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.| called this place home once, in peaceful times,

long befare evil haunted the caverns below. Now, | shall finally tell

the tale of my first battle here. . .

Planet Zebes ..
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GAMEPLAY BASICS:

controls

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

R BUTTON B BUTTON

Hold the R Button to switch from your The B Button triggers your weapons. Press and release
ni beam to your Missile Launcher or from the button to fire a beam shot. Press B while holding R to
a Normal Bombs to Power Bombs. fire a missile.

B Button (Morph Ball form)

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

Hold the B Button

After you collect the Charge Beam
upgrade, you'll be able to build your
beam’s power by holding the B Button.
Release the button to fire the shot.

R Button + B Button

Hold R and press B to launch
the currently selected missile
(if standing) or to set a Power
Bomb (if in ball form).

L BUTTON A

Hold the L Button to aim at
a diagonal angle. The default
angle 1s diagonally up.

A BUTTON

The A Button makes Samus jump.
Tap the button to trigger a short
! hop.Holdit to have Samus jump to
the limits of her abilities.
<« or p on the
Control Pad

+ A Button

Use the Control Pad in combina-

L Button + ¥ on the Control Pad tion with the A Button to somer-
: : T, sault or quickly chimb up a ledge
B"," hﬂ!dlﬂg L and tapping Down, YOou Il aim d]ﬂgﬂﬂﬂ”"f down. froma hanging pusiﬁgn_
CONTROL PAD
Press Left or Right on the Control Pad to run. Press the diagonal directions on
the Control Pad to aim diagonally while running. Press Up to aim upward. Press m
Down while your character is in the air or hanging from a ledge to aim down-
ward. Press the Start Button to pause the action

(and the game clock) and to view the Map

¥ on the Control Pad screen. Press R to switch to the Status

¥ +¥ on the Control Pad

Press Down once to make Rl \When Samus is standing, press Down SCreen.
Samus kneel (an important twice to make her roll into Morph Ball
maneuver for advanced Speed form.

Booster techniques).

SELECT

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

4_ A T ENDO REAYER S (LD
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upgrades

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

beam upgrades

Five beam upgrades contribute to the power and versatility of your
beam weapon. The beams are not mutually exclusive—there’s no
need to switch from one beam to the next. When you collect a new

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

EARN THE UPGRADE: PG. 27

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

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

charge beam ice beam

A fully charged beam blast has the power (but — £TH : A single shot from the Ice Beam
not the red-hatch-unlocking ability) of a missile . freezes enemies in their tracks,
shot. It's the only upgrade that you'll earn by ' making them easy targets for more
defeating an enemy. 3% shots. Additionally, frozen foes are
simple to avoid.

While your beam is charged, you As long as an enemy is frozen, you
can plow through creatures by som- can touch it without taking damage.
ersaulting into them—a foreshad- Frozen fliers make great platforms
owing of the Screw Attack. ¥ for crossing wide expanses or

y reaching great heights. When a
frozen enemy begins to thaw, you
can refreeze it by hitting it with
another Ice Beam shot.

EARN THE UPGRADE: PG. 56

The Wave Beam upgrade increases e, ST 2 An excellent exploration tool, the
the width of your beam blast and : | Wave Beam reveals the nature of
allows you to fire through walls. You \ [ : f | destructible blocks, even those that
can avoid enemy attacks by blasting + are embedded in walls.

beasts from a covered position. T-

METROID: ZERO MISSION 5
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(unknown item #l) EARN THE UPGRADE: PG. 37

As you advance through the Zebesian - ttns m——— ] (Once you have the new Power Suit,
: iy your Plasma Beam will pulse through
enemies then continue on its path,

3 allowing you to hit several baddies

underground, you'll acquire three

unknown itamﬁ—urgrndas that will 2
not realize their full potential until you R .
step into a new Power Suit. After you e
collect an unknown item, certain berisimneiia

carved Chozo Blocks will flash, sig- :

naling that you can destroy them with

a beam or bomb blast.

- !;
18

with a single powerful shot.

bomb upgrades

The game’s two bomb upgrades both blast through bombable blocks, but they have
individual strengths, too. Bombs are indispensable tools for exploration—both for
opening new paths and revealing destructible blocks.

EARN THE UPGRADE: PG. 32

When you earn the Normal Bomb
upgrade, several areas that were
dead ends will become starting
points for new paths. Use the bombs
to blast through obstacles and dam-
age enemies.

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

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

EARN THE UPGRADE: PG. 82

Expendable Power Bombs s ] A Power Bomb detonation breaks
have a wide blast radius : ze] through yellow hatches and both
that hits everything on the JAEZE] varieties of hombable blocks. It
screen. They're perfect for 7 also reveals all blocks within its
defeating several enemies | blast radius that you can destroy
at once. d — by other means.

6, NNTENDO PLAYER’S AUINE




GAMEPLAY BASICS:

upgrades

missile upgrades

Both missile upgrades give you the ability to open previously unlockable hatches and power
through strong enemies. All of the game’s bosses (with the exception of the glowing orb in the
Chozo Ruins) have a weakness to missiles.

EARN THE UPGRADE: PG. 29

missile tank

More powerful than your beam
and able to unlock red hatches,
standard missiles are a great
addition to your arsenal. In
Easy- and Normal-difficulty
games, a Missile Tank increas-

. P] £ T7-"]] es your carrying capacity by

- i five missiles. In Hard difficulty,
e o o it adds two missiles.

EARN THE UPGRADE: PG. 60

Super Missiles unlock green
hatches and rock big enemies.
On Easy or Normal difficulty, a
Super Missile Tank will
increase your holding capacity
by two super missiles. On Hard
difficulty, it'll add one Super
Missile.

suit upgrades

r"{ithn}ugh the unaltered Power Suit offers a lot of protection in your battles against the enemies of
Zebes, new suits add more layers of armor, greater mobility and the strength to withstand pro-
|v:-ng_t:d stays in hostile environments.

EARN THE UPGRADE: PG. 53

After you suit up with the Varia,
you'll take less damage from
enemy attacks and you'll cease
to experience negative effects
from contact with hot air or
acid. Lava, however, will still
sap your energy.

gravity suit (unknown item #3) \SABNTHEUPGRADE:PG 66

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

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

EARN THE UPGRADE: PG. 81

METROID: ZERO MISSION .7
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miscellaneous upgrades

Miscellaneous upgrades—including the essential Morph Ball, the
new Power Grip and the versatile Speed Booster

allow you to advance to areas that were previously unavailable to you.
Get acquainted with each upgrade as you collect it, and learn to use it
to its full potential.

offer a wide variety
of abilities. All of the items (except Energy Tanks) act as keys that

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

POWEr grip

In your search for the Ice Beam, you'll stumble upon
the Power Grip, an upgrade that will allow you to
grah on to Iedges and sliding mechanisms on ceil-
ings. While you're hanging from a ledge, you'll be
able to fire your beam in five directions. To climb up
from a ledge, press Up or push toward the ledge and
press the A Button.

Your first upgrade allows you to roll out of the small
starting area. Use the Morph Ball to condense to a
sphere and squeeze through tight passages.

EARN THE UPGRADE: PG. 49

When you get a new pair of shoes—
in the form of the Hi-Jump
upgrade—you’ll able to jump higher
and reach tall ledges effortlessly.
You'll also be able to hop in Morph
Ball form.
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A running start will charge your booster, give you blurring speed and
allow you to run through enemies and Speed Booster Blocks. Fire your
beam to clear away other obstacles and to open hatches so that you can
continue to run.

EARN THE UPGRADE: PG. 63

Late in your first trip through the
Zebesian underground, you'll earn
the Screw Attack, an upgrade that
will turn your somersault into a
weapon. Use it to buzz through ene-
mies and their projectiles.

Not only can you run fast under the influence of
the Speed Booster, but you can blast into the
air. Press Down to kneel and stop. Before your
charge dissipates, tap the A Button to initiate
takeoff, then hold Left, Right, Up or diagonally
Up and to the Left or Right to fly in the direc-
tion you desire.

F,_I 1 _I 1_1 1 _I 'f_‘;l1-_ .

You can take off

from an uhrlght posi-
tion or in Morph Ball
form. If you hit a
gentle slope, you'll
return to the ground
but sustain your
charge, allowing you
to boost in a differ-
ent direction.
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After you collect the second .

unknown item, you'll have
the power to break through
another batch of Chozo
Blocks. Once the item is
revealed as the Space Jump,
you'll be able to fnr by jump-
ing repeatedly in midair.

The Screw Attack cuts through
Screw Attack Blocks, giving you an
easy route to the Mother Brain and a
direct path out of the Chozo Ruins.

energy tank &

You'll start the game
with 99 units of energy
and gain another 100
units with every Energy
Tank you collect. There
Is a total of 12 Energy
Tanks, some very hard
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METROID: ZERO MISSION

maps of zebes

The world of Zebes holds many mysteries and hidden passages, and

it's bigger than ever in Metroid: Zero Mission. The following section

shows the layout of every area in the game with callouts for upgrades,

tanks and boss battles. If you want to go it alone without a lot of
strategy help, follow the maps and consult the walk-through only

when you're stuck.
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MAPS OF ZEBES:

BRINSTAR

S
o 405" Brinstars corridors and shafts form a shape familiar to lonetime
g R // P iliar to longtime

®. ;’; - Metroid fans, but the planet’s central section holds plenty of secrets
- " 5 and surprises that are new for Metroid: Zero Mission.

%
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BRINSTAR UPGRADES

Redicons indicate major Power Suit upgrades—items that  Blue icons show the locations of additional
will give you the ability to explore new areas. Thenumbers  tanks—items that will add to your durability and

to their left show the order in which you will collect the power. The green numbers beside them indicate
upgrades while following our walk-through. the quantity of each tank type in the area.
105 5@ 10\

205 1284F 3@

3 I#-I%EILE 1 %HEEFI MISSILE
4055 0 B 7o =

------------------

----------

TO TOURIAN

T ! -y al e &
i 3 g™ R & wal® =
> S i i
———————— | T LT J S 4 % E ' ., ]
- 1 ! [ BN 1 g - 1 s~ . ] -
1 ' o S x FTYy P | [ -, @ 2222202020 aadaseseEss
T g g - T ] = T [ | ., L] - O - =
i x s e S - " B - i ' : - ! = .
i"" L e R T LT T L iy g b 'y .p ot -
=2 | . X 5 &
. gl E L § T & ™
' | Lt
E = 1 | n ]
i ] ' " ]
are

Reveals the location of the
Normal Bomb upgrade
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TO CRATERIA
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Reveals the location of
the Long Beam upgrade
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MAPS OF ZEBES:

brinstar

Reveals the location of
-1
L 2N the Wave Beam upgrade

11111111
. r
.......

Reveals the location of T TR R T 2022 B BEAM BEAST Z PG. 33
the Ice Beam upgrade .

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

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

TO NORFAIR

MAP KEY
BEAM BEAST . BLUE SAVE [g]
: HRTCH ROOM S
The burrowing serpent that holds the 3
Charge Beam will make its first appear- RED MAP ™)
ance in Brinstar’s lower-right corridor. It HATCH ROOM L
will continue to show up here andin the CHOZO
middle-right corridor until you defeat it. STATUE
MAP KEY OVERVIEW
BLUE A single beam shot or a bomb blast will open a blue hatch, SAVE g Save rooms record your progress and the status of the game
HATCH allowing you access to the next area. ROOM clock. You'll always restart at your last saved point.
RED You can unlock a red hatch by hitting it with missiles. Once MAP E You'll download a map of known passages in the map room.
HATCH unlocked, the hatch will turn blue. ROOM Secret areas are added to the map as you find them.
GREEN Use a Super Missile to unlock and open a green hatch. After CHOZO Chozo Statues point youin the direction of discoveries that
HATCH you unlock it, the hatch will turn plde, STATUE ked Will advance your adventure. They also recharge your energy
VEL o) s : - and replenish your supply of expendable weapons.
ower Bombs unlock yellow hatches. Once unlocked, the i iDsi
HATCH become blue hatches.v Y NUMBER Numbers in orange boxes correspond to tips in the 100%

Adventure section of the guide.

METROID: ZERO mission .1




MAPS OF ZEBES:

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

NORFAIR UPGRADES
8% 13@Ms-
11 g HI-JUMP 1 E I_EI_HEEE‘:"
13@4 2@
16 L A77ack 168 N oo°
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TO CRATERIA TO BRINSTAR
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MAPS OF ZEBES:

norfair

Reveals the location of the
=]
L B Speed Booster upgrade
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MAPS OF ZEBES:

CRATERIA

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

CRATERIA UPGRADES
UNKNOWN MISSILE

6 2. ITEM #1 3 TANK
POWER ENERGY

7 GRIP 0 a TANK

SUPER MISSILE
1E) 7

POWER BOMB
1 @ THNK

SAMUS’S SHIP

TO BERINSTAR

VA, jiriTENDO PLAYER'S SUIDE




MAPS OF ZEBES:

crateria

TO CHOZODIA B
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MAPS OF ZEBES:

v kral

\

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

*. ridley

Answering the Mother Brain’s call, Ridley will swoop down to stop
you once you've done away with Kraid. Beware—Ridley’s lair is e e
loaded with false floors and disappearing walls.

RIDLEY UPGRADES
SUPER MISSILE MISSILE
1 4 TANK 1 3 TANK
UNKNOWN ENERGY
15 d ITEM #3 3 TANK
: ISSILE
3
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PG. 60

Once you collect a Super
Missile Tank, green hatches
will no longer be obstacles.
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MAPS OF ZEBES:

ridley
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MAPS OF ZEBES'

| a ('{; - tou Pl an

g \
w / You'll gain access to the Mother Brain’s lair, Tourian, only after you
- do away with Kraid and Ridley. The brain’s spawn, Metroids, act as
~ 5

- ; ' L] '] -
/'., ‘%?' the last line of defense on your way to the sinister cerebrum.
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MAPS OF ZEBES:

tourian
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MAPS OF ZEBES:

" chozodia

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

I R o et M et RS

CHOZODIA UPGRADES
17 FULLY POWERED 1 MISSILE

SUIT THANK
POLWER ENERGY
18 @ BOMB 3 TANK
SUPER MISSILE
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MAPS OF ZEBES:

chozodia

You'll chase the first Power
Bomb Tank from the Chozo
Ruins to the pirate ship.
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MAPS OF ZEBES:

> exploration advice

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

-
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discovering zebes

As you make your way to the Mother Brain and beyond, the map for NORFAIR |

. STHATEL | |

each region will become more r:{:-m}':]f:rf:. Most regions contain a map cearess """""l“
room, where you can download a layout of the area’s known shafts
and corridors. Places that you have explored and that appear on the srae
official map are shaded blue on the map screen. Secret areas that I:f_l!|_"__|
you've uncovered are shaded green. Sections that are overtaken by
extreme heat show orange on the map screen. You'll need the Varia
Suit to explore those areas without taking damage. " e, SRR

B viarreD AREA [N EXTREME HEAT
B UNMAPPED AREA |

open routes with upgrades

There are two ways to open new passages: unlock hatches and break through blocks. Most destructible
blocks are disguised as standard unbreakable blocks until you use your beam or a bomb blast to uncover
their true nature. Once uncovered, a destructible block will show the symbol of the item ¢hat you must

The displayed map grows as you explore and download data in map rooms. The map
shows Chozo Statues, destinations that Chozo Statues have pointed out to you,
save rooms and map rooms. Tanks you've collected appear as dots. Known tanks

: OR . UNEXPLORED that you have not collected appear as open circles.

use to destroy it.

WEAK BLOCKS

You canusually destroy
bl Cracked blocks by hitting
them with beam shots or
bomb blasts. Some weak

WaR

blocks appear as normal blocks. Rarely,

you'll find that you can walk or fall
through normal-looking blocks.

BREAKAWAY BLOCKS

Some blocks crumble under
E::f your weight, giving you only
a moment to get away
before you fall. Breakaway
blocks crumble at varying speeds.
Once you've exposed a breakaway
block by stepping onit, it’ll stay
exposed until you leave the area.

BOMB BLOCKS

Blocks that have a red cen-
ter will fall apart when
they're hit by a bomb blast.

POWER BOMB BLOCKS

You can destroy Bomb
Blocks and Power Bomb
Blocks with power blasts.

MISSILE BLOCKS

The missile symbol marks

Ii:-]! blocks that you can break
with rockets.

SUPER MISSILE BLOCKS

SCREW ATTACK BLOCKS

Use a Super Missile to break The power of your blazing
apart blocks that bare the I: :I somersault attack breaks
green missile symbol. ~ Screw Attack Blocks.

SPEED BOOSTER BLOCKS

Speed Booster Blocks break on contact with a dashing adventurer. You'll
E build your Speed Booster's charge by running for the width of a few

screens. While charged, you can fly through blocks in the floor, walls or
ceiling. If you kneel to stop (press Down), you can sustain the charge for a
few seconds. When you're ready to take off again (in standing or Morph Ball form),
tap the A Button, then hold the Control Pad Left, Right, Up or diagonally.

PLOT A PATH

While exploring, you'll uncover Speed Booster blocks by deto-
nating bombs. Every Speed Booster Block on the planet can be
broken by a boosted run or launch. The challenge is in finding a
place to charge the boost and a way to rocket to the goal.

CLERR THE WAY

You can start running in one room, open a hatch and keep run-
ning in the next room, all the while building your charge. Look
for long, unobstructed stretches, or paths that you can clear
with your beam and bombs, and practice buillding your booster.

SERRCH FOR SLOPES

vert back to a ground-bound dash, at which time you can press
Down to stop and sustain your charge for a few seconds. Some
booster puzzles require that you start and stop several times.

ad NN TENDO S AYERS GYHDE

When you rocket into a slope (upright or in ball form), you'll con-

: o o
o ejojoejejojojejeje
ol o
ojojejejoje ejojejejejoe

Beams and bomb blasts expose most
destructible blocks. You can expose
several blocks at a time by firing into an
obstacle with the Wave Beam or by
setting off a Power Bomb. Knowing the
shape and size of a destructible area
will help you formulate a strategy for
breaking through the blocks, especially
in the case of Speed Booster Blocks.




METROID: ZERO MISSION

|IO0% adventure

Your Metroid-exterminating mission will have as many twists and
turns as there are shafts and corridors under the planet Zebes. By fol-

]n;'n’fiﬂ::-’, our walk-th r'l:.‘-*'i.l'f-‘.h, ‘_*'I._}LJ'” UNCOVEr eVETY SeCrel below and above

the planet’s surface. And after a few runs, you'll be ready to attempt a

1009 item-collection completion in less than two hours—one of the

game's most difficult and rewarding challenges.

| N 2. 18
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MISCELLANEOUS UPGRADE:

morph ball

k Samus Aran is no stranger to tight spaces. When not wearing the Power Suit, you can squeeze
[

through narrow tunnels and shafts. But under the surface of Zebes, with all of your protective gear
in place, you'll need the Morph Ball upgrade to fit into the cozy confines of the planet’s passages.

]
T T R TR A R R e ST

i N

brinstar

MAP KEY
@ MORPH BALL

aF, T ey e e . You won't get far if you go to the
g : right from the start. Run left, climb

over the large rock formation and
leap to the round upgrade on the tall
pedestal. Once you've refitted your
suit, you'll be able to roll through
small openings: take on the shape
of a ball by pressing Down twice on
the Control Pad.

26. NINTENDO PILAYER’S GUIDE



MISEELLAN EOUS UPGRADE / BEAM UPGHADE

N L T S . Ty e s e T g E S ) T P W e e e o e

> BEAM UPGRADE: morph ball / Inng beam

long beam

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

R L e o T e

brinstar

MAP KEY
e LONG ag« BLUE CHOZO 8 SAVE
BEAM &’ HATCH STARTUE ROOM

#8eY UNCOVER ENVIRONMENTAL SECRETS i
[ |

You can blast some blocks

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

The acrobatic and well-equipped adventurer must be prepared to fight at any
moment. You can fire your weapon while standing, running, kneeling and (after you

collect the Power Grip) hanging from ledges. Use the Control Pad to aim left, right,
up, down (while in midair) and diagonally. You can angle your aim by holding the L
Button and tapping Up or Down on the Control Pad.

If your beam can’t destroy a block
but the block is bombable, a beam
shot will reveal the block’s weak-
ness. As you collect more
weapons, you'll gain the power to
bust through more obstacles.

wen L ]
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Batlike beasts hang from the ceiling and drop as you pass them. Run past the ene-
mies or blast them from below when they’re within range. As you approach the
rock formation, shrink into Morph Ball form then roll through the narrow passage.

£
ﬂrr

|
On the map screen,
you'll notice a circle-shaped
mark in the first horizontal
passage—it indicates the
location of an unclaimed
item. It's an Energy Tank in
the ceiling. On your first run
through the area, you won't
be equipped to collect the
tank, but take note of its
location for later.

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

When you reach a stand-
ing Chozo Statue, you'll
notice that its hands are
glowing with energy.
Jump into the light and
form a Morph Ball. The
statue will reveal the
location of the next major
Power Suit Upgrade—the
Long Beam—on your map
screen.

After you've examined the
map and pressed the A

At the end of the long
passage, you'll find the
first of several save
rooms. Those below the
planet’s surface don't
replenish energy or
weapon supplies. If you
are in need of a refill,
seek out a Chozo Statue.

After you save your game, begin your
asce |‘|I to the Long Beam’s location by
hopping from one platform to the next
As you climb, you'll encounter two
,[]l‘ﬁllfi"l'll‘lﬂli .Blast the critters
that cling to the platforms, and avoid
the armored fhiers. When you reach a
blue hatch on your left, fire your beam
to openit, then run through the hatch to
close in on the upgrade

Button to return to the
action, the statue will sit
down, revealing a passage

Crouch and fire to clear the narrow passage, then morph and roll. Blast
the beasts that drop from the ceiling and make your way to a sitting

e L T T _
Chozo. Fire at the item in the statue’s hands to reveal the Long Beam.

~—
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behind it, and it will refill
your energy reserve. Once
you have expendable
weapons, Chozo Statues
will also replenish your
weapon supply.

’hfl.
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Once your Power Suit is
equipped with the Long
Beam, you'll be able to
fire as far as you can see.
On your way out of the
area, press Up and Right
on the Control Pad or
press the L Button to aim
diagonally upward. Hit the
hanging creatures before
they attack.




BEAM UPGRADE / MISSILE UPGRADE:

long beam / missile tank

MISSILE UPGRADE:

® missile tank

Y\ Missiles provide advanced firepower for your battles against strong creatures and allow you to
unlock red hatches. Every Missile Tank gives your Power Suit the capacity to carry more missiles.
.--'_;-‘ You'll find the first available tank during your search for the Normal Bomb upgrade.
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Unable to leave the way that you came,
you must use the Long Beam to blaze a
new path by clearing away blocks that
occupy a narrow passage in the rock. After
you roll through the passage, jump up and
climb to the area’s highest reaches. You'll
see that your surroundings are shaded
green on the map, indicating that the path
is unknown to the Zebesian mapmakers.
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HATCH AN ESCAPE PLAN

If you run to the right after you reach Norfair's upper-left region, you'll find a hatch
that will not open, no matter how long you blast it. Run to the left to discover the
two-headed statue that blocks the way to Tourian, thenreturn to the hatch.

A spiderlike creature will drop from the ceiling, causing major damage on contact.
Fire at the enemy using rapidly repeated beam blasts. After your victory the hatch
will flash, |r1rJ|u,.:|t|r1g that you can shoot it open.

CHOZO REVELATION

By rolling into the arms of a
Chozo Statue, you'll learn the
location of the next major Power
Suit upgrade. It's on the right side
of Brinstar, in a region that
extends beyond the bounds of
your map. As you explore the
area, you'll uncover a passage to
the new area.

30, npTENDO PLAYER’S GIINE

BLAST A BLUE HATCH

' T
B 4 v
#‘ n“ur‘ua- -

Drop to the middle of the vertical
passage and use your beam to
clear a passage that leads to a
blue hatch. Bust open the hatch
with another blast, then step
into the middle of Brinstar,

You won't be able to

open red hatches until you
are equipped with missiles.
You'll see one of the crim-
son portals before you have
the capacity to unlock it.
Fall into the shaft between
the red and blue hatches to
continue your quest for
more firepower.

After you drop then roll through a tight opening, you'll find a blue hatch
that leads to a save room. Record your progress, then proceed to the
bottom of the shaft.

lﬂ";’, gt_‘____-:g

o
¢l

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




~MISSILE UPGRADE / BEAM UPGRADE:

=

BEAM UPGRADE: : @ ITIISEIIE tank/ charge beam

’charge beam

A burrowing beast holds the key to more beam power. By beating the big bug, you'll liberate the
Charge Beam upgrade, an Arm Cannon addition that allows you to juice up your blaster before you
release a shot. If you don't beat the beast the first time, you'll have other insect encounters later.

"l B

brinstar

CHARGE BEAM BEAST

MAP KEY
CHRRGE EILLIE
BEAM HFITCH
. ’

lie) charge beam beast

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

h“-‘-u

F’Jff#*;*# 'r['-" F‘F?

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

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

METROID: ZERO mission .3l




BOMB UPGRADE:

normal bomb

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

"
brinstar
MAP KEY
NORMAL BLUE RED S SAVE MAP
BOMB HATCH HATCH ROOM ROOM
E MISSILE ENERGY
TANK TRANK
A J

After you hit the red hatch with a mis-
sile and move into the tunnel that leads
you through the middle of Brinstar,
you'll encounter swarms of regenerat-
ing Insects. Hold the L Button to aim
diagonally up and fire at the bugs as you
run right.

By hopping onto a platform, you'll
find one of the sources of the
insect invasion—a hive. Hit the hive
with beam shots or missiles. Before
you move on to the right, jump left
to a short ledge, then run left
through a hidden passage to anoth-
er hive and a Missile Tank.
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EUME UPGRADE:

nurmal bdmb'

The only way to reach the right side of
the large chamber is to hop across the

You'll find more block walls as

e S : Al vou amble on to the right. Hit the
upper ledaes. As you approach a hive, hit  : hincks with heam hlasts to clear
it with all of the firepower that youcan : them m'a'r}ﬂr before vouleap
muster to clear it andits inhabitants out across the |.‘-'!";.;F'.’..1|.lﬁ|..'ri”'.| the I1--'-'-1|Ir:.
gone, you'll have a passage and
platforms to get you to Brinstar’s
far right side

P Y YT
f the way

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

A wall of breakable
blocks acts as an easy-
to-crumble barrier in the
middle of the passage. By
destroying the blocks at
the base of the wall,
you'll reveal another
Missile Tank.

Your map screen shows
the known areas that you
have explored in blue, the
known areas that you have
not explored in gray and
the hidden areas that you
have explored in green. As
you find more hidden pas-
sages, they will be
revealed on the map.

]
If you haven't
defeated the burrowing

creature that holds the
Charge Beam, you'll get a

a@ﬁtnﬁet&ati Sl
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025/ normal bomb
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second chance on your way
to the Normal Bomb ;
upgrade. Hit the creature’s
nur=r1 m,rr three times with

Iﬂ'ﬁu corigl ocesgecn

in all.

As you move right, you'll collect an
Energy Tank. Every tank gives you

the capacity to hold 100 more ener-
gy units. There are 12 Energy Tanks

']
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From the map room, climb
up the vertical passage
as high as you can, then
open a hatch and run
through it to a short verti-
cal passage that holds
two more hatches. Jump
up to the upper hatch, run
left, then jump again and
roll into a narrow tunnel.

You'll find the Normal
Bomb upgrade on the
other side of a red hatch.
Collect the item, then curl
up in the arms of the
Chozo Statue to reener-
gize. With the bombs,
you'll have the ability to
open new territory and
continue exploring Zebes.
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DOWEr gri

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

R e e e e

e e

brinstar

TO NORFAIR

MAP KEY
BLUE RED CHOZO MISSILE [g] SRAVE
HATCH HATCH STATUE TANK ROOM
. 7

) POP THE PARASITES

. _ On your way out of the area where you
Immediately after you collect the - 1 collected the Normal Bomb upgrade,

. oxirp you'll discover that the exit hatchis
rp':iﬂ?Iﬁ?ﬂi‘fﬂfﬁf&"ﬁ;;g" g b [aude . N locked. Use bombs toblast the block

Statue and roll left to an unmarked : column on the ground. The explosion
room. You'll find a Missile Tank - e B will release a gaggle of small parasites.
above two layers of blocks. Bomb BN e Roll on the ground to gather up the
through the breakable blocks, then o O bugs, then vaporize them with a bomb

use more hombs to propel yourself - blast. Once all of the parasites are gone,
to the upper part of the room. N - : the exit hatch will flash, indicating that

you are free to go.
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MISCELL.HNEDUS UPGRADE:

SRR B P e T KR B S RS Vi

power grip

If you haven't collected the
“_‘""*'""‘"’ ""*““"x*" Mt Charge Beam yet, you'll have
¥ B another chance on your way to
- ' Norfair. The segmented creature
€ will attack atits original location.
= Hit the beast’s eye with three mis-
i-({ siles to destroy it for good and to
5 B liberate the weapon. If you don't

S, "'.

IHIIII.IHI..I!I‘E e \ r . destroy the creature, it will contin-

You'll find a series of three bombable blocks in the floor of Brinstar’s long central
corridor. Clear away the blocks to access a passage that will lead you to a Chozo
Statue. The ancient relic will point you to the lce Beam, in Norfair.

029/ ' On your way through the long lower
~ OPTIONAL UPGRRDE corridor, you'll reach what appears to be
el T - a dead end—arock ledge over lava. Hop
154 2 You ILdISfﬂEE;HTIEEfIIEdTank[f TR onto the ledge, roll close to the wall and
Inashort shaft that feeds oft the mid- detonate a bomb. The explosion will
s '
J"-"“"' R O (e passage. While you can collect the clear a path. Roll to the right over a gap

in the ledge, then run to the elevator. As
you descend, a quick cut scene will give
you a ghmpse of the Mother Brain.
When you emerge, you'll see that the
Chozo Statue’s lce Beam clue points to
the right. Before you can reach that des-
tination, you'll have to goin search of
the Power Grip, to the left.

= you have the Power Grip. Roll off the
ledge above the tank and plant a bomb
in front of the breakable block. Before
the block re-forms, jump onto the

ledge again then roll into the hole.

item early, it'll be easier to get once
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TF!I(E A TANK WITH A TRICK W m RISE TO THE SURFACE
L :

While it may seem that you're
leaving Norfair largely unex-
plored, you'll return better
equipped for exploration once
you take a short trip to Crateria,
on the surface. Hop onto the ele-
vator and take off.

As you advance to

the left, you'll discover a
Missile Tank that appears to
be out of reach. You'll be
able to collect it easily once
you have the Power Grip,
but if you want it earlier,
you can use bombs to reach
it. Roll up and press B quick-
ly and repeatedly to place
explosives in midair and rise

_—-33',—_" to the tank
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A thick wall stands between you and your progress to the left. Bomb through a
block at the base of the wall, roll left and disappear into the wall, then bomb
through another block when you reach the far side.

By rolling off the high ledge and
onto much lower ground, you'll
enter an area that you won't be
able to exit until you have the
Power Grip. If you haven't saved
your progress recently, do soin
the save room to the right of the
elevator before you move on.

crateria MAP KEY

BLUE
HATCH

MISSILE
TANK

UNKNOLUN
ITEM #1

J,,\ POLWER
GRIP
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Travel to the right from the elevator
and drop into the water. Use bombs
to blast through the lake’s left bank,
then run to an underwater Missile
Tank. On the way out of the area,
you'll have to blast through a block
then wait for it to re-form to give
you a boost to the shore.

Some of the ledges above the lake are
out of reach. Hop onto the ones that you
can reach, bomb through a six-block
barricade then follow a path that leads
to higher ground, blasting obstacles
along the way.

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

MISCELLANEOUS UPGRADE:

power grip

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

LA N R BN EEEE LR LR AR R R R R NN

The power of the unknown item will allow you to shoot or bomb through the large
flashing blocks. Roll under the block at the surface and use a bomb todestroy it
then hop across ledges that lead into the Chozo Ruins

041/ power grip

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

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

ICE beam

k Y\ With the Power Grip in hand, you'll finally be equipped to follow the Chozo's path to the Ice Beam
upgrade. The weapon’s freezing blasts will stop enemies in their tracks, allowing you to use the
/ .-:-"';-‘ creatures as midair platforms.
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crateria
TDO NORFAIR
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CURE) GET A GRIP

On your exit from the area that held the
Power Grip, you'll witness the growth
of a tall Chozo structure that sprouts
platforms. Use the Power Grip to grab
each platform and climb to the left side
of the broken bridge.

After diving off the high ledge above the
open area, you'll land on your ship. Since
your missionis not complete, you won't
be able to take off, but you will be able
torestore your energy and missile sup-
plies and save your progress.

You'll break blocks and grab on to ledges as you advance to the left. The area :  Once you have the Power Grip, you'll wonder how you got along without it. On your
between the last ledge and the ceiling is narrow. Use a diagonal shot tobreak the @  way back to the elevator for a return trip to Norfair, you'll use your new ability to
first block, then hop and roll onto the ledge and bomb the second block. :  grip high ledges and pull yourself through the path.
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BEAM UPGRADE:

BTy % Uk by Tl o S e

ice beam

norfair D
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89/ TAKE THE CHOZO'S PATH

The lce Beamis in the path to the right

After you return to Norfair, drop . | of the Brinstar-to-Norfair elevator
from the elevator into the proximity [ | shaft. The Power Grip will give you the
of the blue hatch. After you land, ; ability to follow the path. Hop to the
grab the ledge to the left, squeeze : ' first high ledge in the area to the right of
through a tight passage and follow : & the save room and climb over the area’s
the path to an out-of-the-way : large zigzagging walls. On your way, use
Missile Tank. : missiles to destroy the shot-spitting

pods on the platforms.
S=ahes Bl IF"E“EIIEL 2 iam's
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LU UP AND OVER

The shaft on Norfair's far right

e ' . side is formed from natural green
If you didn’t use the bomb : . - rock. Climb up to the first hatch
trick to collect the : - 7Sl on the left and continue your
Missile Tank on the high : # journey to the next upgrade.
floating block on your
way to Crateria, you'll be
able to collect it easily on
your way back. Grip the
block, then pull yourself
up to the prize.
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= small platforms float over the lava
& on the path to the lce Beam. When
you reach the vertical pair of plat-
forms (one directly above the other)
[’l-..ijj U lht_.lun er one and leap to the

next |..n|i_11 forn

At long last, you'll reach the desti-
nation that the Chozo Statue in
Brinstar placed on your map. Grab
the Ice Beam then roll into the cra-
dle of the beam’s statue to replen-

ish your energy and missiles.

MISCELLANEOUS UPGRADE:

’ speed booster

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

ice beam / speed booster
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When you turn to leave the room where you collected the Ice Beam, you |l dis- . In the area where two left-and-right flying creatures follow the same path, drop
cover that you don't have the power to open the room’s green hatch. Roll under :  to the floor and freeze the creatures when they're next to each other. Before the
the Chozo Statue that held the lce Beam, and bomb through the wall. In the next : enemies thaw, use them as platforms to reach the high ledge to the right.

room, use your new beam to freeze the armored flier, then leap over the barrier :

A long shaft with few ledges leads to
Norfair's upper-right section. Climb to the
highest platform and hit the lowest fly-
ing creature with the lce Beam. Hop onto
the frozen fiend, then use an angled shot
to stop the next creature in midair.
Continue to freeze and leap onto ene-
mies until you reach the top of the shatt.

P SR T e e

Before you drop to the floor after climbing over the high ledge, fire at the
right-hand wall to expose a Missile Tank. Then freeze the flier nearby
and hop onto it on your way to the tank.

=
A narrow, winding

path leads through a hidden
shaft on Norfair's right edge.
If you're confident that you
can defeat Ridley without
collecting some key items,
freeze the flier in the upper-
right corner, hop ontoit,
then use a missile to blast
into the shorcut. Be warned:
the shortcut requires expert

P T O« - bomb-jumping skills.

=

After you rollinto the statue’s arms, the ancient artifact will point you to lower
Brinstar—Kraid's territory—to show you the location of the Speed Booster.

Nedckansiapaisii £ o= ) o5 fndaalin 2 -« =2 =>i= I eg '
As you cross Norfair's upper-right path, you'll encounter a standing Chozo Statue. u IF YOU CAN'T STAND THE HEAT ... -

If you enter the area
in the center of Norfair's
upper-right section, you'll
notice that the air is so
warm, the heat will whittle
away your energy reserves.
e L _"T-: - Ei".c.".li:I:: |:J'rf i Vil the quﬁ. ‘I.J'_'u"'ner. the . . :::f:; %’lml ggﬁ]Eﬁfﬂ?ﬂ
= o8B closest one reaches your height, : . N deepinto the area.
el IS freeze It with your beam, then hop . ¢
== ontoit. Do the same with the room’s
= remaining enemies to keep from falling
':'H into the hot stuff.

% - — x = = T i w i - v i = - - —r— -y Pl B o = - — — g e
s Ry - te = S S B i - e = - - = = L - g - =X e ——————— e

| \ METROID: ZERO mission .4




A Missile Tank sits on a high platform in the upper-right part of one of
Norfair's largest rooms. Blast blocks to free a flying enemy below the
floor, then freeze the beast and use it to reach the Missile Tank's ledge.

The Ice Beam will come in very
handy as you make your way out
of Norfair. Use it to freeze flying
creatures below the elevator,
then hop onto the midair mon-
sters and continue up to the lift.
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Before you advance to lower
Brinstar and Kraid’s lair, use the Ice
Beam to clean up on items near
Brinstar's two longest shafts. Climb
to the top of the right shaft by using
frozen enemies as platforms, and
roll into a path that leads to a
Missile Tank.

AP rniyTeEnno b AVER'S GLIDE

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



MISCELLANEOUS UPGRADE:

o el ] ey v o e

speed booster

HAVE A BLAST
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NO BOOST, NO SUPER MISSILE '

[ ]
After you collect the
Missile Tank near the left shaft, 2 B
vou'll drop to the proximity of a - ]
Super Missile Tank. It's protected . .-
by Speed Booster Blocks. You : ﬂ')

: LA

won't be able to get it until you can
blast through the barricade.
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At the start of the game, you may have noticed a line of bombable blocks on the
floor of a one-screen-wide room. Return to the room and use bombs on the floor

to gain access to the area below.

After you investigate the
Super Missile Tank, roll

right, into the main shaft,
then leap to the right wall
to find a hidden hole. Pull
yourself up through the
hole and blast your way
to another rocket pyize.

When you reach the bot-
tom of the short shaft,
jump to the rock forma-
tion on the left side and
detonate a bomb. You'll
fall into a depression that

contains a launching
device. Roll into its cup
and plant a bomb. After
the bomb detonates,
you'll take off.

The launcher will lift you
to the top of the shaft,
where you'll see a Missile
| _ _ : : 3 j Tank in a cove to the right.
= ~ o = - : 4 e Sa Press Right on the Control

44 Aiady : : Pad while you drop to roll
into the cove.
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On your way to the lower-left sec-
tion of Brinstar, you'll obtain the
Energy Tank that was out of reach
at the beginning of the adventure.
Shoot at the ceiling to expose the
tank, then roll into Morph Ball form
and press B repeatedly to reach the
«wi @] tank by way of bomb blasts.

RS P D O e S

Hun to the right from the bottom of
the shaft to find the elevator to Kraid's
|air. Ride down to the lair and prepare
for battle.
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plant a bomb in the lower-left corner and hold Left on the Control Pad. :  corridor. Break at least one of the groups of blocks between you and the enemies,
The blast will lift you into a path and you'll roll toward a Missile Tank. : thenuse the Ice Beam and missiles to defeat the beasts before they escape.

When you reach the shaft at the right
edge of the lair, plant a bomb to the left
of the tall tube to clear the way to a
launcher at the bottom of the shaft.
Roll into the launcher, then plant a
bomb. You'll take off for a point in the
middle of the shaft. As you begin to fall,
press Right or Left to drop onto a ledge.

Open the red hatch to the
right of the elevator and
hop across platforms to

avoid contact with the
bubbling lava. You'll find a
Missile Tank along the
way.
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MISCELLANEOUS UPGRADE:

speed booster

Iwo walls with alternating ledges face : |[FEEE )4 1 An ancient Chozo machine sits at
each other. Clear away the enemiesin ! s e b e s e b il the left edge of a lava pool. Jump
the area, then jump from ledge toledge : WEEEE'-FE I o1t the machine then rollinto
to ascend. When you reach the last : B I.?.? ll?‘i] ‘“ Morph Ball form to activate it.
open ledge, fire up and to the left to : i [E._E’.:J 3, Every red light in the lair’s ceiling
open access to another ledge. : k [Fh' é},‘, will illuminate, indicating that the
; 32 g f area’s sliding mechanisms are up
\ and running.
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1 - _Lr o ':: you'll see a wall behind two breakable
h- blocks. Destroy the blocks thenleapto
the top of the wall and climb to the : T S salis = m
other side. As you run left, stopat the  : e e o _—
wide gap, scoot over to the edge then  * TP X e . SR
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: After you activate the machine, fire at the red light on the ceiling to call
Along the left edge of the lair's upper- : the carrier. The apparatus will slide to the left side of the lava pool. Use
right section, you'll fall through a nar- : it to cross the pool, collecting an Energy Tank as you go.
row passage. As you do, press B repeat- :
edly to set bombs. If you set abombin
the right place, a notch will open in the
passage. Use the launcher at the bot-
tom of the passage to rocket upward,
then roll into the notch as you fall back
down. You'll roll close to a red hatch.
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After you cross the lava and record your progress, runinto the main shaft. You'll
fall from one blue hatch to another. Open the new hatch and enter the next area.
The acid worm will appear after you slide to the left side of the large room.
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5 : _ : Once you've hit the beast several times, the acid level in the room will
When the worm emerges, stand under the ceiling mechanism while facing rise then fall. Seek higher ground. If you go to one of the edges of the
away from the creature, wait for it to wiggle its appendages, then jump room, the creature will fire projectiles at you when it ops out of the
straight up. After you ride to the other side, pelt the monster with missiles. lava. Hit the projectiles with your beam for energy and missiles.

e

METROID: ZERO MiSSiON .45




SCOOT AND SHOOT

.3'[! -

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

On your journey to the lair's middle-left area, you'll navigate a tight passage in
Morph Ball form then reach an apparatus that will carry you over a lava pool. Fire
steadily as you cross to clear the area of floating blocks.

L 55— = =1 Once you reach the left edge, climb
i up, open a hatch and run to the
b right. Let the large enemy jump over
/oy you, and hit it with missiles. After
ST 'y you defeat the beast, climb up and
AR . ol fire diagonally downward into the
il . next area to dispatch another mon-

ool ",‘..;..,..:1.':'.“’_'""'1I'"""""|§ o e e e e ' =| ster. With both enemies gone, you'll
F u : have access to a Missile Tank.
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After you've explored the lair's upper-right region, launch up the left side then run
right and use a ceiling mechanism to slide over the acid on the right side of the long
corridor.
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On your way down the region’s right-hand shaft, drop into the narrow :

passage and press Left to catch the next left edge or to rollinto the :  Thearea's left shaft appears tobottom out at a bridge over a lava pool. Blast open

path if you're in Morph Ball form. It leads to a Missile Tank. - . the bridge and fall. You'll discover that the lavais anillusion and that the shaft con-
:  tinues along way down.

DROP INTO THE DRAIN

A steady stream of ene- : : Two rooms into the long lower
mies pours out of the pipe near the ; corridor, you'll find a weak block
right end of the long corridor. Fire : =l in the floor. It covers a dark, nar-
at the creatures as they appear, . B row passage. Plant abomb to
and pillage the energy and missiles : ™ break the block, and fall into the
that they leave behing. : lair’s lower region.
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MISCELLANEOUS UPGRADE:

P e

speéd booster

3/ DROP AND ROLL U9€Y CROSS OVER BLOCK BRRRIERS

When you reach a large block that is Reaching the lair's central section, fire
marked with Chozo etchings, plant a at both Missile Blocks to clear them,
bomb to break into another tight pas- then climb up the right side of the short
sage. Then run to the right and stop at shaft and fall through the center for
the blue hatch. Jump to the ledge near- : access to the left side. Since you

by, fire straight up to break through a : 2 v i destroyed the Missile Block when you
series of blocks, then fireupand to the - = e = had the chance, you'll have easy return
right to open a narrow passage in the : = o access to the right side of the shaft
upper-right corner. . - e - I \when you needit.
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= ssfeee = The room that leads to the

"'r*'r“'hrl—l—l“l'r : SRR RRRR Rt p=s lair's central shaft has a tight
& : : s squeeze at the top and a sliding
: % b : EEEEEEERER A apparatus. If you want to cross to

éﬁ"f{? : — T EES m the other side of the room, make
AL : : i T PO I sure that the apparatus is on your
: side of the room, roll up on one of

the room’s columns and plant a
bomb. You'll pop up, attach to the
mechanism and slide across onit.

By rolling through the tight passage in the ceiling, you'll gain access to a
Chozo Statue that holds an unknown item. You won't be able to use the
item to its full extent yet, but you will be able to use it to break blocks.
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: There are three small barricades on the ceiling of the long corridor that
- runs to the area’s left edge. Bomb the floor under the barricades to

. _ : . - reveal launchers, : '
With the unknown item activated, return to the corridor to the left, stand , have to cleareaufra;hflrer:ﬁ:;ti:s? fo cloar away the biocks. You'll alse

between the pipes and use missiles to clear the way to the tunnel in the ceiling. :
Climb into the tunnel and roll left then jump up to a hatch on the right -' .
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After you record your progress in
the save room, run to the right,
hop onto a platform near the ceil-
ing and fire upward to openup a
path to the next corridor.

You'll find another launcher under the sliding apparatus on the right end
of the corridor. Use it to propel yourself to the apparatus, then ride in
ball form to the left end of the corridor to collect a Missile Tank.
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Near the area’s left edge, fire on the large Chozo Block, then run to the right, As you drop, straighten out, fire left to break a large block, then grab on to the
through the corridor. After you save your progress, run to the nght again, use a ledge. If you miss the ledae, you can run around to the right, then to the left again
bomb to open a hole in the floor and drop to the area’s lower reaches. tograbit. After you advance, fire a missile at the eye that guards the boss's hatch

o A - e e T o o e

i) boss: kraid

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

as[==® ] =% I3 : Start by aiming at the creature’s forehead.
? After a direct hit, Kraid will open wide. Fill the

monster’s mouth with missiles. After Kraid

I closes its mouth, use missiles to open it

again and continue your attack.

Aiter Kraid \
knocks you to

the ground, the

beast will fire

claws from its belly.

Use the claws as plat-

forms to climb back to the

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

speed booster \

After you've done away with Kraid,
use bombs to destroy the blocks in
the arena’s lower-left corner and
blast through to the room where
you'll find the Speed Booster. The
item will allow you to blow through

: certain blocks and enemies after

= you've charged up with a running
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After you've injured the monster, it will charge, crushing the last
platform. Stay on the top claw, near the hatch, as you jump up and
fire into Kraid’s mouth. When the claws disappear, wait for Kraid to

release more of them, then climb them to the top and repeat the
process.
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MISCELLANEOUS UPGRADES:

MISCELLANEOUS UPGRADE: speed booster / hi-jump

hi-jump

The Hi-Jump is the ultimate tool for collecting items that were once out of reach. Not only will it
allow you to jump higher, but it will give you the ability to hop while in Morph Ball form—it’s per-
,-'-'-‘ fect for navigating uneven tunnels.
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As soon as you have the Speed
Booster, start running to the
right, firing your weapon to open
hatches as you go. When you
charge up the booster, you'll fly
through obstacles and enemies

ﬂ to end up on the lair’s right side.
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The shaft that runs through the
lower-right side is filled with
columns made from reformable
blocks. Blast holes in the columns
to use them as platforms that let
you climb to the top of the shaft.
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EX The Missile Tank in the large room
i left of center is surrounded by col-
e : —prr lapsing blocks. Climb up to the red
o LEE e v lightin the center of the room and
er(bwr " er | Y roll into a ball, then create two
FEEEEEErEr. bombs in quick succession. The
' first blast will call the carrier. The
second will pop you up to the device
while it slides by.
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There_'f. no avoiding the acid in the corridor that runs into the center of :
the lair. You'll jump through a flow on your way to the left side. Hit ene- : GGG GGG R ARG
mies from a distance to avoid damage, and find a tank in the left wall. : s -y s
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saf===  ]Eq The path back to the main shaft is :
flooded with acid. The only safe pas-
sage Is a track along the ceiling. While
you use a carrying mechanism to slide
left, a swarm of big bugs will pop out
of the acid and follow you. Face right
and fire missiles into the crowd. When
vou arrive at the left side, fire at a

Chozo Block to gain access to anar- : aaless ] =4 : Speed is the key to
row passage. : Im el iy siutredeipny b et collecting the lair's Energy
B ER R AR AR AR R R R R RN RN ER R AR R BB R Ta“k. Start runr"“g a_s
soon as you enter the cor-
ridor. The Speed Booster
will charge up as you
reach the breakaway
blocks. When you arrive at
the end of the runway,

jump. You'll fly into a wall
of blocks that break under '

the influence of the Speed
Booster, and you'll gain
access to the tank.
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M9 EXPLORE THE CENTRAL SECTION

When you return to the main
shaft, you could leave the lair,
but there are more items to be
found. Drop to the bottom of the
shaft, destroying blue-tinted
blocks along the way.

As you ride the ele-
vator out of Kraid's lair,
: - you'll witness a cut scene
After you download the map of : - Ve that shows Ridley’s
the lair, return to the short shaft - e arrival—one guardian down,
to the right of the maproomand : ALY, one to go.
drop into a Morph Ball launcher : LV '
on the floor. Plant a bomb then
fly to the top of the shaft.
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When you arrive at the top of the elevator shaft, the right wall will fall apart, giv-
Ing you access to a Chozo Statue at the end of a short corridor. The statue will
point you toward the Hi-Jump upgrade.

LOW SHAFT SHORTCUT

The Hi-Jumpis in Norfair. On your
way through Brinstar to the
lower-right region of Zebes, you
can avoid some shaft negotiation
M| Dby taking a shortcut. Climb up
Jl Brinstars left main shaft to the
. == hidden passage on the right wall,
.'IE where you discovered a Missile
R Tank. CD[;ItI'l;LJE; to the _ri%ht until
e vou reach the lower-right corridor.
LT At g o B rnouey
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m BOOST AND BRERK

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

-
W

5. MpTenDo pLAYER’S GUIDE

‘EM g
M

W ANOTHER BARRIER, ANOTHER BOOST

e 8t Peamigee .

dRer 0 e Te % g

o &

0
ﬁ‘i. F.'J
ey e
22892 =

You'll reach another booster barrier in the middle of the shaft. Run left and clear
the corridor of enemies and blocks. Freeze the pods that lob shots, then run to the
right, build your booster and blaze through the barricade.

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



MISCELLANEOUS UPGRADE / SUIT UPGRADE:

SUIT UPGRADE: hi-jump / varia suit

® varia suit

dors and acid baths. Look for it in the highest section of Brinstar, above the top corridor that
appears on the in-game map.

k Y\ ‘ Once you suit up with the Varia, you'll be able to withstand the heat of the planet’s hottest corri-

i N

norfair
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You can access a

new area by rolling under
the Chozo Statue that held
the Hi-Jump, but the hot air
there is damaging. Return to
the area once you have the
protective Varia Suit.

r-h"“".ht _‘qul" ‘-‘_‘_,
"""r ﬂ'-r f-ﬂ""" r-r'-

You'll make use of the Hi-Jump as soon as you reach the right shaft.
Leap to the tall ledge and pull yourself up to the right side of the shaft.
Roll through the narrow opening and drop to a Missile Tank.
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After you fall as far

as you can then run to the
left, you'll encounter the
back end of alarge larva
that you'll battle later, once
you have right equipment.
Return to the shaft and : _ .= . (3
: Chmh up. : .,. 1 1 _' '. ' @ : __“EJ.'FG"Q EQFWE" % l!-.""i"-
,f""'i":" : i "#. ﬂn-'
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With a new destination shuwing on your map, climb up then run right to the next
shaft. There, you'll find a Morph Ball launcher. Use it to blast off to the shaft's
upper half.

/ RUN BRCK TO BRINSTAHR

i ;:’nt;fll_finrt_lal[.‘l.huantaI:ue'm the
abyrinthine iower-rignt section
.H..L;__;__.% of Norfair. After yruugmll into the
statue’s arms, it will show you
the location of the Varia Suit and
restore you to full adventuring
health.

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

brinstar
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When you reach Brinstar’s upper area,
run right, hit the red stripe on the sec-
ond steel pole to make the pole rise out
of the way, then roll and bomb through a
blockade. Your ability to jumpin Morph
Ball form will be put to the test as you
bounce up to the top pipe ina stack of
four, Farther to the right, you'll roll
through another high pipe to avoid an
organic barrier.
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Record your progress then return to the corridor-connecting room to the left.
From there, fire into the middle of the ceiling and climb. When you get to the next
room up, start on the right side, make a short run to the left and jump to the ledge.

A pair of living barriers blocks the
path left. Stand close to the right
barrier and watch as a group of
parasites eats through both bar-
riers onits way to you. Roll along
the floor to gather up the para-
sites, then destroy them with
bomb blasts.
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SUIT UPGRADE:

varia suit

As you continue your run to the left,
jump and roll into the path near the ceil-
ing. When you fall between columns,
you'll land on a breakaway block. Hop up
and roll left before you fall into the acid.
When you reach the solid barrier, hop
and bomb a block to set off a chain reac-
tion that will open a hole to the left.

TRANSFER PARARSITES

You'll find another living barrier
outside of the room that holds
the Varia Suit. The parasitesin
the area will naturally gravitate
toward the barrier, but you can
help them along by picking them
up and rolling close toit. They'll
transfer over to the pulsing
organism and devour it.

[ ]
di ]

".‘:I'l"i-!l ki .1. iy IH.E‘“:‘IWL'

i = L

4 8

2
.l;.

lul' Jﬁ"r

it

l|~.
o
l!uiié’
i ¢
il

b |
VR
)
L
)

4

ki i

il
I' 5 II“*H.'H. Il“h-i“: ;ll‘-l [ Rt iI :

The Varia Suit is your
4 upper-Brinstar prize.
F—' After you collect it, you'll
: be able to swim through
acid (but not lava) and
withstand high tempera-
tures.
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BEAM UPGRADE:

@ wave beam

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

i T

brinstar START
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The protection of the Varia Suit will - . p| A E b i Returning to the corridor

allow you to explore the depths of —~ : : that cuts through

acid pools. Drop into the acid on _ : Brinstar’s upper-right

your way out of the area and bomb : - section, you'll find a

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

path to the left that will take you to v pedestal. Collect it

an Energy Tank. A before you take another
- swim in the acid.
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BEAM UPGRADE:

wave beam

m PARASITE DELIVERY

""" An organic barrier blocks your pathin
the middle of the acid pool. Clear away
one or two of the blocks just below the

1]
i

'S
T
1

3

. - N T Y ) = : Rk i,
SR bl S faCE, then jump up, roll to the right O _,'ﬂ:‘—"-i CEre e
.F‘WM:' and make your way to a group of para-
-n'lhfl_" o e sites by blasting the red stripe on aris-
e ten mn ing gate. Roll on the ground to collect : I -
b e the parasites, then deliver them to the  : £ &
— —4f barrier creature. If you haven't blasted ~ : e el N g
— 4% the blocks yet, be sure not to expose : D
> Lk = e T | ® %

the parasites to a bomb blast.
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SIS = e EE If you didn’t collect the Missile Tank below the middle corridor earlier,
s - - - i you'll have an easy time of getting it using the Power Grip and the Hi-
e : - Jump. Bomb the blockade, then jump up to the prize.
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The Charge Beam beast will not let up until you defeat it. If you don't
have the Charge Beam yet and want to finish the game with 100% of the
items, defeat the beast here—you won't have another chance.

| Py
s>

EHF!FIGE BEAM BERST

[ ]
Brinstar’'s middle corridor is one of the main haunts of the creature
that holds the Charge Beam. If you haven't defeatedit yet, you'll find it again
on your way through the area.
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As you advance through your mission, you'll master the Speed Booster and fly
through Speed Booster blocks irmutwew After you drop into Norfair, run right,
build your booster and blast through all barriers at lightning speed.

A detour through a warm room in Norfair's upper-right area will net you a
Missile Tank. You can collect the item on your way to the Wave Beam, or
later, when it's in your direct path.

Use the Speed Booster to descend into
Norfair's middle-right section and return
to the Chozo Statue that gave you the
Hi-Jump. After you restore your energy
and missile supplies, roll under the stat-
ue and into the very hot room, blast
through the middle of a rock formation,
jump up and move left. Continue to
bomb and jump until you reach the next
blue hatch.

h-‘\‘-..’ E-.hhﬁr\-p Iu"!i-l-*.,.‘-.,i =

A pile of rocks makes for an uneven surface. Shoot and bomb the rocks to cut
down to the flat ground. Return to the right then run left and jump when you reach
the edge. You'll boost through a barrier and land on the far ledge.
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If you choose the high road, you'll deal with lava and high walls. While it's possible
to roll through the passages near the ceiling then straighten out and grab the
walls as you fall, it's easier to freeze enemies and use them as steps.
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If you choose the low road, create a hole in the area between two blue hatches,
drop and run to the left. On your way you'll encounter a large concentration of
enemies that pop out of pipes. Blast them and collect their items.

90 1T LOOKS LIKE LAVA, BUT IT'S NOT!

DL

= After you download the Norfair map on

AT = 14 the far left end of the corridor, return to
P R R the right and drop into what looks like a
S

lava pool. As soon as you take the
plunge, the substance will disappear,
leaving you to explore Norfair's lower-
left depths. Jump and blast as you go.
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If you explore the lava-

filled passage that runs through
Norfair's lower-left corner, you'll
find a pair of tanks in the damaging
hot stuff. You'll have enough ener-
gy to get the items, but not to
emerge from the lava. Return to
the area once you have more
Energy Tanks or the Gravity Suit.




BEAM UPGRADE:

wave beam

HOPPING-MAD CORRIDOR ' TAKE DOWN THE TENTACLES

PP S e @ 3 - - ;‘ ““““"f L 4 Stinging vines curl out of the floor and
' _ © . hang from the ceiling of the long corri-
dor that leads to the save room. Hit the
vines with your beam and use missiles
to destroy the enemies that are caught
In the vines.

The path through Norfair’s lower-middle sectionis made up of natural columns
that rise from the lava. As you hop from one column to the next, blast enemies to
keep them from knocking you into the searing liquid.

Sy 2 After you record your progress, run one room to the left and blast through the
- "‘gﬁh fae ﬁ@ﬂ LY AE o o L :  floor. You'll fall into what looks like lava but turns out to be anillusion. Drop to the
s cas . S ol RS ey E-.. +  bottom of the short shaft, then proceed to the left.

When you reach the one-screen-wide room, blast through the floor, drop

and move to the right, through a hot-air corridor. Halfway through, you'll m WaVE beam

uncover a Missile Tank by firing at the wall.

l':'-i{-'---_r I : B A large creature protects the path

to the Wave Beam. Use a bomb to

destroy the wall between you and

the creature, then jump over the

: beast or roll under it as it jumps.
_ - E v A"®]  Destroy the next wall and continue

A Missile Tank sits on a - =

pedestal on the right end : T i W, left to the upgrade.

of the lower-middle corri- : A= 8" b .

dor. Grab it, then turn

around and continue your
adventure.
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MISSILE UPGRADE:

W super missile tank

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

..-"-_-" Ridley's lair.
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ﬂll' BLAST AND BOOST

Returning from theroom thatheld the (.

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

The long, hot corridor that cuts through
the middle of lower Norfair is cluttered
with blocks. Run to the right and blast
as you go to break the blocks. Your
Speed Booster will charge up and you'll
blaze through a pair of Speed Booster
Blocks near the end of the corridor.

F1467/ £ L 00SE ON THE LARVA
2

A giant larva sits atop a natural rock
bridge. Work your way under the bridge
and fire straight up, at the beast’s belly,
through the rock formation. After the
creature is gone, use your Hi-Jump abili-
ty to hop up, in ball form, to the crea-
ture’s shell, thenroll on to the right.




A& AR OF THE WORM

ﬂ The second monster larva will charge
toward you. Fire at the beast to make it
back up, then get close toit and plant a
few bombs as it prepares to charge
again, Roll left out of the way. Repeat
the process until your bombs destroy
the beast.
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An Energy Tank rests above the
second larva’s shell. You can uncov-
er it by shooting your beam through
'._E_.' the ceiling. Forge a path to the tank
+4¢#| by using a missile to destroy the

L AL g A o
3 ¢ .;;-J'" block that sits below it.
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Starting left of the second larva’s shell, run to the right and open the
blue hatch as you go. You'll scream into the corridor, burn through the
floor and gain access to a Missile Tank.

m THCKLE TENTHCLES AND DROP TO THE FLOOR

e 3

R
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Run left, blasting tentacles with your beam and missiles. When you reach what
appears to be the end of the path, take on Morph Ball form, roll to the left and fall
through collapsing blocks and into a battle with a monster vine.

MISSILE UPGRADE:

super missile tank

A giant larva hangs from the ceil-
ing by beefy vines. You can hit the
vines by running to the left or
right side of the room, jumping
straight up and releasing upward-
angled missiles or charged beam
shots. You can also get an angle
on the vines by freezing the small
armored creature that flies
around the room and using it as a
platform. When your platform
begins to thaw, hop up and fire
straight down to freeze it again.

The fallen larva will grant you access to
a passage that leads to the right. Run
through the passage, take the elevator
down to Ridley’s lair and explore. You
won't be able to get far without Super
Missiles, however. You'll find a larva—
the same creature that you freed from
the vine—at the bottom of a tunnel on
the other side of the wall. Return to
Norfair toinvestigate.

- I] —-|;|

After you take the elevator back to Norfair, run left and return to the place where
you freed the larva. You'll find the opening of the larva’s tunnel. Drop in, make your
way to the left and fall through to Imago’s hideout.
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As you run through the room that houses several small eggs,

break the leftmost egg to trigger a battle against a miniboss, super missile tank :

Imago. Hit Imago in the tail with missiles or charged shots.

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

h —

Imago flies side to side through the long room. Chase it and hit it in the
tail with missiles or charged beam shots. Aim straight to the right while
running downhill. Aim up and left while running uphill.
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MISSILE UPGRADE /| MISCELLANEOUS UPGRADE:

ksuper"' missile tank / screw attack

e . T e e, S . e g e T [ AR T e e s Wy

=— MISCELLANEOUS UPGRADE:

B screw attack

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

{h TI.

i P B i e L Rl S S e el 1 S R = Y i R i e N

TO NORFAIR

MAP KEY
BLUE MISSILE 25 UNKNOWN

HATCH TANK ITEM #3

RED ENERGY SAVE
HATCH TANK ROOM
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With Super Missiles in hand, run to the

right through a gray hatch, thenuse a , , An Energy Tank sits on the left side
standard missile to bust through the ' _ of a small chamber. If you attempt
floor. You'll drop near a green hatch. ™1 to run to the tank, you'll fall
Blast it open with a Super Missile. The : _ through a hole in the floor and have
next corridor is packed with enemies. to work your way up a neighboring
You can avoid them by bombing the floor 1 £ - shaft to get to the upgrade. Run
and rolling through a narrow passage. . e 1 four blocks in to the middle of the
==}

room, then jump. You'll grab the
edge and snag the tank.

T Sl S R

Lo

: , o
rﬂ. £ ™ ﬂ

L el e A = ol (i 1 il e

METROID: ZERO MISSION .63




Once the Energy Tank is
yours, record your
progress in the save room
nearby, then move on to
the lair’s lower-left
region. As you roll, jump
and shuffle through the
middle of the left shaft,
you'll grab a Missile Tank.

L
The pipe in the shaft’s
lower-left corner spits out ene-
mies three at a time. Stand a few
blocks away from the creature-
hatcher, defeat the enemies that
pop out, then collect the energy
and missiles that they leave
behind. Repeat the process until
your tanks are full

161/ missile tanks |

After you fall into the unmapped
area, start another long run to
the left, into the large rectangu-
lar chamber, shooting blocks as
you go. When you reach the left
corner, your Speed Booster will
be charged. Kneel to stop, then
tap the A Button. You'll rocket

B e P Lol e P R R L e A
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To the right of the map room, you'll find a long flat walkway near the ceiling. Go to
the right end then run left to build up your Speed Booster. Kneel to stop, drop to
the ground and jump over the gap to the left while maintaining your charge.
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Open the hatch, tap A to hop up, then hold Left to blast off. You'll skim the top of
the small incline and go into a supercharged run. Blast the hatch in the map room
while continuing to run, and blaze over the breakable blocks in the next room

B e . -
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After you get to the second
peak, roll to the right, tap Up
to straighten as you fall, then
grab the ledge to the left.

upward and cruise through a pair
of blocks.
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b From the upper-left corner of the room, roll right, drop

and straighten out as you fall. Grab the ledge to the right,
pull yourself up, roll to the right again and plummet. When
you land on the collapsible block, straighten out quickly and
jump up to reach the next ledge.
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While you're hanging, fire a
missile to the right to clear
the ledge, then jump and
climb into the tight passage.

The floor will give way one
block to the left of the
roundabout section in the
upper-right. Straighten as
you fall, fire to the left to
clear a ledge, then grab the
ledge and roll up to it in one
fluid motion. Roll left quickly
from there and grab the
area’s first Missile Tank.

When you roll to the middle
of the pipe, the midsection
will break. Drop, then hang
from the ledge. Aim straight
up and fire missiles to break

F:r"f“ﬁ'ﬁl:'f:f‘:'*!'ﬂ““ﬁ'ﬁl'.’ > . . . " " the blocks above you. Jump

. ; up, grab the ledge, then fire
i i ~ ' " more missiles straight up.

> 1= Continue your climb until you
collect another tank.
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Although you can collect the
Missile Tank in the long lower corri-
dor the conventional way, it's good
practice to speed-boost to the
item. Run to the right along the pas-
sage near the ceiling to charge your
booster. Kneel, drop, press A and
hold Right. You'll fly over the lava
and into the tank.
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or of the first two

aft on the right.
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A complex series of

boosts will get youinto an area
that holds a Fwir‘ of Missile Tanks.
You'll have to wait until you have
the ‘;‘n ce ! mp upgrade to collect
fl"'nl_ er 1¢ ":!". h ut v l._l..“.-.'._‘"..f]“_?-.‘t.
the '.:,nr.ll._".‘r one with your current
upgrades. Return to the lower cor-
ridor. Run to the right along the
passage near the ceiling to build up
your Speed Booster. Kneel, drop,
run to the save room, blast off to
the right and run up the right-hand
qlr"lnu A< spon as VOoU ex it the save
vhile charged,
r}'- an rl:rnh up f W |-".| e 11-1'[ |'-| T—TT_'I 'E'L
and blast off to the right, through a
{:p-l.'pr'f F-" noster h'[n |.-'.'|r'h‘.| an .
another boost to blast off through
A }n.-..l 2in 1-|-|r| ce| |r na, thr'” h.-'\.r'u t to
the ”[]ht 10 Cf Jr!f“.! the tank
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Drop into the Iast gap of the middle passage and grab a ledge. Roll right
and blast into a fake lava pit. Destroy the block in the pit's lower-right
corner to expose a tank, then exit the area by way of a pipe.
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MISEELLANE OUS UPGRADE:

LA

SCrew attack
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As you continue to the left, fire
through a wall to defeat a group of
enemies. Roll to the left and deto-
nate a bomb under a long pipe to
trigger a chain reaction that opens
access to the area’s Missile Tank.
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Detonate a homb on the area’s left
ledge to clear the passage to the
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upper left. Jump up to a ledge on
the left, hop to another ledge on the
I right and use a Super Missile to
advance. You'll cause a chain reac-
tion by detonating a bomb in the
tunnel, giving you access to a block
that holds a Super Missile Tank.

—=
L] T IR ST e —ple el

-

e |

. ir"““l'l
Hﬂi PR
y . oo |
::::f_*
',,':F,:,
{jf"wf

S

A

Freeze a creature as it reaches the floating pillar’s right side, then use it
as a platform to get to the tank. Either jump to the left ledge from the
top of the pillar or freeze the other creature and use it as a platform.

From the hard-to-reach ledge,
advance left and collect a Super
Missile Tank effortlessly—no false

floors, no tricky jumps.
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| INTO THE HERRT OF THE LRIR

e L el With the Energy Tank in hand, return to
e the left, save your progress and head to
Ridley’s room. After you fall through a
collapsing block, there will be no turning
back until you've beaten the beast. The
giant eye that blocks the next hatch
fires energy blasts. Jump over the pro-
jectiles and hit the eye with three stan-
o . : 3 : 1 dard missiles or a single Super Missile to
oY e e MG o : : ] 3 : take it out.

1 B

Before you leave the room that held the Super Missile Tank, jump up to
the right and grab a hidden ledge. Roll right and climb up to another room,
then fire at a floating block to reveal a Missile Tank.

a9 ist BT A 5 -

missile tanks

When you enter Ridley’s
room for the first time,
the place will be empty.
Run left into the next

A tank sits on a solid platform. Fire to the left to break blocks left of the
platform, then quickly roll left, grab the ledge, roll left again and jump up
before the blocks re-form.
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Fall down the right passage, straighten out of Morph Ball form, grab the
ledge and fire diagonally down and to the right to open a passage to
another tank. Roll to the item.

Return to the short shaft and fall
through a collapsing pipe to solid
ground. Starting at the shaft’s left
side, run to the right through the
hatch, build your booster and blast
through the blocks on the floor of
the corridor. Open the next hatch,
stop at the short green wall and
bomb through the floor. Drop, roll to
the right and grab an Energy Tank.
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room and collect an
Unknown Item from a
Chozo Statue. Then roll
into the statue’s arms to
have it replenish your
energy and missiles.

The Unknown ltem will
give you the power to
break through glowing
Chozo Blocks. The first
one that you'll see is to
the left of the statue.

After you break the block
behind the Chozo Statue,
continue to the left and

walk through a disappear-
ing wall to an Energy Tank.




_MISCELLANEOUS UPGRADE:

screw attack

) ridley

Answering a call from the Mother [altriier ] =155 4= 5]
Brain, flying fiend Ridley will swoop - 41
down on you and attempt to cut your
mission short. Ridley is fast and fierce,
but if you're well equipped, the battle
will be as easy as the one against Imago
in the lair’s upper reaches.
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Returning to Ridley’s room, run to the right but stop short of the platform’s last support. After a
quick cut scene that shows Ridley’s descent, the platform between the support and the hatch
ledge will break. Ridley will start Iw pelting you with fireballs. Fire at the ball barrage
with your beam until it stops, then hit the beast with Super Missiles. When
you've exhausted them, use standard missiles in a continuing show of
power. Avoid Ridley’s tail in Morph Ball form and try to keep
the boss from picking you up. If Ridley does pick you
up, face the creature and hit it with more mis-
sile—if you're low on energy, shake free
instead. If you end up beside Ridley,
shoot the creature’s fireballs
with your beam, then
switch back to mis-
siles and continue
your attack.
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You may be stumped trying to find an
exit out of Ridley’s area. Return to the
enemy-producing pipe to the right of
the boss arena and freeze a flying crea-
ture after it pops out. Using the flier as
aplatform, hop up to a high ledge on the
right, blast a Chozo Block and run
through a disappearing wall to the right
side of the area’s barrier.

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

j!l i j

Hun to the shaft on the right side of Ridley’s lair, climb up to and blast through the
Chozo Block. Run left to reveal a small hidden section of the shaft, ascend, then
run to the right and dropinto the passage that will lead you to the top of the shaft.

When you reach the upper-left section of the large rectangular room, hit the block
in the lower-left corner with a missile, then bomb through the floor to reach the
room right of the elevator shaft.
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norfair
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When you get to the top of the elevator shaft, the wall to the right will collapse,
giving you access to an area where you'll find a broken Chozo Statue. Advance
past the statue, then break through the floor to a new corridor.

SHORTCUT STRAIGHT UP '
5

You'll see a Morph Ball launch-

er on the right side of the unmapped
area. If you want to deviate from the
path to the Screw Attack and find a
shortcut to the save room, fire a mis-
sile at the upper-right block below the
launcher to reveal a passage. Then roll
right to a different launcher and blast
off to the original launcher.
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Ignoring the Morph Ball launchers near the elevator shaft, drop, then run to the

left. As you do, you'll charge your Speed Booster and blaze through three Speed
Booster blocks at the end of the passage, exposing a new Morph Ball launcher.
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Rollinto the launcher and set a bomb. On detonation, you'll take off for Norfair's
upper-left section. Run to the left and freeze metallic fliers to keep them from
runming into you.

MISCELLANEOUS UPGRADE:

screw attack

PASS UP THE PICKUP '
e

- The Missile Tank

l: [“‘ﬁm outside of the room where

f},ﬁ' I you'll get the Screw Attack
{( 'F-i[i is surrounded by blocks
Eﬁ.‘-&# EH—'B that you won't be able to

A, break until you're equipped
' with the new upgrade. Pass

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

-+ W mother brain

produces and nurtures a nest of life-sucking Metroids. To get to the brain, you'll have to fight
through her spawn. Refill your energy and stock up on missiles before you go.

= k y \‘ Lurking under the planet’s crust, in a series of high-tech tunnels called Tourian, the Mother Brain
= /
f |

— il

norfair

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

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

987 | OWER LAVA FRKEOUT Z L) STRAIGHTEN UP AND FLY LEFT

?::::11 AN RHeturn to the area above the fake
FOea O M |ava pit and blast the hatch as you
. R, * : runleft. Wi booster |
: ﬂ % p I}Jr‘l e 3 en IEDtLI]-:r DE;I;S E;rafs”
o ea® ~ " charged, crouch, then blast off to
o we ’ the left to blaze a trail to Norfair's

middle-left section.
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When you reach the end of the middle corridor, shoot or bomb through a block in
the bridge to gain access to what appears to be a lava pit. After you dive into the
red liquid, you'll discover that the lava was anillusion.

Even the large hop-

ping beasts that can with-
stand several missile hits
will break apart instantly
under the pressure of the
Screw Attack. Keep hop-
ping and blaze a trail to your
goal.
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A Super Missile Tank rests on a pillar. Stand next to the nearby pipe and
wait for a beast to pop out. Run to the left, drop to the lower block and
freeze the enemy after it passes. Use it as a platform to get to the prize.
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After the enemy platform thaws, it et ORI
will continue its flight. When it
reaches the left side of the pillar,
freeze it again. Drop to it without
engaging your Screw Attack and
use your beam to expose a ledge in

the wall to the left. Jump, roll, run =
and collect another Missile Tank at +  When you reach the middle of the nght shaft, use the Screw Attack to cut

the end of a short corridor. :  thro igh several blocks in the wall to the r|:]h._ then somersault up and to the left
: toaccess the upper portion of the corridor.
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After you open the green hatch in
the hot-air corridor that runs under
the elevator shaft, hop and buzz
through enemies and wall seg-
ments, pressing Up to stop the
Screw Attack. When you reach the
last barrier before the left ledge,
blast through the blocks up to the
ceiling to expose a Missile Tank.

5.0
3

) g 3 ]ll---l,am o g W Run to the right from the spot
where you collected the Missile
Tank. When your booster is
charged, I-nm:'l to stop, then tap
the A Bultnn hold F-‘.u]ht and take
off for a quick flight to the right
side of the corridor.
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When you reach the barrier, hop up in Morph Ball form and place a bomb

near the upper-right corner. The wall will disappear but the platform
will remain, giving you easy access to the tank and a booster runway.
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After you return to the right corridor, screw through the blocks on the ledge above :
the hatch and continue to climb until you reach the next hatch.

the Screw Attack to cut up to the elevator.

If you haven't collected
the Missile Tank in
Norfair's upper-right sec-
tion yet, venture up to the
hot-air corridor and pick
up the item. You'll need all
of the missiles that you
can muster in your battle
against the Mother Brain.
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As you run to the left through the long, tall corridor, your booster will charge,
allowing you to runin a straight line to the left end. Record your progress, then use

brinstar
TO TOURIAN
FROM NORFAIR
MAP KEY
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HATCH TANK
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MISSION OBJECTIVE:

‘mother brain

____________

mmmmmm

| >

e .
_ | § A o LTRSS,
‘#."E" f:ﬂr;#'&-.‘r% EEE

Climb to the top of the left shaft, then run to the left. After you recharge at the
Chozo Statue, continue left to the Kraid and Ridley busts (shown as flickering
flames on your map screen). The mouths will open, giving you elevator access.

THE ULTIMATE ENEMIES EMERGE '
. ™

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

As you descend into

Tourian, a cut scene will show a
pod of hatching Metroids. You'll
encounter large groups of the
gelatinous floating creatures as
you zigzag through the Mother
Brain’s lair. Have your beam and
missiles at the ready.

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

through the next shaft and stop at the Super Missile Tank.
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MIND OVER METROIDS ' - LET THEM COME TO YOU
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Metroids are tough creatures. The only way to destroy oneis to freeze it
with your beam then hit it with five standard missiles or one Super Missile. If
It begins to thaw, freeze it again.

The floating green fiends appear from below in the long shaft that reaches to
Tourian’s lower-right corner. Run to the edges of the platforms, thenretreat to
lure the Metroids up to your level.

g LRI g=q [ he creatures emerge from the
M shadows and attack quickly. If a

' Metroid grabs you, rollinto Morph AL) ME TROID MANIR

Ball form and detonate bombs to : - e S
shake free of the being’s grasp. | ltead E ;’?@QJ'TE‘]'L‘ ;gﬁgﬂéﬁ LTJL‘B;;?E ¥
: |hAh “hﬁ SRR oom. Start by setting abomb

near the center of the top tier,
then roll to the left or right ledge.
The bomb will cause a chain reac-
tion that gives you access to the
middle tier.
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g9 32 | EHIR 42 You'll find several Metroids in each
!", | of the two lower tiers. Try to take

them on one at a time. If one cap-
tures you, roll to the left or right
side of the room and free yourself
by using bombs. Be careful,
though—if you use explosivesin the
center of the middle tier, you'll blast
through to the bottom of the room
and expose yourself to more
Metroids prematurely.
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After one meeting with a Metroid, you'll come across two more in a short shaft.
Descend slowly, wait for the Metroids to appear and take them on one at a time.
Freeze them and blast them.

STOP THE SHOTS l
sa[ Ll : 5]

Save your progress, then spend some
time in the next corridor destroying
ring-shaped shots and collecting the
missiles and energy pickups that they
leave. You'll blaze through the blasts
quickly by using your Screw Attack.

Small cannons fire
ring-shaped energy blasts.
You can destroy the shots
easily with your beam or
Screw Attack, butit’s more
practical to freeze themin
midair. As long as a shotisin
the air, the cannon that fired
the blast will remain quiet.

W9 FALL THROUGH THE FLOOR

e e After you record your progress, return
: j : to the room that’s to the left of the
Ll wd T ( save room and blast or screw through
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the floor. Before you move on to the
e = right, destroy the left cannon’s green
ar shots to earn missiles and energy.
':-H-L__?

=
CHTTITP=. The living barriers that block the way to the Mother Brain grow back unless you

e T : clear them away quickly with high a concentration of missiles. Look for safe spots
- f — : where you can unload missiles without taking damage.
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MISSION OBJECTIVE:

mother brain

208/ rnother- brain

The monster that lords over Zebes uses the planet’s core as an

energy source. The Mother Brain can withstand a pounding

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

the ultimare bartle.

gIgees | el e ‘ As soon as you
- : drop within
range of the
Mother Brain, find a
perch, freeze the ring
shots around you, kneel and hit

the brain’s jar with a steady [
| [ N

stream of missiles.

Once the jar ’ )
- shatters, you'll A
go face to lobe
- | with the beast.

When the brain :
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flashes purple, it's
about to fire a shot.
Prepare to hop out of
the way.
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When the brain releases a shot,

jump from one platform to the next,

using the Screw Attack to protect
yourself from stray cannon fire. After you
land, crouch and fire a Super Missile at the
brain’s eye. A direct hit will trigger another
brain blast. If you're knocked into the lava,
jump out quickly and return to the safety of
the platforms. Freeze the ring shots around
you and keep plugging away at the brain
until you wipe it out.

[
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The defeat of the Mother Brain will set
off a self-destruct sequence that will
send shock waves through Tourian. You
must get to your ship before time
expires. Most of the platformsin the tall
shaft that leads to the surface will col-
lapse under your weight after a few sec-
onds. Hop from platform to platform
quickly and rest on the solid blocks on
the sides of the shaft. If you fall, aim for
one of the side blocks to keep from plum-
meting all the way to the bottom.

crateria

FROM TOURIAN

MAP KEY
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After you emerge from the shaft, you'll still have a good distance to cover before
you're free and clear. Jump onto the planet’s natural ledges to reach the surface
level, then blast through a series of walls as you run to the right.

210/ 5005 T AND BLAST OFF

Keep running to the right—don’t stop. Your booster will charge and you'll blaze
through a series of Speed Booster Blocks before you reach your ship. Climb aboard
and reach for the atmosphere.
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The original Metroid adventure ended with Samus’s escape from the
Mother Brain and Zebes. Metroid: Zero Mission reveals a twist to the
story and continues with an all-new quest. After you rocket off to
outer space, witnessing the explosion on the ground, your ship will
be surrounded and shot down by Space Pirate vessels; you'll crash-
land on the surface. Stripped of the Power Suit, you must infiltrate

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

METROID: ZERO MISSION 7/




SURVIVAL:

® mother ship

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

..-"T-‘ the ruins of Chozodia.
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chozodia

231 & RUINS TEST

MAP KEY
BLUE RED FULLY S SAVE ™. MAP
HATCH HATCH POWERED SUIT ROOM ROOM
N J

DY) TIGHT SQUEEZE RIS INFILTRATE THE PIRATE SHIP

Since you don't have the Morph
Ball, you can’t roll through nar-
row passages, but you can crawl.
As you advance to the left,
Samus will drop to her hands and
knees automatically when you
reach the small passage where
the bottom of the ship almost
meets the planet’s surface.
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You won't have the means to open the green hatch at the top of the ramp, so you'll
have to find another way into the ship. Kneel at the ship’s base and blast away at a
pair of blocks. Crawl into the open passage and continue to the map room.

-
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After you record your progress, climb into a tight passage above the red hatch. In
the next room, you'll set off the alarm as soon as you drop to the floor. Run from
the Space Pirate and climb up to the next platform.

PHUSE THE PIRATES '
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Your pistol is weak,
but it can freeze a Space
Pirateinits tracks for a
very short time. Hit the
creatures and run before
they thaw.

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

If you cross a green beam, the alarm will
sound again and the pirates will chase
you. Climb over the first beam and crawl
into a tunnel. When you reach the end of
the tunnel, you'll have no choice but to
blast a block, setting off a chain reaction
that will make you fall through a beam
below. After the alarm sounds, jump up
and make your escape to the right.

l![:::l-lh _I

LR R NN RN RN RN NN NN N [

LE R RN N NENENNENERENENENNNNERENENEEFNENEN]

SURVIVAL:
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If you find yourself

between two enemies, jump as
they fire at you. If you're lucky,
the pirates will hit each other
with their blasts and you'll
gscape unharmed.
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With the alarm still blaring, climb a shaft on the ship’s right side. Ascend quickly to
keep the pirates from hitting you with their shots. When you reach the top of the
shaft, move left, climb over a wall and wait for the alarm to stop.

SCOPE OUT THE SHIP

!!!!!!

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

ON THE RUN RGRIN
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As you advance, you'll set off the alarm
again. Look for cracks in the floor and
fire through them to create a passage
that weaves down toward the bottom
of the ship. Eventually you'll dropinto a
small compartment where you'll be able
to wait out the alarm,
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m STRAY OUT OF THE SPOTLIGHT

several searchlights scan the
long shaft in the middle of the
ship. A light can brush past you
without setting off the alarm,
but if you come into contact with
the light’s white center, the
alarm will sound and aliens will
pop out from the hatches and
chase you.
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If the searchlights find you and trip the alarm, you'll have to outrun aliens as you
climb up the next shaft. As soon as you enter the chamber to the right of the save
room, fire at the wall to clear a blockade. Drop and hide under the ledge.

£
iﬁi LASER ALERT

iU The large area left of the central save
H room is loaded with green lasers and
platforms that will collapse under your
weight after a few seconds. Jump,
climb, crawl and avoid contact with the
heams as vou make your way to the
area’s upper-left corner. If you cross a
beam, Space Pirates will make your
escape more interesting.
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If you tripped the alarm during
vour run through the laser room,
jump to a hidden ledge above the
right-hand hatchin the next
room. A pirate will investigate
then turn around and leave.

S T T T e e e e )

80. NINTENDO PLAYER’S GUIDE

fEAESEFEFEEREETRD

TR

..__.._-_ .
-l

m

- y (L1 L]
h’a‘ﬁ‘!"ﬁz-ilIl J !

" LR

wmw
.!{h\!\‘al I

Pirates will chase you into the ruins. Keep running a

sound aqain after a Space

The alarm will s er a Spa
Pirate spots yot
left side of the sh
tunr "11 break .'m sk -l S rﬂrrm ﬂf le
floor and dropinto a Frmn shaft, avoiding
contact with plummeting : aliens. After
you reach the bottom, run to the left
and escape the p"“t'- ship by fleeing to
H‘If’ Chozo Ruins

ina short shaft on *h:-?
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small dark-blue alcove above the walkway. Hop up to the L,"ﬂ" and wait in the

I'd'

shadows until your pursuers lose you and the alarm quiets.

You'll encounter more search-
lights in the lower-left corner of
the ruins. The lights move unpre-
dictably. Watch them carefully
as you climb to the hatch in thn
'rﬂn“r right corner. You may have
to drop off ledges and lose so “*:*
ground to avoid crossing the
searchlights, but keeping the
pirates away will be worth the
trouble.
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If you trip the alarm, pirates will chase you as you run to the right. Destroy the
blocks at the bottom of the hanging barriers to avoid having to rfr':.,'l When you

stop at the metallic barrier, blast the w

all and floor blocks to eluc

de your pursuers.




SURVIVAL:

mother ship

Laser sensors that look like eyes
move up and down the corndor.
Keep from crossing the beams as
you climb and hang from ledges in
the dark-blue shadows. If a beam
hits Samus’s dangling foot, the
alarm will be activated. Pull up
before the beam drops below the
ledge.

After you record your progress, you'll deal with more floating-eye sensors as you
drop into one shatt and cimb up another. Hide in the dark-blue shadows. If Samu
head peeks out from the darkness, crouch before an eye sees her.

L2309/ 0T PURSUIT IN THE RUINS
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If the alarmis not already blaring, it will be as you cross over collapsing blocks ina
narrow passage that leads to the left. After you fire through what appears tobe a
solid wall, you'll gain access to the shaft on the left side of the ruins. It’s nearly impossible to avoid detection in the long corridor that leads to the right

side of the ruins. Run from the aliens, climb up then crawl left
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Head for the shadowy space in the shaft's lower-left corner, and duck. If a pirate

did not witness your dive into the darkness, you'll be able to wait there until the . Scramble up the shaft in the area’s upper-left section, then run right. When you

alarm shuts off. - reach the metallic barrier, turn to the left and blast a large block. A chain reaction
+  will cause your pursuers to fall and the barrier torise
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revelation in the ruins
Wh h th fth ins, e will al =
Samas Chons orgin showin e it e peberny {232/ fully powered suit i

ridding the world of Metroids and Space Pirates, you'll be
doing a favor for the creatures who saved Samus in her youth.

9 UNKNOWN ITEM #1
PLASMA BEAM

UNKNOWN ITEM #2
SPACE JUMP

@ UNKNOLWN ITEM #3
GRAVITY SUIT

Somersault| continually in | the air, .

. & After you pass the Chozos’ test, you'll receive a new Power Suit that

Fire at the glowing orb when it switches from Samus’s image to a Power has all of the upgrades that you found under the planet’s surface and is
Suit symbol. The symbol will slide into one of four slots. Avoid the light- | compatible with the unknown items. Use your new powers to return to

ning blasts and continue to shoot symbols until all slots are filled. the pirate ship and exterminate the aliens.
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BOMB UPGRADE:

power- bomb tank

} \ The aliens have stolen the Power Bombs from the Chozo Ruins. By returning to the Space Pirate
Mother Ship, you can track down and claim the ultimate explosive items. With the Power Bombs,
,.---‘ you'll be able to blast thrnugh reinforced blocks and open yelh::w hatches.
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MAP KEY
BLUE RED GREEN YELLOW [g]SRAVE
HATCH HATCH HATCH HATCH ROOM
E MISSILE @ SUPER MISSILE  fra) POWER BOMB
TANK TANK TANK

To the right of the save room,

you'll discover a bridge made of

blocks that you can destroy with

missiles. Break one of the blocks

End drop into the flooded cham-
er.

BES%Y BLAST THE BRIDGE

The only exit from the large room at the top of the ruins is by way of a passagein
the upper-right corner. Use your new Space Jump to string leaps together and rise.
After you squeeze through the passage, you'll drop and face a pair of aliens.
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The Gravity Suit will give you mobil-
ity underwater. Run to the right at
the bottom of the flooded chamber
to charge your Speed Booster.
When you reach the right side,
you'll blaze through Speed Booster
Blocks and collect a Super Missile

Tank.

You'll find a new way out of the water
above the area where you found the
Super Missile Tank. Use the Space Jump
technique to rise from the water and fly
to the upper-right corner of the ruins.
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As you drop through the right shaft, gravitate toward the left wall and
stop at the ledge. Use a missile to break through a block in the upper-
left corner of the alcove, and roll through a passage to a Missile Tank.
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By detonating bombs on

the right ledge in the middle of the
shaft, you'll reveal Speed Booster
Blocks on the wall. An advanced
Speed Booster technique that lets
you sustain a charge from your run
through the water will allow you
to blast through the blocks. Return
to the area after you have more
Speed Booster experience.

=
When the alarmis trig-

gered, pirates will continue to
attack and some passages will be
blocked by metal barriers. By
defeating the aliens in your immedi-
ate vicinity, you'll avoid detection

and you'll cause the alarm to shut
off.
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BEOME UPGRADE:

power bomb tank
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¥ FLY OUT OF THE FIRE

By using a bomb or the Screw
Attack, you can gain access to a
lava pool. Drop to the bottom of the
pool, run to the right and explore a
tight passage that leads to a Super
Missile Tank.

Use the Space Jump to emerge from the Ieft side of the lava pool. Run left, drop,
and climb into a tunnel that leads to the middle of the ruins.

€%V STOP THE WATCHERS
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You'll drop through a corridor that is pro-
tected by eye-beam sensors. Blast the
sensors with your Plasma Beam, then
target the Space Pirates that answered
the alarm.

]
¥ e
W w é r
-
- -~ |

Enter the top half of the short shaft
in the ruins’ lower-middle section
and detonate a bomb on the large
blocks. A chain-reaction explosion
will give you access to the bottom
half of the shaft. Use a missile to
break a block in the left wall, and
climb through the small hole to a
Super Missile Tank.

Zigzag left then right through the pas-
sages at the bottom of the ruins.
Space-Jump up to the top of the shaft
that leads to the exit and Screw-Attack
the Space Pirates in the shaft before
they can get a shot off.
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To charge up your Speed Booster, run
through the glass tube that connects
the ruins to the pirate ship. Blaze
through the pirate at the bottom of the
shaft, then kneel to stop. Walk to the
ri?ht wall and tap the A Button to blast
off. When you reach the top of the
shaft, let a pirate destroy the ledge or
use bombs to do the deed yourself, then
Space-Jump to the tunnel in the upper-
left corner.
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Returning to the pirate
ship, you'll encounter azure-shad-
ed pirates for the first time. The
blue meanies are able to withstand
several beam shots, and missiles
bounce right of f them. If you don't
have to fight a blue pirate, run
away. If you do have to defeat the
beast, be persistent and keep
blasting.

L]
Green probes float through

some pirate-ship chambers and
send out blasts of electricity. Use
missiles to break apart the probes
as soon as you see them.,
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As you make your way up through the middle of the pirate ship, use the Screw
Attack and missiles to break through ceiling barriers.

84. NniNTENDO PLAYER’S GUIDE

Use missiles to bash through the cracked ceiling, and climb to the top of
the middle shaft. Hit the gold-colored robot with a beam to activate it,

then hit it with missiles to make it back up, giving you access to a tank.
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¥ 239/ MAKE YOUR WAY THROUGH THE BAY

Open the red hatch above the save room and climb to the top of the spaceship bay.
Hop up to anarrow tunnel and roll left into the left side of the bay:
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¥ 250/ oiRATE SURPRISE
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As soon as you emerge from the
tunnel, kneel and fire diagonally
down at a blue pirate. You'll
defeat the fiend before it can
retaliate. After the one-sided
fight, drop to the floor, run to the
left and jump over another blue
pirate on your way out of the
bay.
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Climb to the top of the square chamber
and hit a gold-colored robot with your
beam. The blast will make the robot
come to life and waddle toward you. Hit
it with missiles to make it back up and
to clear the way to the left side of the
chamber.
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EOMEBE UPGRADE:

g=/ TUNNEL TROUBLE
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You'll find a tunnel that leads to the left
side of the pirate ship in the solid wall. If
the alarmis still blaring, pirates will
chase you into the tunnel and inflict a
lot of damage. You can destroy the
pirates by using bombs, but it's easier to
take care of them with beams before
vou enter the tunnel.

TAKE THE LOW ROARD
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As you advance through the middle of
the ship’s upper-left sector, you'll
reach a probe-packed corridor. Bomb
through a weak section in the floor,
then roll through a zigzagging tunnel to
avoid the probes.

Drop through the narrow hole on the ship’s left edge, curl upinto Morph Ball form
and roll through a tight-turning tunnel.

255/ hower bomb tank N—
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When you reach the tun-
nel above the walkway
that leads to the center
of the ship’s upper-left
section, you'll watch a
Space Pirate carry the
Power Bomb upgrade to
the next room. Bomb your
way left, then blast open
a passage to the main
path.

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

power bomb tank
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SURVIVAL:

explore zebes

Power Bombs are the last puzzle piece you'll need to set the pirate ship’s self-destruct mechanism
and escape the planet for good. If you want to uncover all of the planet’s secrets before you com-
— plete the adventure, use the bombs to leave the ship and return to Crateria.
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MAP KEY
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To keep from setting off the
alarm, Space-Jump up and over
the right beam. If you don't mind
setting off the alarm, walk
through the beam then fight the
aliens that answer the call. Next,
detonate a Power Bomb any-
where in the room to open the
yellow hatch.

Detonate a Power Bomb in the empty room to the right of the tank’s for-
mer resting place. You'll blast open passages in the ceiling that lead to
another Power Bomb Tank and two pirates.
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Return to the yellow hatch in the
ship’s center and use a Power Bomb
to open it. Enter the next room and
fire at the barrier to reveal a Super
Missile Tank. After you bomb
through a block for access to the
tank, you'll fall through the floor.
Space-Jump back to the top of the
room and grab the item.
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Use a series of short shafts to make your way down through the center of the
ship, blasting floors with your beam and missiles along the way. When you reach
the lowest shaft, detonate a Power Bomb to clear the way to the bottom.

Wind your way down to the lower corridors and zip through the map
room. Fire at the ceiling in the next corridor to reveal a Super Missile
Tank. Use a missile to blast the block under the tank to access the item.

B Fohoe | Ean2 4021 1 Use a Super Missile to open the green

hatch that leads to Crateria. Exit the
ship, run to the right and roll through the
narrow passage between the bottom
of the ship and the planet’s surface.

SURVIVAL:

il N T L T S

explore zebes

'

Climb up to the ledge on the right
side of the ship’s exterior and deto-
nate a Power Bomb to uncover a
Power Bomb Tank.

After you collect the Power Bomb Tank, roll left, back into the ship. Detonate a
bomb on the left wall of the room with the green beam to gain access to the ship’s
central shafts, then work your way up and to the left.

/ A SHORTCUT AND A JARRING EXPLOSION

When you reach the short shaft on the left side of the ship, hopinto a hidden hole
in the upper-left corner. Drop to the lower-left corner then bomb into a path that
leads to the ship’s large glass tube. Use a Power Bomb to shatter the glass.

From the broken tube, run right,
drop into a hole and use a Power
Bomb to break through to a new
section of the ship. Run to the right
and crouch to stop after you zip
through a pair of Speed Booster
Blocks. Press the A Button to rock-
et to the top of the shaft, where
you can grab a Power Bomb Tank.
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Venture to the left side of the bro-
ken glass tube, drop, then detonate
a Power Bomb to access a shaft.
Fall to the bottom, travel left and
defeat all of the enemies. Run to the
right from the left end of the uneven
corridor. Kneel to stop, charged, in
the middle of the shaft, then rocket
up to a tank.

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

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

£269) CrATERIA REVISITED

Exit from the left side of the
square room, then run left and
detonate a Power Bomb to open
a yellow hatch that leads back to
Crateria. In your new exploration
of the area, you'll be able to
reach three items that you
weren't able to get the first time
around.
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crateria
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270
()) P FROM CHOZODIA
ZTB‘T. MAP KEY
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HATCH HATCH HATCH
TO TOURIAN EMISSILE SLIF'EFI MISSILE POWER BOMB
TRANK TANK ad 1ANK
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Once in Crateria, Space-Jump up through a hole in the ceiling to resurface in the
Chozo Ruins. Use the Screw Attack to buzz through a large chunk of rock and take
In a breath of fresh air at the surface.

Open the yellow hatch in the
Chozo’s beak, jog right to the end of
the next corridor, then run left and
kneel to stop in the beak. While
you're still charged, drop to the nat-
ural rock ledge below the beak, roll
into ball form and blast off to the
left. You'll blaze through blocks and
collect a tank.

Return to the Chozo's beak, travel right then run left to charge up your
booster again. Space-Jump up to within reach of the ledge above the
Chozo. Blast off to the right and dash through a barrier to a tank.

Space-Jump left over a series of
tall pillars. Drop to the ground and
blast through a Chozo Block to
reach the underground. If you're
low on energy or expendable
items, recharge at the Chozo
Statue nearby, then roll left and
drop into the flooded cavern.
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SUHW"JAL:

explore zebes

Venture to the left and use a Power Bomb to destroy the blocks that are
right of the Norfair elevator. Jog to the water’s edge, then turn around,
run left and blaze through the Speed Booster Blocks left of the elevator.

it 3344 ENDESE X

Kneel to stop before you hit the rock formation outside. Hop up to the
small ledge on the right, roll into a ball and blast off diagonally up and to
the left. After you land, detonate a Power Bomb for access to the tank.

Go back to the water’s edge, turn
around and run left, bullding up your
Speed Booster. Kneel to stop at the
rock formation, still charged. Leap over
the formation, sprint left and drop off a
small ledge. Tap the A Button, hold Left
on the Control Pad and dash left through
arock wall.
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Your item-collecting travels will take you to Tourian next. Run left, blasting barri-
ers as you go, then drop through a long natural shaft and use a Super Missile to
break through a green hatch. Continue left to the Tourian elevator.
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tourian

FROM CRATERIA

MAP KEY
BLUE
GB HATCH

RED
HRTCH

MISSILE
TANK

@ POWER BOMB
TANK

] SAVE
S| Room

Leap left or right from the eleva-
tor whent's at the top of the
shaft. Engage the Screw Attack
and fall along one of the walls.
You'll buzz through blocks as you
go and drop quickly to the bot-
tom of the shaft.

Detonate a Power

Bomb at the remains of
the Mother Brain to
expose a Super Missile
Block. Hit the block with
a big rocket, then drop
into the resulting hole.
You'll find a Power Bomb
Tank in a secret room.
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Travel to the hatch outside the save room, then run to the left. Before
you reach the short step up to the brain’s corridor, start a booster-
charged Space Jump. Fly past the brain’s remains and into the shaft.
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Continue your boosted Space Jump through the shaft’s left wall, into the
unmapped room. Fire at the floor with your beam to reveal a Missile Tank
and claim your reward.

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

CRATERIA

BERINSTAR
MAP KEY
BLUE GREEN
HATCH HATCH

FROM BRINSTAR

MAP KEY

BLUE
HRATCH

RED
HATCH

TO NORFAIR

MISSILE
TANK

SURVIVAL:

explore zebes

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

Venture right from the starting point,
drop through the first shaft and take
the elevator into Kraid's lair. While
you're in the vicinity, you can create a
launch-pad shortcut to Crateria by
Power-Bombing the blocks where
you started the game.

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

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

FROM KRAID
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TO RIDLEY

MAP KEY

BLUE RED
HATCH HRTCH

MISSILE F'EILIJEH BOMB
TANK TANK

SAVE
ROOM

280/ \iSSILE THROUGH THE MUCK

5 "*::* TS ) S At what appears to be the bot-
tom of the lava pool, fire missiles
through a pair of stacked blocks
on the ground. Drop through the
new hole you create, and zigzag
your way through the passage to
a blue hatch.

Fire into the narrow passage to the right to break a block. Roll right then

shoot a missile straight up as you fall through collapsing blocks to clear
the way to a Missile Tank.

O, npTENDO PLAYER'S GIUNE

power bomb tank NV—

=1 [ Fallto the ledge left of the blue

Use a Power Bomb
and a missile to
break into the
shaft that runs
through Norfair’s
lower-left section.
Fall into the false
lava pool, blast
through the
ground, then drop
until you dunk into
areal lava pool.
Don't worry—your
Gravity Suit will
protect you from
the molten mess.

hatch, then use missiles to break
your way through to a new shaft.
Space-Jump up to a Power Bomb
Tank, then return to the right shaft
and Space-Jump out of the lava.

Blaze a trail through Norfair's lower sec-
tion using your advanced abilities. The
bugs and tentacles won't know what
hit them. When you reach the lower-
right area, take the elevator down to
Ridley’s lair instead of venturing through
Imago’s old hideout.
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MAP KEY
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TANK
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The quickest way to the right side of Ridley’s lair is through a small hole in the ceil-
ing in the room to the right of the elevator shaft. Use a missile to open the hole,

then Space-Jump up to the narrow passage. Bomb blocks and climb. : EN S ) e Tl et = T e reE—
: 1'-:J¥I\l .__l--_.i. "'-.I‘-"l- _.‘ll_#t_.__._ _E' e

Run right and kneel to
stop before you hit the
dangling pipe. Roll
under the pipe,
straighten out to a
standing position,
then blast off. Grip the
ledge when you reach
the top.

Iravel to the lowest corridor. Run rightward in the even passage near the ceiling to
build up your booster, kneel to stop, then scurry over to the save room. Fire at the  :
right hatch and blast off to the right, hitting the uphill slope as you go. : Detonate a bomb in

: ] the upper-right corner
to start a chain reac-
tion. Move left as you
drop, and roll under
the solid pipe.
Straighten and jump
up before the floor
gives way.

Use the Space Jump
techmque to hover

. ; : , while most of the
Kneel to stop at the bottom of the shaft. Quickly climb up to the next hatch, tap : . . ) blocks in the area

the A Button, then hold Right to blaze through the right wall into an unmapped : e up ol : break apart. Then fly
section. : b to the left, grab the

: ; top of the pipe, roll
left and drop to a
Missile Tank.
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Charge your booster on the way out of the large chamber and kneel to stop after Build your booster as you run right. Blast through blocks with your beam,
you dash through the hatch. Line yourself up under the divot in the ceiling and blast then use a missile to break a single floating block. Run through a few

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

r path to chozodia

TO CHOZODIA

CRATERIA
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NORFAIR

MAP KEY

BLUE
HATCH

RED
HATCH

YELLOW
HRTCH

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

explore zebes

m RUN, BOOST, ZOOM m BACK TO CHOZODIA

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

ROBOT

FROM CRATERIA

MAP KEY

ﬂg BLUE RED . GREEN YELLOW

L/ HATCH HATCH HRTCH HATCH

g ENERGY @ POWER BOMB 8 SAVE
TANK TANK ROOM

F

m BREAK THROUGH BARRIERS

[ |

9] EEES IS oon W -:: = Blast a block in the alcove’s lower-right
Run right from the lower-left H L @ee @it corner with a missile. Dropinto the hole,
entrance, drop into a small 5 1
alcove and fire a missile toward
the left wall to gain access to a H

Power Bomb Tank.

roll to the left then use a Power Bomb
to break into the next room. Drop and
run to the right.
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If the alarmis sounding when you reach the metal barrier, bomb the floor to keep
Space Pirates out. The barrier will rise. Move on to the top of the shaft thatis
blocked by a large carved block, and blast the block with a Power Bomb.

RETRACE YOUR STEPS

i !iﬂ:'i: i

i'ln.-ln.-l.-'ln..
FarENENE G

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

Climb through the middle of the ruins, past the place where a Space Pirate walked
off with a Power Bomb Tank and through one of the corridors that is guarded by
eyelike sensors. When you reach a large carved block, hit it with a Power Bomb.

- - =l =
I E | g w1
¥ - B ' &

Kneel to stop with your booster charged. Jump up to the next level
and blast off to the left. After you run up the shallow slope, stop
again to sustain your charge.

......,:: ) L = ek
el G

] | Climb to the top of the carved block
z = and clear it with a Power Bomb
’_'i" ”“...,, " blast. Hn_ll left intq a room where
i e Space Pirates wait in narrow pas-
! sages. Venture right through the top
- }E‘:}#&‘\-r*—' VNN passage, blast the waiting alien
: [ then break through a block in the
‘ ceiling with a missile to access a
hidden alcove.

Space-Jump up to the next ledge on the right, rocket to the right and
kneel to stop again as soon as you zoom up the incline.

d Still charged, Space-Jump to the next ledge on the left, blast up
the slope and kneel to stop again.

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

Blast into the save

room near the top of the
ruins, fill your tanks and
record your progress. It may
take several tries to collect
the next Energy Tank. If you
don’t want to waste time
on the game clock, reset

after failed attempts and : -
return to "fDL:JF savgd file. : Stop at the top of the right shaft and Screw-Attack through the

carved blocks. Drop to the left ledge, dash left and stop before you hit
the wall to sustain your charge. Drop again to the small ledge on the
right and blast off through a layer of Speed Booster Blocks to a tank.

O 6. NINTENDO PILAYER'S GUIDE




SURVIVAL:

explore zebes

R

energy tank

After you save your data, roll onto the ledge in the chamber left of the save room The unmapped corridor in the ship’s upper-right section is littered with
and detonate a bomb to open access to the ship’s upper-left corner. Run to the ; lasers. If you set off the alarm, a metal gate will close, barring access
right then use a Power Bomb in the next room to open a narrow passage. : to the Energy Tank at the rightJ&nd. Space-Jump lightl',; to the prize

===’ CRASH THROUGH THE FLOOR

Run left from the room with the red .

hatchin the ship’s upper-right corner, : : If you've collected every item listed in
. and build up your Speed Booster.Leap | the walk-through, you'll have 100% of

near the left end of the next corridor : the game’s collectiblas and you'll be on

by
Eﬂ.) and boost through the floor. Youllgan  : : - track for a challenging final battle. Blast
’ access to a corridor that holds one of N (5 8 through a weak block in the middle of

- S I S T .
Mq-m- ?,_:I‘:E;"]Tf“fl,irrff';il‘i't:r'}""”flri T":””: : - VY the last barrier, drop to the floor then
~ dnKs. I you re piaying ror time, you L . B roll right. The last boss is beyond the

Egﬁ Eﬂ; may want toreset after failed ; -~ red hatch to the right.

attempts.

_ " TR R e

o ridley robot

A robotic version of the boss that lurked below Norfair will stomp onto the
scene when you reach the ship’s last chamber. The machine protects its weak
point with its arm, and it uses a wide variety of weapons. If you've collected
1009% of the game’s items, the boss will swipe at you with extra

power and it will be able to withstand more shots.
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The Ridley robot takes uﬂ more than half of the available space, giving you very little room
to maneuver. Stay near the left side of the room and use the Space Jump technique to
avoid the machine’s attacks.

934 T S T : : 1 3338 R Tl _ - In addition tﬂHEJHWiﬂg
N & "'T‘ W A7 TR attack and fireballs,
‘ == 11 e you'll deal with lasers

NS S and missiles. Screw

o AR S ) through the missiles to
Y S S get pickups and hit the
machine’s glowing
heart with Super
Missiles. Once you're
done, you'll earn a ton of

energy-refilling items.
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CHOZODIA

MAP KEY

BLUE
“ HRTCH

ESCAPE SHIP

RED LOCKED
HATCH

HATCH

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

et ) The zigzag path to the top of the shaft
is packed with small slopes. If you're
good at dashing, stopping and sustaining
your booster charge on slopes, you'll be
able to stay charged on your climb and
blaze through a shortcut in the next
corridor. Open the hatch at the top of
the shaft, roll into Morph Ball form and
rocket off to the right.
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Your victory over the Ridley robot will set the
ship’s self-destruct mechanism. Blast a weak
block at the top of the first wall and fall
through to the floor, then clear blocks above
the metal barrier to open a tight passage.

@8 BOOST THROUGH OBSTACLES AND ENEMIES

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

e i13e3g: 358
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When you reach the
escape ship, one last
pirate will pop out of the
vehicle. Zap it then hop
into the vehicle and go.
Mission accomplished!
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Continuing a Metroid tradition, Zero Mission rewards you with one
of several images of Samus Aran after the credits roll. Which one you
earn depends on the difficulty level you selected, the number of items
you collected and the amount of time it took you to complete the
game. As you earn new endings, you'll unlock new images, which will
be stored in the game’s gallery. Read on for ending-image conditions
and tips for achieving the best results.

q-
LEaats 2
T
(e e
g R
e
. T A
|
=
)
¥ 1
T 5
[ i)
[ i
= —
B S
| 3

METROID: ZERO MISSION 99

b




METROID: ZERO MISSION

® big finishes
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ENDING CONDITIONS

CLEAR TIME

MORE THAN
4 HOURS

2TO 4
HOURS

ITEM COLLECTION 16-99% 16-99%
DIFFICULTY EASY ENDING 1 ENDING 1
ENDING 1 ENDING 2

m ENDING 1 ENDING 2

I15% walk-through

[f you've run through Metroid: Zero Mission a few times, you may be
ready to take on the game’s biggest challenge: game completion with
only 15 of the 100 available upgrades. Nine of the items are absolutely

REQUIRED UPGRADES

@ MORPH BALL

E MISSILE TANK m ICE BEAM
NORMAL BOMB ﬂ VARIA SUIT

RECOMMENDED UPGRADES

o4 POWER GRIP

UNKNOWN ITEM #1
UNKNOUWN ITEM #2
UNKNOWN ITEM #3

LONG BEAM E ENERGY TANK X2 @ SUPER MISSILE TANK X3

From the starting point, run left, leap over stair-step obstacles and land on the
Morph Ball upgrade—you can't go far withoutt.

R SO we—

Move to the right, rolling through tunnels at floor level in Morph Ball form, then slip
into the arms of the first Chozo Statue.

STEP 03 | OPTIONAL

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

R i R

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

100, nipnTENDO PILAYER’S GUIDE

LESS THAN | MORE THAN | LESS THAN
2 HOURS 2 HOURS 2 HOURS

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

NO TIME
LIMIT

16-99% 15% OR LESS
ENDING 1 ENDING 1 ENDING 1 ENDING |
ENDING 3 ENDING Y ENDING 5 ENDING 7
ENDING 3 ENDING Y ENDING B ENDING 8

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

B T ———————

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

STEP 06 | OPTIONAL

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

NI SR T

Although it would be very difficult to complete the adven-
ture without at least one Energy Tank, you can pass up the
tank in the middle corridor by jumping over it. Continue to the
right, climb up the far-right shaft then venture left to the
Normal Bomb upgrade. On your way out of the area, bomb
blocks torelease parasites. Gather up the small creatures
and detonate a bomb that will put them out of the picture.
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Return to the lower corridor and take the elevator to Norfair. Advance to the left,
take an elevator to Crateria and collect the first Unknown Item, a required upgrade
that will prove to be very useful after you get the Fully Powered Suit in Chozodia.

e SR

Use the power of the Unknown Item to break the carved Chozo Block. Climbup a
shaft, move to the left, dropinto a pit and collect the Power Grip. Use theitem to
climb out of the pit, then return to Norfair.




BIG FINISHES:

B e e

Travel to Norfair's right side and collect the lce Beam upgrade. Bomb through the
blocks under the Ice Beam’s Chozo Statue and follow a clockwise circuit around
the area's upper-right corner, using frozen enemies as platforms along the way.

B v ——

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

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

e G

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

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

O Erk R Y

TR |f yvou choose not to collect the Energy Tank, you can avoid it
by propelling yourself in Morph Ball form up to the conveyaor.
You'll slide over the tank without grabbingit. After you
defeat the tentacled beast in the acid pool, travel to the
:air's lower-left corner and collect the second Unknown
tem,

G
A

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

" 2T, @y Runto thelair's right shaft, use frozen
L= enemies and blocks to climb to the
top, then slide through the long cham-
ber, defeating bugs with missiles or
treezing them. After you break
through a Chozo Block, freeze an
enemy and use it as a platform.

I5% walk-through
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Return to Brinstar then venture to the lower-right section and take the elevator to
Norfair. Move up to the place where you collected the lce Beam and loop around to
Norfair's upper-right corner. Freeze an enemy near the right wall then fire amissile
at the top block. Roll into the hole and use bombing technigues to work your way
through a vertically zigzagging path to the region's lower-right sector.

R+ RS e —

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

e —

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

R e

Move to the room right of the elevator,
fire a missile to blast a hole in the ceil-
ing, then use a series of bombs to
blast upinto the hole. Travel to the
right side of the lair, drop into a shaft
lthfen enter the first corridor to the

ert.

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

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

MIETROID: ZERO MISSION IOI
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Drop to the bottom of the shaft, run to the left of Ridley’s room and collect the
last Unknown Item, then battle the beast. Fire at the fiend's small fireballs with
your beam, then hit the creature with missiles and Super Missiles. Roll on the mid-
dle platform and avoid Ridley’s tail as the creature hovers. Shoot the large fireballs
to collect missiles and energy. If Ridley grabs you, shake free and continue fighting.

B e

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

At the bottom of Norfair's right shaft, fire amissile through a
narrow passage then use bombs to propel yourself up to the
next level. Climb up around the Chozo Statue in the shaft to
the left, then return to the rnight-hand shaft and launch up to
the path that leads to the elevator. Ride the elevator to
Brinstar, then climb to the top of the left shaft and run left
to Tourian.

e AR R

Freeze and destroy the Metroids as you advance through Tourian. Destroy the ring-
shaped shots (especially the green ones) to collect missiles and energy. Freeze
other shots and use them as platforms to reach high perches. When you arrive at
the last corridor, use Super Missiles to blow away the Zebetites, then return to
the room to the right of the corridor and stock up on Super Missiles before you
take on the Mother Brain.
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When you reach the brain, hit the protective glass with standard missiles and
blast the ring-shaped shots for pickups before the glass shatters. Once the brainis

exposed, target the eye with Super Missiles and jump out of the way of the eye’s
damaging shots. Keep fighting until the brain is gone.

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

|02, nyjTENPO PLAYER’S GLINE

After you crash-land on the surface, move through the pirate ship and the Chozo
Ruins, avoiding detection whenever possible, then fire at the glowing orbin the
ruins‘'upper-left corner to earn the Fully Powered Suit.

R

As you escape through the ruins, look
for Missile Blocks to blast through.
Wind your way around the ancient
region, back to the pirate ship.

After you run through the glass tube
connector and back to the ship, ciimb
to the top of the huge alien vehicle,

= | blasting through the Missile Blocks
g, Em that are adjacent to the Screw Attack
1 e ““'"ﬂ‘“ Blocks.
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When you reach the Power Bomb
Block at the top of the ship, use
bombs to soar into a hole in the ceiling,
then roll to the right and drop into the
upper-right corridor.

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

P e

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

L R

1u_....._u...1...u.u,m The two gray Space Pirates will attack
- IRR AR quickly and ag% essively. Lure them to

calsisaeinsiniad  the top of the bay and fire at them as

Y - . G chmh Roll through the passage,

fire at the pirates as they crawl and

repeat the process. After the pirates

are gone, run to the escape ship.




BIG FINISHES:

speed walk-through

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

SHVE ROOMS SHVE TIME

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

When you encounter large enemies
that require several beam blasts to
defeat, freeze them and go around
them, or use missiles to exterminate
them quickly. You won't have the time
for a protracted laser battle.

el

Run left from the start, jump over obstacles and collect the Morph Ball upgrade,
which gives you the ability to roll through tight passages.

Run and roll to the right, and drop into the arms of the first Chozo Statue. It will
point you to the Long Beam upgrade.

RS R

You can skip the Long Beam upgrade to save time, but you'll likely waste as much
time trying to get through areas without help from the extended laser. Climb the
shaft, work your way left to collect the beam, then climb to the top of the shaft.
Visit the entrance to Tourian at the top then advance to the right.

QY

Blast your way to the blue hatch on the right side of the shaft. If you have the Long
Beam, it will be a straight shot through six destructible blocks. If you don't have it,
shoot through the blocks above the blue hatch for admittance to Brinstar’s right

side. Drop to the bottom of the next shaft, then advance right to the first Missile
Tank.

B

On your way back to the shaft, you'll encounter the serpent that holds the Charge
Beam upgrade. Hit the beast’s eye three times with missiles to ensure that it
won't continue to make appearances. Collect the upgrade, then climb the shaft
and blast through the red hatch.

SRR e

As you advance through the middle corridor, destroy all three hives to eradicate
the bug population. One of the hives s in an unmapped area to the left of the first
readily available hive. After you defeat the hidden hive, collect the nearby Missile
Tank before you move on.

QR

Expose a Missile Tank by destroying the base of a barrier in the middle corridor,
then move on to the Energy Tank that is out in the open. Advance to the Normal
Bomb upgrade. Bomb blocks on your way out, then use a bomb to destroy the par-
asites. Return to the middle corridor then run all the way to the left, skipping the
Chozo Statue in the short corridor below.

speed walk-through

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

BOOST AND BLAST OFF AT EVERY OPPORTUNITY

Practice your Speed Booster tech-
niques and use the upgrade to blaze
through long corridors and shafts.
Sustain your charge after a long dash
and look for opportunities to blast of f
through Speed Booster Blocks.

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

L e R

Take the elevator to Norfair, then travel left and ride another elevator to Crateria.
Move right, climb up and collect the first Unknown Item, Zap a Chozo Block to
expose a Vissile Tank in the water, then climb out and move on.

iR R SR

Climb up to the surface, run left and fall into a pit, where you'll find the Power
{}|'|;]. Use the new upgrade to climb out of the pit, then move left, down and to the
right to return to the elevator.

L R DA S|

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

L R

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

G

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

L e G ARG

Dive into the acid near the place where you collected the Varia Suit to uncover an
Energy Tank, then drop, travel left and make your way to the area near the starting
point. Grab the Energy Tank in the ceiling, then take the elevator down to Kraid's
lair. Advance right, collecting a Missile Tank as you move. Restore power in the
upper-right section, then slide to another Energy Tank.

R R RS TR

Defeat the miniboss in the lair's upper-right corner. Collect the Missile Tank under
the creature’s former location, then roll and collect another Missile Tank on your
way out. Move on to the lair's left side, drop into a long shaft, then fall into an
unmapped area and move right to the second Unknown [tem.
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Battle Kraid by hitting the mark on the beast’s forehead then pumping the monster
full of missiles once it opens its mouth. After the battle, collect the Speed
Booster then run to the lair's right side, boosting all the way. Climb up the shaft by
using enemies and blastable blocks as platforms. Slide left, but fire missiles to the
right to hit bugs as you move. Break through the carved Chozo Block for access to
the central shaft. Take the elevator to Brinstar.

R A

Run to Brinstar’s lower-right section and take the elevator to Norfair. Speed-Boost
to the right, into Norfair’s right shaft, to burn through the floor blocks. Drop, burn
through more floor blocks, then move on to the Hi-Jump upgrade. Return to the
shaft, hop up to a high ledge, then roll and drop into a Missile Tank. Work around to
the next Chozo Statue, then rollinto a Morph Ball launcher and rocket up to
Brinstar's upper-right section.

B P

Move up to the place where you collected the lce Beam and loop around to
Norfair's upper-right corner, freezing enemies and using them as platforms. Freeze
an enemy near the right wall and hop ontoit. Fire a missile at the top block. Roll
into the hole and use bombing techniques to work your way through a vertically
2igzagging path to the region’s lower-right sector.

L R e R S

Run left, through the save room, and blast the vines and hu%s with your beam and
missiles. Drop into the room where vines hold a giant larva. Freeze the flying
enemy and use it as a platform to target the vines with missiles. Take the elevator
to Ridley’s lair, then come back up and drop into the larva's hole.

S e R S e S

Chase after Imago and hit it in the tail with missiles. If you're low on energy or mis-
siles, destroy the creature’s projectiles and grab the pickups. After the battle, col-
lect a Super Missile Tank.

e v

Move to the room right of the elevator, use a missile to blast a hole in the ceiling,
then use a series of bombs to blast upinto the hole. Travel to the right side of the
lair, drop into a shaft then enter the first corridor on the left.

I R R PR R

When you reach the area filled with purple blocks, detonate a bomb below the
clearly visible Missile Tank to cause a chain reaction and gain access to the item.
Hop onto the ledge to the left, detonate abomb to clear a passage that leads
straight up, then jump up to the next ledge. Use a Super Missile to blast a block to
the right, roll through a narrow passage and detonate a bomb to clear the way to
a floating block. Destroy the block then collect a Super Missile Tank.

S e

When you reach the short shaft near the lair's center, freeze the enemies that
crawl around the floating pillar. Grab the Missile Tank on the pillar, then jump to the
left ledge and advance to a Super Missile Tank.

P e e———

Drop to the bottom of the short shaft and run through Ridley’s room to the last
Unknown Item. Blast through the Chozo Block and collect an Energy lank, thengo
after Ridley. Hit the boss’s small fireballs with beam shots, then target the beast
with missiles and Super Missiles. Be aggressive and keep firing, but roll into ball
form when Ridley swings its tail. You'll defeat the beast in no time.

QTS E————

Run to the right from Ridley’s room. When you reach a green block, bomb at the
base of a short wall to gain access to a path that leads to an Energy Tank. Advance
to theright, climb to the top of the shaft, then travel left to the elevator.

|('l£l, NMIMTENDO PILAYER’S GLIDE
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If you don't want to take the time to collect the Screw Attack, follow Steps 25
and 26 in the 15% walk-through to reach Tourian. If you do have the time, run right
from the top of the elevator, past the broken statue. Bomb through the floor and
run through a tunnel to Norfair’s left side. Launch up and advance to the item.

R ——————————

Run through the middle of Norfair to the right shaft. Climb up, run to the left and
take the elevator to Brinstar. Scale Brinstar’s left shaft to the region’s upper-left
corner and move on to Tourian. Freeze Metroids and hit them with missiles. If you
don't have the Hi-Jump upgrade, freeze ring-shaped shots and use them as plat-
forms to reach high areas. Use missiles to blast the Zebetites and work your way
to the Mother Brain.

e RN

Break through the brain’s protective glass with standard missiles, then fire Super
Missiles at the brain’s eye. When the brain flashes purple, jump to avoid shots that
stream out of the eye. Stay out of the lava and keep firing.

e

After you defeat the Mother Brain, make your escape through the shaft, using the
solid blocks on either side as resting points. If you don’t have the Hi-Jump upgrade,
select a route up the shaft that requires only small jumps. When you get to the
surface, run through Speed Booster Blocks to the ship.

R e————e

After you crash-land, make your way through the pirate ship, _avuidin?_cuntact
with the aliens as much as possible. Move on to the Chozo Ruins and fire at the
floating orb to earn the Fully Powered Suit.

e R

As you escape the Chozo Ruins, buzz through blocks using the Screw Attack or
look for a route through Missile Blocks if you didn't collect the slicing-somersault
upgrade. Collect the Super Missile Tank in the lava pool on the ruins’ right side.
Grab another Super Missile Tank in the shaft that is divided by destructible blocks.

e o MR

Return to the pirate ship by way of the glass tube connector, and Space-Jump to
the top of the ship. If you don’t have the Screw Attack, look for Missile Blocks
that you can fire through to clear your way to the upper reaches.

U ——————

Use bombs to propel yourself above the Power Bomb Block at the top of the ship,
then roll right into the top corridor. Bomb and blast through the corridor to the final
boss battle.

B e ————————

Face off with the Ridley robot in the ship’s upper-right corner. Jump into the upper-
left corner of the room when the beast swipes at you, then take the opportunity
to fire missiles at the glass that protects the robot’s heart. When the heart is
exposed, hit it with Super Missiles.

B g e —— Y

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

B CET— o

If you have a hard time defeating the gray Space Pirates that guard the way to the
escape ship, use the method described in Step 36 of the 15% walk-through. After
the pirates are gone, run to the right and climb aboard the getaway cruiser.




METROID: ZERO MISSION

back to the future

Metroid: Zero Missions {JpliL:rI‘i.a‘ include links to two past Metroid

adventures. By linking Metroid: Zero Mission with Metroid Fusion

(via a Game Boy Advance Game Link cable), you'll unlock the ending
images from the first GBA Metroid game. By completing a run
through Metroid: Zero Mission, you'll unlock the original NES
Metroid, accessible from the Options menu. What follows is a guidr

through the NES classic.
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BACK TO THE FUTURE:

nes metroid

SRE THE MEROBYG- >
A successful finish of the Zero Mission adventure will unlock the original PREVIOUS DATE WILL
Metroid game, available from the Options menu. The game is identical to the s T

NES version, except for a new data-saving feature and a new aspect ratio.

power suit upgrades

Zero Mission includes all of the original game’s Power Suit upgr'z-:df:ﬁ. nal consists of 10 .:iuperch-arged items that will allow you to explore
plus a few choice upgrades from the sequels. Samus’s initial NES arse-  the far reaches of the Zebesian underground.

()| energy tanks

I .

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 units, and you
can carry a maximum of six tanks. Some are hidden
behind breakable blocks, so be on the lookout for them.

The only expendable weapons in your arsenal are mis-
siles. You'll need them to power past big enemies and
open fortified hatches. After you collect your first

issile Tank, use the Select Button to switch to mis-
siles. The projectiles travel slower than beam shots, so
lead your targets.

.-r
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round ball

Through the evolution of the Metroid series, the Round

Ball upgrade (also known as the Maru Mari) has become
the Morph Ball, but it's always functioned the same. Use
it to roll up and into tight tunnels and pipes, as well as to
avoid enemy attacks.

Your default beam is a short-range weapon. Once you

e collect the Long Beam, you'll be able to target enemies

; across the width of the screen, making it easy to defeat
. creatures without taking damage. The Long Beam

’ upgrade also increases the length of the Ice Beam and
X the Wave Beam.

Hit an enemy with one Ice Beam shot to freeze it and
another to thaw it out (unless the foe takes only two
hits to defeat). You can use frozen enemies as platforms
to reach high places and items, such as an Energy Tank

hidden in the ceiling.

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 and attack enemies on the ground.

':'-m—‘l Samus’s bombs are small but powerful devices. With

I———:-:'.-.'i.-.'i—-:—l =
b e s e e e e
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Sometimes referred to as armor and sometimes as a
suit, the Varia offers protection for your battles with

baddies. It absorbs half of the damage enemies cause,
making it essential equipment for the final fight.

" The winged boots that you'll collect in Norfair will dra-
¥ ooy matically increase the height of your jumps. Hold down
the A Button to maximize the height of your jumps. The
boots are must-have items in locations where p?ﬂtfnnns
are few and far between.

== = = = = =~ The somersaulting space explorer can buzz through

The Wave Beam is more powerful than the Ice Beam and

b e enemies in midair once she is equipped with the Screw covers a wider area, but it doesn't freeze enemies. It

L Attack upgrade. The item makes navigation through passes through walls and can be effective in fighting

R, enemy-packed tunnels quick and easy. Run, jump and fly enemies from protected areas as well as in revealing
into a swarm of enemies. breakable blocks. You can switch from one beam type

to the next at designated Chozo Statues.
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brinstar: rocky zone
!

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

O

TO TOURIAN: CENTRAL BASE 003

or-.

Afteralongclimbin an
enemy-infested, vertical
shaft and a journey through
an equally dangerous corri-
dor, you'll be ready for more
firepower. Hop over damag-
ing liquid onto a platform
that holds the first Missile
Tank.

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

Cross the gold-colored
shaft and hop through
another long hall, being
sure not to dropinto the
dangerous liquid below.
After along haul, you'll
collect an Energy Tank and
double your energy.

u TO BRINSTAR: KRAID'S LAIR

|

005/ 5ATTLE FOR BOMBS

You'll need all five of your
missiles to open the red
hatch at the end of the
corridor that begins on
Brinstar’s right side. Hit
the corridor's creatures
with your beam and col-
lect missiles if your supply
is short. Enter the next
room and grab the bombs.
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eI et eetete e \/hen you reach the section that has four
4,:%% x E __..:__;,_-; -_' -: d horizontal pipes, all crawling with crea-
g tures, hop to the top pipe and roll right. You
ik sk et candispatch the enemies in the pipes by
b Ep kb £b £ B8 (ctonating bombs, but try not to destroy
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FERE ik ' ——saanad any of the breakable blocks. If you fall

TS through the holes, you'll have a hard time
- — reaching safe ground at the other end.
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brinstar: kraid’'s lair

BEFORE KRRID “

ENT1 : e
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You may be tempted to blast the blocks
near the starting point as soon as you
collect the bombs, but you should wait
until you have a few Energy Tanks, a
good collection of Missiles and the
Varia Suit. The shaft leads to the lair of
the spiked monster, Kraid.

108. niyTeENno PLAYER’S GUIDE

008 WALL CRAWL

[006//5,55 T FoR A BEAM Tl el .

The room that connects two long tunnels
on the right side of Brinstar appears to be
flooded with a damaging substance. When
you bomb through the rock walkway and
drop into the liquid, you'll discover that you
can fall through the false floor. Drop to a
ledge on the left and fight your way to a
red hatch. You'll collect the Ice Beam
upgrade on the other side.
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TO BRINSTAR: ROCKY ZONE
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As soon as you land in
Kraid's lair, drop to two
hatches and use your
missiles to open the
hatch on the right, hop
across a series of nar-
row platforms and col-
lect a Missile Tank. You'll
need extra firepower for
your battle against Kraid.

011 /NG BOUNDRRIES

When you reach the wall on your way to
the Missile Tank on the left side of the
hideout, plant bombs and hold Left on the
Control Pad to propel yourself through a
hidden passage.

- —— - — - B e

You'll reach what appears to be a dead end
near Brinstar's upper-right corner. Run
against the right wall and fire at the ceiling
to break the blocks. Jump up and move to
the right, through a hidden passage. When
you reach the next small enclosure, ball up
and detonate bombs as you push against
the night wall. You'll pop up and roll through a
small passage that leads to an Energy Tank.

When you return to the room that con-
nects halls, fire straight up to break
through a series of blocks. Jump up and let
the blocks re-form under your feet, then
jump again. The blue hatch on the high
ledge leads to the Varia Suit. Either draw
the enemy from below and use it as an lce-
Beam-frozen platform to reach the hatch,
or return to the area once you have the
High Jump upgrade.

-----------
lllllllll

-----------
nnnnn
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EIE WALL, SMALL PRSSAGE

The second corridor on the right ends
abruptly with a thick blue wall. When you
stand on the ledge that extends from the
wall and fire your beam to the right, you'll
break a block and expose a passage that
runs through the wall. Rollup anduse a
bomb to blast yourself into the passage.
‘_l[hekn roll to the right and collect an Energy
ank.
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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 thatitisn't
shallow or hazardous, though,
when you drop into the shaft and
continue to drop long after you've
passed the areain question.

If you're equipped with the lce
Beam, you can climb up the shaft
in the middle of the hideout.
Freeze the invincible Rippers that
fly to the left and right, and use
them as platforms. Timing is cru-
cial—if you wait too long to jump,
your platform will thaw and you'll
tumble to the ground.

In the tall shaft on the right side
of the hideout, you'll find a column
of breakable blocks. After you
battle Kraid, 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.

norfair: fire zone
CEEE—

You'll find the elevator to Norfair in the lower-right

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

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

Euver ;he High Jump boots, the Wave Beam and the Screw
ttack.

o
019

BACK TO THE FUTURE:

nes metroid

The beast in the belly of the underground lair fires missilelike
spikes from its body and lobs claws into the air. Roll close to the
creature and detonate bombs. Be careful not to get knocked off the
platform by Kraid's fire or by your own bombs. Stay close and low.
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By firing at the lower-right wall of
Kraid's room, you'll uncover a hidden
Energy Tank. Once you've exposed the
:| tank, jump up to the right ledge, close
=] to the hatch, roll left and press Right
on the Control Pad as you fall. You can
collect the tank after your battle or
attempt to snag it during the fight if
you're low on energy.

TO NORFAIR: RIDLEY'S LAIR
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EDME DOWN, JUMP HIGH NDT HOT

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

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

You'll discover a load of Missile Tanks in the E noooao It pays to plant bombs on the ground. You'll
upper-right section of Norfair. When you LB & often find places where you can break
reach the top of the purple shaft, jumpup  : open paths tonew areas. As you work your
to the ledge on the right side and fire way to the right in the lower-left section
straight up. You'll break through a line of of Norfair, you'll uncover a path to an area
blocks and discover an area above the ceil- that contains two Missile Tanks. Grab

ing. Jump up, open the next hatch and them and go.

search for a Missile Tank.

The area to the left of the Norfair elevator 5 gaaabs When you get to the bridge over lava, bomb
is full of Missile Tanks. Explore the upper -l the block closest to the left hatch. After
corridor first. After you collect one Missile : = youdrop, roll nght and drop through a layer
Tank, continue on to the left end of the cor- of false lava to a lower level. Make your
ridor and use Bombs to blast through the way left from there and uncover the strong
wall. Drop to the lower corridor and move but unpredictable Wave Beam.
%c: TE right to discover another Missile
ank.

PFITH OF DESTRUCTION

By using bombs in the room where you col- E dodags As you continue to the right, through the
lected the High Jump Upgrade, you can ; SaEeE e (reen bubble corridor in the lower section
uncover a path to one of the corridors that of Norfair, you'll encounter dangerous ene-
runs through the middle of Norfair. Run left mies and many opportunities todropinto
through the corridor and stop at the room menacing lava pools. When you reach a col-
that has green bubble-bricks on the walls lection of red blocks near a green wall, fire
and ceiling. Blast through the ceiling from your Wave Beam through the top blocks.
the upper-right ledge and continue on to You'll break one of the blocks in the wall
the Screw Attack. and expose a path to a Missile Tank.

m JOURNEY TO RIDLEY'S LRIR

After collecting the Screw Attack, return 5 E,_jg;-,: : Morfair is the realm of Ridley, a dangerous,
to the green room and bomb through the : 8 winged beast. Once you have the Wave
floor to a lower corridor. Hop to the room Beam, a good number of missiles and three
at the right end of the hall and blast the or four Energy Tanks, you'll be ready to go
block closest to the hatch. Dropinto a after the fiend. Make your way to Norfair's
shallow pool of false lava, roll to the right lower-right corner, then move to the left,
and drop to a path that leads to an Energy drop down the shaft and move right to the
Tank. elevator.

norfair: ridley's lair

DTSRI = i Be On your way to the left side of the hideout, dbogoo In the middle of the hideout, you'll find
R e e vou'll find a long corridor that ends with a & vourself on the left side of agap that has a
tall pole. Instead of trying to jump over the narrow opening on its rlght If you attempt
pnle, blast your way into a hidden passage to jump over the gap, you'll miss the ledge.
near the right end of the corridor. The pas- Rollinto a ball and plant bombs. The right
sage runs parallel to the floor. You'll roll combination of bomb blasts and rightward
under the pole and discover an Energy Tank movement will put you onto the ledge.
in the next room. Jump over the false
blocks as you approach the tank.
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TO NORFAIR: FIRE ZONE

The boss of Norfair protects itself with B ' nnnonn - e eeere  During the battle with Ridley,
a stream of fiery embers. If you artack od | = A be sure to save five missiles.
f di h 11 ' . | Irooos You'll need them to open the
rom a distance, your shots will stop at % WEEE : hatch on the other side of the
the embers. Get close to the creatureso | LT qd |Feeame hﬂﬂﬂ- '-'lf";,f"'&'ﬂu”-'ﬂ If“:dﬂ' the
- | 1o, S _ 55 G S > | world of Ridley, go left,
the embers fly over your head, and - oo b throngh the hatch and over 8

pummel the fiend with missiles. = oot b lava pool. You'll discover an
g - S D Energy Tank.

—

.Y tourian: central base
-

The entrance to Tourianis at
the top of Brinstar. Statues
of Kraid and Ridley rule over a
wide gap. If you have defeat-
ed the beasts, the statues
will be flashing. Hit them with
beam blasts to make them
rise and produce a bridge.

TO BRINSTAR: ROCKY ZONE

When you encounter the E -1 R =

energy-sapping Metroids, S L~ — OUC_LOU
you'll discover that the only
way to defeat themis to
freeze them with the lce
Beam then hit them with five
Missiles. Metroids leave
behind power-ups that fill 30
energy units and 30 missiles.
If a Metroid grabs you, quickly
roll into a ball, drop abomb
and move to a safe spot.

METROID: ZERO mission .1
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£E£¥ mother' brain

The leader of the Metroids is the monstrous Mother Brain. : Immediately following your victory over
i

On your way to the menacing red mass, you'll break through :!':“Tv':ﬁh:;“e;ﬂh Tﬁ:ﬁﬂﬂ?&eﬂ?ma-

regenerating Zebetites. Hit them quickly with a steady mis- ! ticks of a very fast clock to make your
way out of the brain’s lair. The exit is a
tall shaft with miniscule platforms. If
= = : Jr— you fall, try to land on a platform as
“?”.%E.i 5 wESw ¥ == quickly as possible to avoid plunging to

sile barrage.

=

the bottom.

The game has four different endings. The
YU FULFILED YWOWR HMISGLION . hBSt I'.'IIIEE T'E"U'Eﬂl samus‘ﬁ gﬂndar 'ﬂrtha
IT MILL REVIVE PEACE IN first time, showing her without a helmet

APACE . ; : or body armor. The ending that you will

T:':I ‘I"L:.' ::I::n:u::n;:fnnr-ﬂ ay aarn |5'15Iﬂ+t?-1l"l'll':iﬂﬂd h‘]" haw |ﬂ'“l§| it takes

Once you reach the Mother Brain, stand where the last Zebetite was space! | . :g: ;gnlg;sﬂ,ttu:gnﬂlﬁh al;r tﬂh:Dl:lp';rl;I:s

and target the brain with a stream of missiles.Step off the platform and 1 except for Energy and Missile Tanks.

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

hard time getting out of the lava. -

oREAT | |

3 ‘I-

‘,f ' @=. BACK TO THE FUTUHE
~

| fr '1 ‘r OPTIONS
SOLIND T S
3 SOUND TEST
\ P T A R R A R TS R T

METROID FUSION GALLERY
Alternate ending images have become a

In addition to unlodung the NES original, Zero Mission cumplenun earns you LT

a sound test option and a gallery of all of the ending images that you've

acquired. Pla}' the game again and agam to fill your gallery with all eightimages. | &, ;)
IR B A SR I NSRRI AT o EORA ‘_/’.- e /
/i

Metroid staple. Metroid: Zero Mission is the

first game in the series to let you save the

images and keep them in a gallery. You can
access the -EJ,;'I]]cr_u,- L]‘.n_'mj;;h the L'}pti::.rnr: menu.

By linking Metroid: Zero Mission with Metroid Fusion
(by way of a Game Boy Advance Game Link cable), you
will unlock the Metroid Fusion gallery, a collection of
ending images from the first GBA Metroid title.

Samus poses for a beauty shot at the end of the game—

animage that is automatically stored in your gallery. The

most dif ficult-to-achieve endings show Samus without

her helmet or armor.
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Keep the game-conguering
sirategies l:l:lmlng year-
round with @ subscription
to Nintendo Power, the
official source for tips and
news on the 1atest Nintendo
GameCube’ and Game Boy”
Advance games. Get 12
power-packed issues for only
$19.95 (527.95 in Canada).

METROID
MANIRA

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

to Nintendo Power.
Offer #4492  Adult size lorge

ol I ¥
=M T nom . -
il | ﬂil;‘h:i'.l'

s Y "!“v‘ii,y HNERTR

''''''''

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

every issue. Subscribe today for a monthly power infusion.

VISIT STORE.NINTENDO.COM

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

Please allow 4-6 weeks for delivery of the magazine and free gift. Online ordering not
available in Canada. Offer good while supplies last. Prices subject to change without
notice. Only Visa or MasterCard accepted with phone and online orders.
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i
" N\ . samus's secrets rRevealed
vyou may think you know Euerqthlng about | _ . cagm i deGe s e |
( ; samus Aran’s first fight on the planet 2ebes ﬁ@::.ﬁ‘f} - t:h.\..‘t.u::
a" and her connections. to the ancient chozo | # ---.-_'_; 5; ey

civilization, but until you delve deep into
metroid: 2ero mission, you won't know the half of it. unravel the
dramatically spun tale; root out 100 hidden items and earn the
game's best endings with help from the official nintendo rPower ~ 5 - ;
rlayer's cuide. chock-full of advanced strategies and comprehen- | | Cy . 4TIFr /T R T et tF,
l sive maps, the guide provides details that even adventuring
experts might miss. it's the definitive source for info on the mission

that defines samus Aaran.
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“Faprersy

- Complete :allnut-nal:kad mans
of every underground cavern, atien
shin and ancient ruin

\ /'J - A full walk-through with strategies
for collecting all upgrades and items
in rEI:urd time .

. - Additional malk-thrmghg that focus on
| the.-game's_ maost difficult challenges

(i) - Strategies for the unlockable
Seal_ NES Metroid and details about !
the GBFI link with Metroid Fusu:ln o
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