl eS0T 71
B. Stalactite
-'F'frrrl'-;';:n ey II-: !. mﬂm
:‘.::::1:1:| \rw::r:-I' B “‘ I
— I I e ::rllllﬁdw H:I-llli; “ Fmr mm
| | | D (e Cealr Ml Hunder - Class m.m E Ew’. M
L(‘J | _— regstered to Samus Aran. 3. Zebes
- = S = W. Ulra
e @O Q ﬁmmt
@ 1. Tallon IV
ot - 1. Locked Door
You should also concentrate on filling the Log Book. Chozo Lore and Pirate Data appear on walls 8. Gunship

and blue computer terminals throughout the game. Creatures and Artifacts can be found in the
index. Research entries are listed to the right. '

"8, BONUSES

B[ AREWARRD? HARDLY. M. §([ ART SHOW | .. [ CINEMA METROIDISO |

MiAIN MENLU — ——
. — —— -

0 19 D)

If you complete the game, you'll
unlock Hard Mode. (We know what
you're saying . . . the game gets hard-

er?) If you can defeat Metroid Prime
in Hard Mode, consider yourself a
world-class bounty hunter.

If you fill 50% of the Log Book, you'll open a
gallery of concept art. If you fill 100% of the
Log Book, you’ll open a second gallery. You can
access both from the main menu.

‘ nintendo player's guide
24 5= :

If you can collect every Missile Expansion, Power Bomb Expansion
and Energy Tank in the game, you'll unlock a secret end-of-game cin-
ema sequence. There may be other surprises in store as well . ..




metroid links

~ if you have copies of Metroid Prime, Metroid Fusion (for the
Game Boy Advance), a Game Boy Advance and the proper

cables, you can connect the games and unlock a couple
of awesome secrets. You'll even get a chance to play

the game that started it all—Metroid for the NESI

Data nrik cgdnmétl. Please tum
‘Your. Game Boy Rdvance.
T seect "

metroid prime r -1
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game boy advance:

metroid links

When you link Metroid Prime with Metroid Fusion, by way of a Nintendo
GameCube Game Boy Advance Cable, you can take advantage of two hidden
Metroid Prime features. One feature gives you a new suit; the other lets you play the
game that started it all—Metroid for the original Nintendo Entertainment System!

Q:b connection bonuses SNERERENNRENRNNNEE

- o

B[ PREPRRE TO LINK | | l[ FUSION SUIT ] —

Plug one end of a Nintendo
GameCube Game Boy . — ey '

NERGY- | ~A R UL ] === ~ L b=

: Advance Cable into e T T S e et Samand et at Sl T
| Controller Slot 2, 3 or 4 of >
your Nintendo GameCube,
and the other end into your
Game Boy Advance, and
make sure that both systems
are equipped with their
respective Metrowd games.
Use a GCN Controller to
select the Metroid Fusion
4 Connection Bonuses option,
then follow the data link
mstructions.

{ ¥[METROID)

PUNH STRERT BUTTON
il 19896 HINTENDD

wHeoale =3 ol Herrals

If you complete Metroid Prime, EW will earn the rtunity to play the
ame while wearing the Fusion Suit—the same suit that aided Samus
uring her Metroid Fusion adventures. Samus’s Fusion Suit does not add

any new abilities to her standard Power Suit, but it does possess a

snazzy greenish hue.

If you have completed your Metroid Fusion adventure, your data link will
unlock the NES classic, Metroid, on your Nintendo GameCube.

metroid strategies

(1111l

As you play the original Metroid, you'll ) Eff-'g%*%"
recognize some of Samus's Power Suit ﬁ%‘ B o
upgrades and the overall game play stule E‘?’ Fﬁ‘
that is evident in both Metroid Fusion and = R
Metroid Prime. The emphasis is on explo- 51 51
ration. Find upgrades, build up your boun- ;:___, &L

ty hunter powers, aovercome obstacles
and conquer the Metroid menace.

Ill\ nintendo player's guide
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-suit upgrades

B[ ENERGY TFINKS 1_

m{ia:5$!:$m1
22 22722
LT TR LT

At the beginning of the
game, you can hold a
maximum of 99 units
of energy. Every
Energy Tank that you
collect increases your
holding capacity by
100 umts. #ou can
carry a maximum of
six Energy Tanks.

Over the evolution of
the Metroid series, the
Round Ball upgrade
lalso called the Maru
Mari) has become the
Morph Ball, but it has
the same function. Use
it to roll up and into
tight tunnels and pipes.

Samus’s Round Ball
weapons are small but
powerful devices. With
them, you can break
through weak blocks in
floors and walls. You
can also use them to
propel your Round Ball
form into the air.

Sometimes referred to
as armor—sometimes
as a suit—the Varia
offers protection for
your battles with bad-
dies. It absorbs half of
the damage enemies
cause, making it essen-
tial equipment for the
final fight.

B[ SCREW ATTARCK ]—

1%

‘rﬁnnn

}'Jr‘;wf

The somersaulting
space explorer can
buzz-saw through ene-
mies in midair once she
is equipped with the
Screw Attack upgrade.
The item makes naviga-
tion through enemy-
packed tunnels quick
and easy.

Pl BB metroid links il

B[ MISSILES ]“

The only expendable
weapons in your arse-
nal are Missiles. You'll
need them to power
past big enemies and
open fortified hatches.
After you collect your
first Missile Tank, use
the Z Button to switch
to Missiles.

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

Hit an enemy with one
Ice Beam shot to
freeze it and another to

-1 thaw it out. You can use

frozen enemies as plat-
forms to reach high .
places and items, such

=, as an Energy Tank hid-

den in the ceiling.

The winged boots that
you'll collect in Norfair
dramnllcallv increase
the height of your
jumps her are must-
have items in many
locations, where the
platforms are few and

| far between.

#[ WAVE EEFIM 1_

The Wave Beam is
more powerful than the

1 lce Beam and it covers

a wider area, but it
doesn’t freeze enemies.
You can switch from
one Beam type to the
next at designated
Chozo Statues.

metroid prime flll
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Drinstar: l‘OCkl_.] Z0Nne TTTTLTTLLTTTLTTLD

1y PUT THE BALL INTO PLAY .
Sa T If you try to progress to the
}E"";; i E%. E’*‘“ i% right from the start point, -
- ~. | you'll suunhrealizfa that ) -
| you're too big to fit into the
g—-gf 3 | planet’s small spaces. Run =
= ~":-,-%l . 4 to the left of the starting x
|- ¢ | area, hop over a huge, natu- o
wff -,._z:! | = | ral rock formation and grab -
L S = l the Round Ball upgrade on -
£z . EL £ | the other side. With it, you
=== can roll into a small ball by =
o = g pressing Down on the --
- T e E Control Stick. Roll under the nic
Sass asanssaas | rock formation and continue. -
gt Rt it v i I-I:

III‘ FIGHT FOR FIREPOUWJER TO TOURIAN: CENTRAL BASE e
00e - PAGE 135 =

Your initial Beam can travel - .
only about a third of the -
width of the screen—not at oI
all useful for taking out ene- -
mies from a safe distance.
Return to the blue-tinted,

vertical passage and climb |
up to another horizontal hall. R

X

-

r-
-
oy
ey T

Y === After along climb in an N

EE unamrinfes!sted, vertical =

EN-85 passage and a journey Do

through an equally dangerous

E — tunnel, you'll be ready for Hhec

o S = more firepower. Hop over -

Eo’-‘ Y % damaging liquid onto a plat- -

£ £ £e form that holds the first -

5] = S Missile Tank. =

ot b =

q ) :. g—t = o 0 ._=!:='=l 77 1] %niu h---uih 2

> i =§F W -
E:J'a\ BACKTRACK FOR A BLAST L- - -

2 | T S Your path will be blocked by

& a red hatch. Hit it with five TO BRINS TAR: KRAID'S LAIR
T Missiles to break it open. On

‘ the other side, you'll find a ' PAGE 130
i 2
=

Chozo Statue holding the
;- = | Long Beam upgrade.

Your battles with the flying i After you climb the vertical
creatures can be brutal, even Enssngn on the right side of
when you are equipped with rinstar and journey left into
Missiles and the Long Beam. an enemy-packed tunnel, you
You need a larger energy- = may be compelled to fight off
holding capacity. Cross the the flying creatures with

1y TANKS FOR THE ENERGY 1y BATTLE FOR BOMBS

. gold-tinted shaft and hop Missiles, but you'll need all
through another long hall, five Missiles that you can
l“l being sure not to d_rug into carry to open the red hatch
the dangerous liquid below. at the end. Hit the creatures 2
A4 3 P‘ ?“ After a long haul, you'll col- | with your Beam and collect
lect an Energy Tank and dou- Missiles if your supply is
"" ble your energy. short. Then enter the next

room and grab the Bombs.

H
'liu-n(
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FI BB metroid links B

TO NORFRIR: FIRE ZONE
PARGE 132

"Iy BLAST FOR A BEAM iRy WALL CRAWL

dror@rhIararbinmrara.orern.ores] The room that connects two = = — You'll reach what appears to

[

— " —
Pl ilip Tl I lie Tyl ?’.,J'L.Tf.:?ﬂ.*':,?*?‘ "2t long tunnels on the right side £iel = -—’EEEEE =22 be adead end near the
Ly ATl M I T T ¥ Eﬂ '#E *E:E_‘-ﬂa . -
el Grorormrarearirarsraras Of Brinstar appears to be . ====== 1 upper-right corner of
b e, P, wr.n Wi o B0 e B0 0 e Tl B B B B 1 i 2 . .#EQE "-*EIEEWE! o 1 I
B B By B B B s B Brhr s Byt flooded with a damaging sub N Brinstar. Run up against the
o "I':-q"il';t-n ‘Ill. r:Es '!'.i. L 2% TR S T R T TR P Etance1 whE“ ‘““ Mmh EQEE ;&-EE E#EEEE sl rlght wa“ n“d ire “F all “-IE
through the rock walkway #EISIEISIE] o SIEIEIW EISISE ceiling to break two blocks.
and drop into the liquid, you'll EIFIEI o= w o mied 4 wEimi=d Jump up and move to the
L e e s, S discover that you can fall =im: » #=E=i=d right, through a hidden pas-
ATH SR TA AN 4 3, 25aSR0E5E through a false floor. Drop to mimi=i=: s=i=4 sage. When you reach the
s A 5255 aledge on the left and fight pmi i =ttt @ next small enclosure, roll up
A4 5253 your way to a red hatch. nj & =im=: s#=: » 4 anddetonate Bombs as you
L 255 You'll collect the Ice Beam ! =3 » S =3 i el ed E ush against the right wall.
Lt JiPL upgrade on the other side. EEHE Rl i i d it ou’ll I:op up and roll through
,z;,::.; A4 H WEEEEE WE smimimrmiet 4 asmaller passage.
L 1] B &y "
1IN PIPE PROGRESS iR ARMOR ASCENT
007 00Ss
4+t == When you reach the section IF-"-F- When you return to the room
T AT T mm—Sm—— i e T pe—e— w— el et il ¢
R = o mmASmREs DZET that has four horizontal ¥y am !I that connects halls, fire
-3 Doa= == e SEESEEESE2 1 pipes, all crawling with crea- & ﬁ; o10 == | straight up to break through
mimimimm: SSSote = = tures, hop up to the top pipe S SIS SIS s wSisieie:| aseries of blocks. Jump up
——mams !__ == and roll to the right. You can mimimi e mimimig =i » smimimiem:| andlet the blocks re-form
mims i CP=imi o wEITES destroy the enemies in the e §==E:§§§ under your feet, then jump up
mimimid : ipes by detonating Bombs, e == === == again. You'll see a blue hatch
=== =T - emimsE b P EESIEA ST EE O . \WEd i d e E N .
eimied D3 =immd b vegedged g ut try not to destroy any of SIEIE: wEl & EISIE] 2] » on a high ledge. If you can get
md e ppmd B . the breakable blocks. If you e L e ' 5= to the hatch, you'll be able to
. o =it & wmi=i=i=i= fall through holes, you'll have : =2 collect the Varia armor.
i €3 : a hard time reaching safe : Return to the area once you
ITI s Smimiml=imie? o smimimizie ground at the other end. 2, £ _Er e have High Jump Boots or try
fgmiamipmi jipwimeimiewimimes ] el et o s o o < i . i s s v e e e | 10 freeze the enemy in the
ZEISISISIE] wal seigisisls] & FATAEIE: SEimimimisisisi #=imInil area and use it as a platform.
I et i~ Bt — | = Lo LS R T A I R I E o AR b R e At il
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orinstar: kraid's lair

i [ BOMB AND DROP ]

l . ] You may be tempted to blast
20 - through the blocks near the
006 starting point as soon as you
. collect the Bomb upgrade,
"y e but you should wait until you
IR #% w have a few Energy Tanks, a

good collection of Missiles
| and the Varia Suit. The shaft
| that you'll drop into leads to
| the lair of one of Zebes’

~ ¥ | most feared creatures—the
“ = spike monster, Kraid.
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"o IMMEDIRTE MISSILES

mimimamimi=i| As soon as you land in Kraid's

o | lair, drop down to two hatch-
¢=2 »| esanduse Missiles to open
¢ =3 the hatch on the right. Enter,
=im:| runto the right, hop across a
series of narrow platforms
and collect a Missile Tank.
You'll need all of the fire-
Py power you can muster when
== you challenge the boss of
Brinstar.

1R NO BOUNDARRIES

on

g —d =l

Elaedad =i i =]
¥ =T =T =Y = Y

m— L — _— RS -

There’s no such thing as a
dead end to Samus Aran.
When you reach the wall on
your way to the left side of
the hideout, plant Bombs and
blast through the barrier one
block from the ground. You'll
uncover a hidden path to a
Missile Tank.



o 9 BI6 WALL, SMALL PASSAGE

& 3 . b . ! = e e e p—— p— |

J rg_ 'r: ;nﬂ‘n:‘f} L '1"_: — T P e e e —
EN«12 ol ik d - d

«3 008 e gy g g e e e

— — — — — ——
- e e — —
T T S S e e
e e e e p——
gl el g = __ 3 ___J

; ——— —— —
=

..—r—-f_FFF —
— T T T =
-—"“-l—'——'—'F-P

Lot

s FALSE FLOOR

o
%

o (UM
s Ms & Ms -~
s (UM & (VRO D (VD 0TRE

0

=
g

[ BOSS BATTLE ]

-, |

*i'lm beast in the belly of the un
its body and lobs claws into the air. As

The Wave Beam cuts through Kraid's fire.

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 Wave Beam to the
right, you'll break a series of
blocks and expose a tight
passage that runs through
the wall. Roll up and use a
Bomb to blast yourself up to
the height of the passage.
Then roll to the right and col-
lect an Energy Tank.

When you reach the left side
of the lair, you'll see what
appears to be a shallow pool
of hazardous liquid. You'll
discover that it isn't shallow
or hazardous when you drop
into the shaft and continue to
drop long after you've passed
the area in question.

s
.

nd lair fires missilelike spikes from
% _ you face off with Kraid, |
over the monster’s projectiles, then counter with Beam blasts or

to jump
ssiles.
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1in FREEZE AND HOP

T —

If you're equipped with the

e
o Eaﬁml : »SIEIEE o Beam, you can climb up
» E&‘g ‘2=% > 2| the shaft in the middle of the
i 'E3=F »=21 pideout. Freeze the invincible
= »=i _ »=I=I=3| Rippers that fly to the left
o imEmE s ;E -+ | and right, and use them as
H=2 BB i =: »=i=% platforms. Timing is crucial—
== ~ =i=: »=i| if you wait too long to jump,
R < s mimimi your rlatfurm will thaw and
ol & »m=i » » you'll tumble to the ground.
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In the tall shaft on the right
side of the hideout, you'll find
a column of breakable
blocks. After your battle
with Kraid, you can climb the
shaft with a boost from the
blocks. Blast them with your
Beam, then jump up and let
them re-form under your feet.
If you fall, try to land on the
solid blocks that float close
to the column,
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- beast. Any method that you
~ can use to register damage
i ?I'::.mth_llp:rhg_gﬂr

| Bombs, you cause damage
! t of Kraid's

~=| ‘The armor on Kraid's back will pre-

~ | ;vent you from hurting the creature

= from behind with Missiles, but ,
.. Bombs will still work. In fact, you

- may find a safe spot directly behind
Kraid, where you can hit the beast

- with Bombs and it can’t harm you.

1

|
2 e

By firing at the lower-right wall of
Kraid's room, you'll uncover a hid-
den tank. Once you've exposed the
tank, jump up to the right ledge,
close to the hatch, roll to the left
and press Right on the Control Stick
as you fall. You can collect the tank

: after your battle or attempt to col-
. = comes e lectitduring battle if you're low on
At NENE ‘-.I-g' coce energy.
et Y W) z E SO0 ;
e ] -
| :'H_L_'s 220999 ﬁﬁ]
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porfair: fire zone

i [ NORFAIR EXPRESS | I —

Sierearene== You can reach the land of
#=% bubbling lava at any time
over the course of your jour-
ney. As you explore Norfair,

- R W e W W W g W
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u’ll discover the High Jump
oots, the Wave Beam and
the amazing Screw Attack.
You'll find the elevator to
$IET  Norfair in the lower-right O .
¥ section of Brinstar. Jump
onto the elevator, press
Down and descend.
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TO NORFAIR: RIDLEY'S LAIR

lulil; BOMB DOWN, JUMP HIGH

FFET o After you descend into
ﬁr; ogm S Norfair, run to the right, +
o <3 099 through a lava-flooded corri-

dor, and drop to the floor of a

blue-bubble shaft. Plant
S anre o mraro e o Bhnmhshnn llu:zrI ground ;I nfblast
FE A AT o L ABTH through to a deeper shaft.
= |85 i‘iﬂ:}ﬁ'r &ifﬂ."’f": o Drop to a hatch on the left
reT “u-::j;i; --_.I-;,.r v_.!;:gn}t : side, enter another danger-
< s QIR AN e ous corridor and continue on
rrl ey u’r‘.h‘.iriﬂ_r.ri . to the High Jump Boots.
YT LTl Y Y Y
el HaB il T Bl %
AT S RS B AL
rr'{__f_- el s S e L nf*
o
R
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'u']; MISSILE MANEUVERS
- ‘ You'll discover a load of
T i Missile Tanks in the upper-
& & K 2L : ri II|“ section nih H:rﬁtnr. ;
: s N TR % en you reach the top o
i RN e *;'E:E-_-‘“ the blue shift, jump up to the
3T #:7¢| ledge on the right side and
8 602007 my fire straight up. You'll break
r : 'ﬁ,.ﬁ‘ through a line of blocks and
: AL A :5_-; ¢ &+ | discover an area above the
ponontites 1 ceiling. Jump up, open the
25 ¢ nexthatch and search for
%01 more Missiles.
R
L
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e R ROCKET POWER Tos 9. GROUND WORK

The area to the left of the Ay o Italways pays to plant
Pl a Norfair elevator is full of sl LI L cvrrqc i Bombs on the ground. You'll
108 Missile Tanks. Explore the 7 %3 109 vy Drnonrores often find places where you
upper corridor first. After OrLd e da o1 canbreak open paths to new
you collect a Missile Tank, A £ areas. As you work your way
Continue on to the left end of to the right in the lower-left
the corridor and use Bombs j section of Norfair, you'll
to blast through the wall. & & V| uncover apath to an area
Drop to the lower corridor e e ML Si.+] that contains two Missile
and move to the right, to e MR AT it ai & Tanks. Grab them and go.
= another Missile Tank. N A M AT ML ey
=
R R S e
. Tl w0l - a3 e’ e i el
AP VI LN TN T LOE VERE YA
'D'I;\ POWER-UP BRERK THROUGH al:nlela\ WAVE RUN
TN 27| By using Bombs in the room MY @YI @y dy@s .~ memrer] YVNENyou get to the single-
%%--:En_gal +" | where you collected the High e T ey L e PR block-wide bridge over lava,
5y <3 114 S.+" | Jump Boots, you can uncover L, 'iﬁ':rqi o WLl - Wi~ it blast the block closest to
C aberprr” BSRLERT MISLL, 7 &Ls apath to one of the corridors MY Ll iy, nariew nrlt] the left hatch with a Bomb.
P RRRELET RLRLIRS RBLsLiLs ff) thatruns through the middle AL waw el wew 60 _wesl After you drop, roll to the
ST SRR sl nyT Ml o s sy of Norfair Run left through : é?‘ right and drop through a layer
LA St .ﬁ;,_;ir,f%-’ Six: the corridor and stop at the | of false lava to a lower level.
L :}:}jﬁ';."_ :;;#ﬁﬂ;;;:;;.r f ;‘?;# _: Al A H.'I-!JII'I that has green huhhlg- e "t%‘-’i Make your way to the left
B S s e dey =~ mv| bricks on the walls and ceil- Y b e R A from there and uncover the
ST VU e WL T UYL L Y ing. Blast through the ceiling arar 1 {£) v 211 strong but unpredictable
ok — SISO DT e v = | from the upper-right ledge s <) ~ il Wave Beam.
S 4. | and continue on to the Screw r2 Lo
ot (et Attack upgrade.
¥ .-.rr.'f.."-".g"-.."lq
bt AL e
T:a'e:r\ LAVA DIP Tj?u\ PATH OF DESTRUCTION
oMt L T M el s mera] After collect the Screw - ce 2T T As you continue to the right,
CHaw I R P T e P Attaclfll:lﬂtum to the green ! ;;‘gg- .~ w T~ 4| through the green-bubble
3 107 — S e ey &ire] room and bomb through the o LR en o o ﬂ‘* OO LA N1 corridor in the lower section
r._:"'-"".-";‘r?‘.’.'j‘ floor to a lower corridor. Hop i RN e S 10 L £ LT & of Norfair, you'll encounter a
ws ~ wsr| tothe room at the right end E"Em ﬁ f'; i -f:':‘#f-'-i _ w271 large collection of dangerous
oo nraore s ot wrasrr| 0f the hall and blast the ﬂﬁ:mﬁ*ﬁ Al ré“'ﬁ ~_ /| enemies and many opportuni-
"'--‘T"'ﬂf*i’*"’ﬂf’*“b"“-‘"’""-"-"‘"',r,ff,t"{'-:;"ﬁ*; block closest to the hatch. m&ﬁ";ﬁm, ;;';-'.;.'_ et ST I ties to drop into lava. When
;;-__-1:’-!;13}- Drop into a shallow pool of ELETEERERET © 07 Be” 07 | you reach a collection of red
* e vor,wev ] false lava, roll to the right SSESETENETET LI N1 See T 1T blocks near a green wall, fire
r L Lood =5 and drop to a path that leads | your Wave Beam through the
Wl e anst toan Energy Tank. top blocks. You'll break one
Bt s rc il o of the blocks in the wall and
bt MR A ,L‘,}; o expose a path to a tank.
L
Rty ow 83771

0

lDIEII\ NOT HOT "J,_:_'E\ JOURBNEY TO RIDLEY'S LAIR

Norfair is the realm of Ridley,

7 LR A = | When you drop into the green P S - ; _

sy s shaft on the left side of [exsc 0000 “.C1 adangerous, winged beast.

} Ty | Norfair, you'll find a false ::% 857 23 Once you have the Wave

L S < mvanr o lava pool. Roll into the pool Q,"%.i - Beam, a good number of
i, d3ay (e and plant Bombs on the left ey Missiles and three or four

e %0 . %7 side to create a path to the {u;—, Energy Tanks, you'll be ready

.1 ot O sl lower shaft. BT to go after the fiend. Make
. Cove AT A — o your way to Norfair's lower-
- S AL, ¥y Beey L,; ) right corner, then move to the
L YD IR 1 LA i left, drop down a shaft and
ey BT W vkl 0% wa¥) H&_{- ; move right to the elevator.
% ~ 8 sy
8rL <ol 5—.—‘31;
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——

L C metroid prime r“l
¥ .v Ea




jworfair: ridley's lair

iIER UNDER, NOT OVER
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EN-O1
«3 143
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4] 75
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On your way to the left side
of the hideout, you'll find a
long hall that ends with a tall
pole. Instead of trying to
jump over the pole, find a
place near the right end of
the hall where you can blast
your way into a hidden pas-
sage that runs parallel to the
floor. You'll roll right under
the pole and find an Energy
Tank in the next room. Jump
over false blocks as you
approach the tank.

T;.??\ BLAST BALLISTICS
e YT "1 Inthe middle of the hideout,
¥ munmws 7 = 1| you'll find yourself on the left
;aﬁ' 138 . :‘“_}"’ # side of a gap that has a nar-
: iy - "' row opening on its right. If
» I 7| youattempt to jump over the
E-Y = gap, you'll miss the ledge.
PR it == Roll into a ball and plant
. Q e 2 Bombs that send you into the
S acaind” oo e | air. The right combination of
> ; ¥y » 5 Bomb blast and rightward
SE > | movement will put you onto
¥ » the ledge.
' Wz
DE > o
S e " T
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= boss of Norfair lnnt:i:" Mﬁunlmﬁﬂﬂﬂﬁ.m“ﬁm = RoE R |
m:dhgml.w;:huu stop at the embers. You can do some dam- et Y 3 . ' ¥ 3
age from below, in the lava pit, by firing your B&mﬂwmhm | i _- i 3 ; 3 3
form, but the best tactic is to get close and | Ridley wi siles. % Ey 3 3 : ; ;| 3
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ourian: central base

The entrance to Tourian is at
the top of Brinstar. Statues
of Kraid and Ridley rule over
a wide gap. If you have
defeated the beasts, the
statues will be flashing. Hit
them with Beam blasts to
make them rise and produce
.«| abridge that spans the gap.

IE ﬁ Fi. 3 .1

‘The leader of the Metroids is the monstrous Mother Brain. On your way to -
the brain, you'll break through regenerating Zebetites. After you

A the last Zebetite, stand it was and target the brain with a steady
] me of Missiles. Step to the right if the shots are about to hit you.

(TO THE SURFACE) I
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ml_nrr over the

the top and take an elevator to the surface,
~ congratulations for a job well done. - = 3

SPACE .

THE DTHER METROID.

wm.mﬂ have 999 ticks of a fast clock to make y
- way out of the brain’s lair. The exit is a tall th very mﬂﬂhﬂnmtﬂ

§ INTERESTING ENDINGS )

Collect the Ice Beam before
you descend into Tourian.
When you encounter the
energy-sapping Metroids,
you'll discover that the only
way to defeat them is to
freeze them with the Beam
then hit them with five
Missiles. Metroids leave
behind pnwnr-ugs that fill 30
energy units or 30 Missiles.

GREAT . 1| i

YOU FULFILED YOUR HMISSIOM. E
IT HILL REVIVE PEACE IN i
BUT.IT MAY BE

INVADED BY

PRAaY FOR A TRUE PEACE IMN

=

-

tllur Brain, an emergency evac-
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In 1987, when Metroid
was originally released
for the Nintendo
Entertainment System
(NES), it was not a
well-known fact that
Samus Aran was a
woman. The game has
four different endings.
The best endings
reveal Samus's identi-
ty, showing her with-
out a helmet or body

armor. The ending that
you earn is determined
by how long it took for
you to finish the game.
Once you're done, you
can start over with all
of the items that you
accumulated, except
for Energy Tanks or
Missile Tanks.
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