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Introduction

Far in thefuture ayoung Japanese man named Hiro Miyamoto, whileaonein hisdojo, ispaid avisit. His
caller thisparticular stormy evening tellshim astory of amighty sword named Daikatana. Thislegendary
weapon, forged by one of Hiro'sown ancestors, Usagi Miyamoto, has been stolen fromitsrightful owners
and used by the ever-controlling Emperor of Japan, Kage Mishima, to travel back intimeand alter history.
Hiro is begged to help save the man's daughter, Mikiko Ebihara, who has been captured during her own
attemptsat retaking thesword. Shortly, Kage'sminionsmovein and although Hiroisquick to slay them, it
istoo latefor the old man. Following therich tradition of hisclan, Hiro vowsto rescue Mikiko and retake
the Daikatana.

Daikatana, by Eidos with lon Storm, is a first-person shooter unlike any other. The rich detail in the
scenery and soundsof thefour time periodsyou journey to, combined with ahealthy dose of puzzle solving
and acreative"sidekick" feature, help thisgameto stand out from the crowd. If that wasn't enough, throw
in several multi-player features such as "Capture the Flag" and "Death Tag" and you have a game with
tremendousreplay value.

The single-player version of the game will take you on ajourney through four different time periods, or
"Episodes’ as they are dubbed. Each episode in Daikatana has a number of missions that logically
progress to your final confrontation with Mishima. Throughout your adventure you will need to locate
save gemsto save your progress. Also on each mission are numerous "secrets' that, when found, reveal
itemsthat will increaseyour chancesof survival. Thosewho exploremost thoroughly will berewarded.

Dueto the vast differencesin weaponry and items throughout the game (there were no Glocksin Ancient
Greece!) thisstrategy guideisset up by episode. Each sectionwill provide awalkthrough of each mission
in that episode, including whereto find the save gems and secrets. Also, abrief description of thosewho
will try to stop you, aswell astheweaponsyou usetokill them, isgiven at the beginning of each section.
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Items for ALl Ti

me

Beforelaunchinginto thefirst episode, it should be noted that several itemswill pop up throughout theentire

game. These"boosts'

and power-upsare an instrumental part of your success. Andfor that reason, they are

usually kept hiddeninthegame'smany " Secrets’.

SaveGem -

Goldensoul -
M ega Shield -
ManaSkull -

WraithOrb-

Skill Boosts-

Varying numbers of Save Gems are scattered throughout each mission. Although
your progressissaved at each map change, Save Gemsallow you to save at any point
inthegame. Youmay only carry upto 3at atime.

Adds 100 health pointsto character'shealthtotal.

Bringscharacter'sarmor total upto400 points. A very good findindeed!

ThisitemmakesHiroinvinciblefor 30 seconds.

Thisitem makesHiro partly invisiblefor 30 seconds. A sharp-eyed enemy may catch
aglimpseif Hiroismoving.

Although increasing your frag count will help boost your stats (provided you are not
using the Daikatana), these itemswill instantly bring the corresponding skill to level
5for 30 seconds.

Power green: Increasesdestructiveforce of weapons.
Attack red: Increasesfiring rate of weapon

Speed yellow: Increases speed of character
Acro-blue: Increasesjumping ability

Vitality purple: Increases maximum health limit
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Episode I: Kyoto,

The player will notice

Japan - 2455 AD

from their first encounter in the marsh that the future is very different indeed. The

magj ority of carbon-based lifeforms have gone the way of the dinosaur and have been replaced with arobotic
facsimile. Whether it'sthe Robocrox or the Battle Boar you're facing, don't expect to seealot of goreinthis
landscape. Here,it'satrail of scrap metal and spare partsthat you'll leave.

Weaponry

Disruptor Glove

lon Blaster -

C4Vizatergo-

Shotcycler -

Sidewinder -

Shockwave-

Armor

Chromatic Armor -

Plasted Armor -

Special Items
BerryBush -

Health Packs-

Thisistheweapon you begin your journey with and default to whenever out of ammo.
It packsquiteapunchinthewater and excel swith closetargets.

The blast from this gun ricochets off of objects so its best to shoot at an angle. Also,
keepthisoneout of thewater asit will dischargerightin
your hands.

This gun sends C4 plastic explosive arcing through the air. The explosives then
detonatewhenever anything comesin closeproximity.

Thefirst semi-automatic introduced in the game. Thisgunwill fire 6 shotsat aclick
but takesawhiletoreload. Devastating with closetargets.

A powerful over the shoulder missile launcher. Perfect for making quick work of
distant enemies. Bewaretheexplosionat closerange!

The gang killer. Firethis explosive sphereinto acrowd and run like hell. After its

initial explosion, arippling shock wave expands outward, bringing down anythingin
itsreach.

Despite providing a mere 100 points of armor protection, it absorbs 50% of all
damage and 90% of damagedueto hitswiththelon Blaster.

Provides 200 pointsof armor protection and reduces damage by 75%.

Nature'senergy bar. Eat afruittogain 10 health points.

Thesmall packsgiveyou 25 health points. Thelargeonesgive50.
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Hosportal -  Step up tothe Hosportal for abig dose of medicine. Place your hands on the padswhen they
aregreento get alarge health boost. Unfortunately, thisbonusisonly for Hiro. Superfly and
Mikiko need not apply.
5
EIML Marsh 3]
0
, ()
Enemies =
)
Roboskeet - A mechanized version of the mosquito. Although its sting can be deadly, theloud | <
buzzing noiseit produces can be heard well beforeit attacks. Pickingthemoff froma | |©
distancewiththelon Blaster isyour best bet. c
@)
Froginator - A deadly robotic frog that delightsin poisoning its victims. Move around to avoid | ;=
their poisoned spit and fatal licks and take them out with either the lon Blaster or |
Disruptor Glove. O
I
Protopod - Thisisthe egg from which the Roboskeets hatch. Smash them to prevent amassive | ©
swarmfrom attacking later. g
Robocrox - A robotic crocodile with speed and ferocity. Destroy them from a distance with the 8
lon Blaster or getinthewater withthemand run, run, run. 0
5
Rockgat - A well camouflaged automatic gun hidden among the Marsh's boulders. When | 'S
encountered, the Rockgat will rise up and fire steadily at anything within range. | ©
Approach slowly and destroy the Rockgat's power supply from asafedistance. "
-
Cambot - This hovering sentry poses no offensive threat, yet is best let alone. If you happen =
withinitssearchlightsit automatically signalsenemy forcesto convergeonyou.
Thunder skeet - The"Queen Bee" of the Roboskeet clan. Thisbird-size bug fires poisonous streams
at you during battle and causes every Protopod to hatch at thetime of itsdeath. Often
aspecial item canbefoundinitscarnage.
Walkthrough

Theold man'splan aimost worked. Almost. Now, instead of successfully making itinto the Mishima
fortressby way of the bone collector'swagon, you find yourself stuck outsideintherain. With Mikiko
Ebiharaslifeinthebalance, Hiromust not wastetime.
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Walk ahead and pick up the lon Blaster. With it as your weapon wade cautiously
through the stream to your right. A couple of Froginators and Roboskeets will
attack as you make your way to the pond ahead. Thisisagood place to practice
luring enemiesintoyour sightsoneat atime. Keepthemat bay withthelon Blaster,
but if they get in close be sure and switch to the Glove. Oncefree of attackers and
ableto enter the open area, head to thewaterfall on theright. Behind the cascading
water, against therock isaladder. Climb thisladder and proceed down the path to
thedoor ontheleft. Enter thesmall roomto pick upthe Goldensoul. Youfoundyour first secret.

L eave the secret room and proceed back to the ladder. Leavethefruit whereitisin caseyou need it later.
Descend theladder and crossthe pondto thelon Blaster ammo. Grab theammo and head up the stone steps
near theMishimalndustriessign. Takealeft at thetop and grab the Save Gem and berriesfrom ontop of the
rocks. Head out the way you came and continue straight ahead to the other cave.
Shoot the Froginator that approaches with your lon Blaster and walk towards the
puddleonyour right. Diveinand swim to the bottom to grab thered Attack Boost.
Quickly swimto the surface and continueon your path.

As you approach the ledge two Roboskeets and several Froginators will attack.
Shoot down the 'Skeets and then pick off the Froginators one by one asthey try to
climb up the dlippery rocks. Grab some fruit from the tree behind you and then drop down into the water.
Make your way acrossthislarger pond towards the stepped waterfalls on your right. Leap onto the lower
ledge of thewaterfallsand takeacloselook behind thewater. Similar totheearlier secret, climbtheladders
behind thewater to thetop of thefallsand enter thealcove. Grab the Chromatic Armor and descend back to
thepond. Continueonthroughthecavetotheleft of thefalls.

Here you will encounter your first
and begin to shoot at the control box
too close and get detected, simply run
Rockgat's impressive firepower. Once
assault on the power box. Once the
boxesand continueontotheleft.

Rockgat. Approach the far wall slowly
with thered light to theright. If you get
backwards while weaving to avoid the
he retreats to the rocks, continue your
coast has been cleared, grab the health

As you approach the large body of water ahead, be sure and destroy all of the Froginators and Robocrox
fromasafedistance. Onceinthewater, switchto your Disruptor Glove and head for the two berry bushes.
Head to theright just beyond the trees and shoot down the incoming Roboskeets. Continue on slowly and
destroy the Rockgat asit comesinto view. Before heading off to theright, go left around the stone arch and
grab the Save Gem. Destroy the Froginator beyond the Rockgat and head for
thewater ontheright. Blow up the Robocrox from the shore and make adash
across the water towards the sign ahead. Make your way up the path to the
large boulder at thebend in the cave. Jump up onto the rocks and push against
the boulder. Proceed down the path hidden by the boulder to the next Secret.
After grabbing the goodies, return to the cave and continue ahead towards the
redlight.
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To your right, asyou exit the cave is ared-lettered "Private” sign. Blow apart the
sign and step onto the rock ledge beyond it. Hug the rock wall and proceed across
theledgeto the hidden Mana Skull near the platform. Double back to the cave exit
and walk out onto the platform and collect the health. Run acrossthe bridge before
it explodesand draw your lon Blaster. Withyour back tothewall, aimtothesky. A
squad of Roboskeets led by a solitary Thunderskeet will attack. After taking out
your winged foes, try and pick off the Robocrox and Froginatorsin the water below
beforejumping in. Pick up theammo in the corner and, if necessary, climb the ladder to get the remaining
health boxes. Wadethroughthewater to the caveexit andfollow the pathto the next map area.

Ahead, totheright of the pipes, isaberry bush and another Save Gem. Makeyour way onto the lower pipes
and destroy the Froginators swimming below. To theleft of where you entered isalocked door. To unlock
the door , turn your back to it and walk up the lower pipe on theright. Crossover to the other pipe viathe
connection and turn around back towardsthe door. Make arunning leap to the other pipe and then up onto
the top platform over the door. Take out the two Froginators standing watch and then destroy the red-lit
control box for thedoor below. Jump back downto thelower platform and enter through thedoor. Turnleft
to grab theammo and then battle the many Roboskeetson your way to the Control Center.

Theworker you seeto your right isactually standing over asecret hatch. Takehim
out and then enter the hatch to find the Mega Shield and Power Boost. Back onthe
surface, cautiously walk around the right of the Control Center and destroy the
Rockgat hiding intherocks. With the Rockgat demolished, destroy the control box
inthe upper right corner of the Control Center. Head back around front to the now
opendoor. Shoot downthe Roboskeet and Froginatorsand enter.

Head immediately to the large Mishima computer terminal and use the keyboard to open the hatch to the

sewer system. With away out of themarsh, step onto thelift and ascend to the upper

/ level of theroom. Ridethelift at theend of the catwalk to the marsh below. Step out

into the water, kill the Roboskeets and head towards the waterfall ahead. Jump

downand headtotheright. Grabtheberriesinthecorner and climbtheladder tothe

helipad. Leap over the rocks in the right hand corner, kill the Froginators and

continue ahead to the secret Goldensoul. Double-back to theladder down off of the
helipad and re-enter the stream.

Beforeexitingthearea, let the stream carry you past the sewer entrance, towards thefallen column of rock at
the end of the stream. Asyou swim towards the secret area, be sure and grab the Save Gem. Don't be
tempted to shoot the Thunderskeet just yet. Climb up the stone steps ahead of you to theright and walk
tothetop of therock ledgeand jJump downto theilluminated staircase. Runupthestairsto grabtheC4
Vizatergo. Turn around and run ahead to grab the C4 explosives. Now, return to the top of the ledge
from where you jumped and launch some C4 towards the Protopods ahead. Leap across to the
platform, and destroy the Thunderskeet. Return to the yellow-lit staircase. Before pulling thelever
on the left, drop down into the water and swim under the platform to grab the Shockwave ammo and
ascendtheladder. Now ridethelift tothehelipad. Drop back intothe stream and head for thesewer.
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EIM2: Sewer System
Enemies £
@)
Roboskeet - A mechanized version of the mosguito. Although its sting can be deadly, the loud O
buzzing noiseit produces can be heard well beforeit attacks. Picking them off from %
adistancewiththelon Blasterisyour best bet. i)
>
Froginator - A deadly robotic frog that delightsin poisoning itsvictims. Move around to avoid g’
their poisoned spit and fatal licks and take them out with either the lon Blaster or o)
Disruptor Glove. é
Protopod - Thisisthe egg from which the Roboskeets hatch. Smash them to prevent amassive o
swarm from attacking later. ;
)
SludgeMinion - A hulking robot with a deadly shot. Luckily, an audible signal alertsyou to the = ©
oncomingfire. Strafesidetosideand useyour C4totakehimout. 8
MishimaGuard-  Thefirst human enemiesyou encounter. They canfirearapid stream of bullets but g
don'ttakemuchto put themaway. @)
©
()
Walkthrough T
3
With the help of Usagi's spirit, Hiro is granted accessinto the sewer system. Head o
directly up the staircase and ride the lift up. Open the door to the mixing chamber 0
with the keypad on your right. Shoot down the two Roboskeets from the opening 5
and then enter the mixing room. Dive down in between the paddies to grab the
hidden Vitality Boost. Wait for the opening and then swim to the surface and enter

thetunnel marked #1.

Blast the Froginator and proceed to the top of the stairs. Before heading down the staircase in the next
room, leap over the railing to the landing below. Make quick work of the Sludge Minion and grab the
Chromatic Armor and health. From theledge, shoot the Robocrox and Froginator and then jumpin. Crawl
through the small opening across the room. Head immediately to your left and jump out onto the metal
walkway. Inthe next room climb the staircase to the computer, blast the Froginator and then use the
keyboard to open the gates to tunnel #2. Step back from the computer and
shoot out the grating to your left. Blast away the metal pistons and flip the
lever insidethissmall area. Now, descend the stairsin the middle of theroom
to the sewer water below. Wade to the corner to grab the Save Gem and then
craw! into the opening directly behind it. Climb the ladder and step out onto
the pipehighabovetheroom. Crawl along the pipetothe Goldensoul.
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Descend back to the metal walkway and follow it through the small corridor to the edge of the water you
climbed out of earlier. Usethe buttonto summonthelift and rideit back tothe next room. Climbthestairs
and the ramp back to the mixing chamber. Usethe C4 Vizatergo to destroy the Sludge Minionin tunnel #2
before entering. With the path cleared, proceed into the next tunnel and make your
way to the Hosportal and computer on theright. Shoot the grated floor in front of
theHosportal toreveal asecret area. Descend theladder tofind the next Save Gem.

FromtheHosportal, begin downthetunnel, destroying several Froginatorsand two
Sludge Minionsasyou go. Beyond the door on your |eft are more Froginators and
aSludge Minion so haveyour weapon drawn. Proceed downtheramptotheleft of
the spillway and take out all the Roboskeets from a distance. Cross behind the drain to the Mishima
computer and use the keyboard to open the door out of theroom. Run back acrossthe walkway and up the
rampto exit theroom beforethedoor re-closes. Destroy the Sludge Minion ontheother side of thedoor and
head towardsthe next tunnel.

Asyou head down this next sewer pipe amini earthquake rupturesthe pipe. Walk around to theleft of the
broken tunnel, kill the Froginator and grab the health packs as well as the Gas Hands attachment for your
Glove. Diveinto the water and swim through the corridor using your Gas Hands to destroy any lurking
Froginators. Climb out of the water and use the keypad to extract the steps of the ladder. Climb theladder
tothepipeabove, kill the Froginator, and continue on to the next map change.

Drop into the next pipe and immediately destroy the two Froginators that attack.
Jump out of the break in the pipe ahead and cross the room to your right. Kill the
Protopods and Roboskeets that lie in between the pipes and grab the health and
ammo before taking on the Sludge Minion. Use your lon Blaster from across the
room to destroy the Sludge Minion and Froginator in the distance and then jump
down into the current below. Equip yourself with the Gas Hands and pass through
the door into thewater below. Quickly swim to the next room, going over thelarge
paddlesinthecenter. Swiminto the glassroom beyond the paddles, grab the health, and pressthe button on
thewall tolower thewater. Without stopping for even abreath of air you must swim back over the paddles
towardsthetunnel onyour | eft.

Armyourself with the C4 Vizatergo and passthrough the circular hatch. Inthe mixing chamber ahead are
three Sludge Minions. Fire plenty of C4 at them and retreat to the other side of theroom. When they are
down climb the ladder to the ledge high above. You will step off the ladder
directly onto aProtopod so beready with either your lon Blaster or Disruptor
Glove. Makeyour way around theledge past the locked sewer gateand onto
the I-beams. Climb the ladder ahead onto theledgeand goto your right to
get the Save Gem and health that await you. Walk the ledge to the other
side of the room and duck into the small alcove. Takeout theworker andthe
Roboskeet and then turn the wheel to open the large gate. With the gate
open, jump down to the ledge on the right and then run through the gate beforeit closes. Just watch out
for the SludgeMinioninthenext tunnel.
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Where the ramp levels off isaholeinthefloor. Diveinto the hole, grab the health
and proceed to the filtering tank ahead. At the base of the tank is a Power Boost.
Grab the skill boost and switch to your C4. On the platform above, in the center of
thetank isthe Shotcycler 6. Beforewalking into thisambush however, pinpoint the
three Sludge Minionsonthefar ledge. Jump up, fire some shotsand dive back into
the water for safety. With the Shotcycler in hand swim back the way you came and
continue upthetunnel.

Attheturninthetunnel isan army of Sludge Minionsand Roboskeets. If low on ammo but high on health,
switch to your Gas Hands and ambush them. The Gas Hands are capable of ripping through the Sludge
Minions like a warm knife through butter. Before making the turn at the intersection, go straight for the
ammo and then makeyour way up theramp past even more Sludge Minions.

Before entering the door at the top of the steps, grab the lon Blaster ammo from under the steps. Switch to
your Shotcycler, open the door and obliterate the Sludge Minion from point-blank range. Switch back to
your lon Blaster and finish off the other Sludge Minion and Roboskeets before taking thelift to the Control
Room above.

Oncein the Control Room, take out the guards across from the lift. Grab the armor and anmo on the right
and then proceed to the Hosportal and main computer on the left. Use the keypad to learn more about
MishimasFortressandtoexit thearea.

EIM3: Solitary

Enemies
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MishimaGuard-  Thefirst human enemiesyou encounter. They canfire arapid stream of bullets but
don't takemuchto put them away.

Inmater - Larger and more deadly than the Sludge Minion, they pack along distance laser as
well asadrill foranarm. Whatever you do, keep your distance.

Walkthrough

As Hiro left the sewer system he began thinking that he wasn't about to enter any normal prison. He
wasright. Themost excruciating, sadistic torture devices ever designed lie behind thedoorshere. He
must get to Mikiko before she paysthe pricefor rebelling against Mishima.

&

Asyou step off of thelift, crossthe room and usethe green keyboard on your | eft to open thedoor. Pass " T
intothenext corridor and head straight ahead. Crawl under the staircasetofind asecret Plasteel Armor. g

When out from under the stairshead back down the hall to the computer bank ontheleft. Presstheblue
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button in the far right corner to unlock some doors in the next sector. Head back to where you began the
mission, using the keyboard to openthedoor.

Now leavethisfirst room down the stepsinthefar right corner. Grab the C4 and thelon Blaster ammo and
crossthe computer room onyour left. Take out the guardsand head up the stairsinto Cell Block 1. Usethe
C4 to take out the two Inmaters around the corner. Run past the cells and turn to the left at the end of the
corridor. Crawl, yet again, under the stepsto grab thehealth. Turntoyour right and
to blow up the motor for the generator behind the screen. This turns off the force
fieldfor thecellsin Cell Block 1. Ontheplatform aboveyou, anlnmater isreleased
to take care of the offending party. Arm yourself with the C4 Vizatergo, crawl out
from under the stairsand fire acoupl e of quick shotsto take him out. Head past the
escaping prisonersto thelast cell onyour right and grab the on Blaster ammo from
thebunk. Then, returntothefar end of thehall.

Grab the Sidewinder Rocketsfrom theright and then head up the small staircaseto thedoor. Open the door
and take out the Mishima Guard and Inmater in the next room. Enter theyellow-lit corridor onthefar side.
Makeyour way past the Inmater and Guard to theend of the corridor. Pressthe button near the observation
window and take advantage of the Hosportal behind you. Make your way back to the large blue room,
grabbing any necessary health and ammo along theway.

Board the lift in the center of the room and press the button on the column to rideit up. Take out the two
Guards and then enter the room ahead of you. Make your way through the next
room past the Inmater being sure to grab the Shotcycler ammo. Take out the
Guard on the floor and the two in the rafters and head towards the mal-
functioning door to Cell Block 2 (you thought that noise was an approaching
Inmater, didn't you?). Put the Worker out of hismisery and then fix the door for
him by blasting the short-circuiting wires overhead.  Crawl through the
jammed door.

Take out the guard in the next room and grab the health in the corner. The main door to Cell Block 2 is
locked so you must find an alternativeroute. Walk towardsthe green Mishimasigninthecorner. A hidden
door islocated just to the right of that sign. Open the door and shoot the barrel of explosivesjust inside.
Thiswill blow aholeinthewall. Steptowherethebarrel wasand shut the door behind you. With the door
shut, shoot at thecrack inthefar wall. Crawl intothe openingyou makeand grabthe
hidden Goldensoul. Returnto wherethe barrel wasand crawl into the red-lit room
ahead. Make your way around all of the pipesto theladder in therear. Climb the
ladder onto the upper pipe and make your way back around. Jump down to
grab the Acro Boost and then leap back up onto the pipe and from there, onto
the platform abovethrough the opening ahead. Crawl back along the platform,
staying low to avoid thefans. Grab the healthif you need it and then jump over
thelowest pipe. Jumpintothepipeaheadtoenter Cell Block 2.
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From whereyou exit the pipe, take out the Guards and head straight ahead to thefirst Save Gem. Descend
thelift to the tortureroom below. Usethe C4 to take out thetwo Inmaters standing guard and hell, blow up
thesick pupsat the operating tablein the corner too. Proceedtothefar end of the hall, past thecells. Enter
theroominthe corner and usethe Hosportal torejuvenate. Pressthe keyson the computer to open the next
areaand extend theplatform. Asyou head back tothelift, usethekeypadsontheright wall to deactivatethe
forcefieldsfor thecellsand grab the Plasteel Armor. Ridethelift back up and head to the door you opened
downthehall totheleft.

Cross the platform over the torture chamber and enter through the door. Have the
Shotcycler ready to take down the Guards at the top of the stairs. Use the blue
button to enter the next room. Clear the room of Mishimaforces and then shoot at
the large Green Mishima panel on the wall. Blast it apart to grab the Goldensoul
hidden behind it. Use the keyboard opposite the secret to unlock the gatesto Cell
Block 3. Board the lift left of the computer and follow the catwalk around to the
blueroom. Blast the Guardsand descend thestaircaseto the next map area.

Descend the second set of stepsto the room below. Kill the Guards and approach the computer near the
steps. Fireat the screened panel and then at the machinery toreveal asecret. Crawl in and work your past
the hot pipes to theWraith Orb and ammo that liesbeyond. Crawl out and usethe
keypad on the computer to unlock the next door. While invisible, enter the
hallway and blow apart thelnmater inthedistance. Nextfocusyour fireonthe
red power box inthetop right corner to turn off the laser detectors. Jumpinside
the hatch that opened and follow the corridor to the health and ammo. Usethe
button on the wall to exit the secret area.  Return to where the lasers were and
proceed.

After passing the laser trap you will find yourself in alarge blue room with atower in the center. Destroy
the Inmater by the Mishima panel and then follow the ledge to where he just stood.
Shoot at thegreen panel torevea ahidden Save Gemand ammo. Usethe Save Gem
herein caseyou fal to your death. Stand on the ledge, facing the open door across
thegap. Walk off theledge and plummet through the air to asmall walkway below.
Still facing the tower, walk the ledge around to your left and enter the tower. Grab
theammo and climb the ladder to the armor above. Continue up the ladder into the
control room. Kill the Guardsand grab the health, ammo and Save Gem.

Usethekeyboardinthe control room to open thevault that isCell Block 4. Follow thewalkway to theleft,
taking out any Guards that get in your way. Climb the ladder to the small
platform on your left and pull the lever next to the computer. This short-
circuits the wires and causes a small explosion. Jump into the wreckage and
turnthewheel to manually open thedoor below. Grabtheammo fromthe other
ledge and then kneel down by the door and shoot the Guards before you crawl
under the door. Take care of the Inmater and continue on into the hallway.
Before boarding the lift, turn and perform a Shotcycler jump over the yellow
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railing to acquire the ammo and Mega Shield. This jump is performed by simultaneously jumping and
firing ahigh-recoil weapon at the ground. Practice thistechnique asyou will do it again in the other time
periodswith different weapons.

Summon the lift with the blue button and rideit up to the next area. While on thelift, get in a crouch and
draw your Shotcycler to make quick work of the Inmater and Guardsthat wait for you at thetop. Switchto
the C4 and blast the Inmater directly ahead and the two in the hall on the left. Proceed to the end of the
corridor to meet your new friend, Superfly. To free Superfly from his entanglement, follow the power
supply fromthe Mishimapanel tothe power box inthetop right corner of that wall. Blast thebox and return
tothepanel tograbtheKeycard. BringtheKeycardto Superfly tolet himdown.

Withyour new sidekick being unarmed, heismoreof aliability than an asset at thispoint inthegame. Have
him stay in Cell Block 4 whileyou head through the open doorson theleft to Cell Block Death. Clear apath

for Superfly through the many Inmatersand Guardsthat lurk here. Returnto Superfly and have himfollow
youtotheexit.

EIM4: Crematorium

Enemies

MishimaGuard-  Thefirst human enemiesyou encounter. They canfirearapid stream of bullets but
don't takemuchto put them away.

Cambot - Thishovering sentry poses no offensive threat, yet isbest let alone. If you happen
withinitssearchlightsit automatically signal senemy forcesto convergeonyou.
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Lasergat - This"eyeinthesky" hastheability tokill and kill quick. A rotating gun mounted to
theceiling firesdeadly laser shotsat you from quiteadistance. Their small sizeand
relative durability makethem astrong opponent.

Ragemaster - This guy is more bark than bite if you keep your distance. Hisonly weaponishis
punishing punch. Backpedal while firing the Sidewinder and you shouldn't have
any problemwithhim.

Roboskeet - A mechanized version of the mosquito. Although its sting can be deadly, the loud
buzzing noiseit produces can be heard well beforeit attacks. Picking them off
fromadistancewiththelon Blaster isyour best bet.

&
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Froginator - A deadly robotic frog that delights in poisoning its victims. Move around to
avoid their poisoned spit and fatal licks and take them out with either the lon
Blaster or Disruptor Glove.
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Walkthrough

With abrief moment to talk, you learn a bit about Superfly's horrid past. Y ou sense his determination and
decidethat not only ishetrustworthy, but he may provide some much needed firepower. Hiro and Superfly
enter the Crematorium, with just one question on their mind: Why does Mishimaneed acrematoriumin his
fortress? Unfortunately, theanswer issomewhat unsettling.

From where you begin, run up the ramp and enter the lobby of the crematorium.
Have Superfly grab the lon Blaster while you collect the ammo. Put down the
Ragemaster and proceed to the waiting room on the left. Take out the Lasergat on
the wall and cross the room to grab the Save Gem. Turn and shoot the top off the
coffeetablein the center. Climb down the ladder to the Power Boost. Return to the
main lobby and enter through thedoor onthefar side of theroom.

Battle through the Guards and Ragemasters towards the loading area ahead. Before heading to the truck
however, be sure and jump over therailing to collect the ammo and berries near the
tree. With Superfly in tow, travel across the parking area towards the chain link
fenceonthefar side. Collect the health and lon Blaster ammo and turntotheleft to
find a secret Hosportal behind two Guards. From the Hosportal, head directly
ahead towards the gate. Crawl under it and take out the Lasergat high above.
Follow the path to theright and over the catwalk to the control room ahead. Kill the
Roboskeetsand Guardsand enter theroom. Usethekeyboard ontheleft to openthe
bay doorstotheloading dock. Theother twokeyboardsareof noreal usetoyou. Leavetheroom.

Before heading to the loading dock take aleap off of the walkway into the swamp below. Smack downthe
Froginator with your gloveand swimunder thearch and aroundto your right. Grab the Plasteel Armor from
behind the column and swim back around to the ladder hanging down from above. Climb the ladder and
shoot through the barbed-wire fencing to regain thewalkway. Meet back up with Superfly and head across
thelot totheloading dock entrance.

Destroy the Ragemaster and Guardson theloading dock entranceramp. Usethekeypad ontheright to open
the door and enter the bee's nest in the next room. Avoid hitting Superfly while you battle the Ragemaster,
Lasergat, and Guards simultaneously. Enter the small control room on theright, kill the Guard, and collect
the Sidewinder and any ammo that you need. Use the keyboard to witness how the loading mechanism
works. Pay close attention to the leak in the pipe near the ladder. Leavethe room
and descend theladder into the pit below. Shoot out the grate behind theladder
and have Superfly grab the Armor. Climb the ladder and, from near the
conveyor, shoot amissileright at theleaky pipe. Oncethe automated door has
been blown open, board thelift with Superfly and get ready for afirefight.
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Descend theincline conveyor to the floor, firing the Sidewinder nonstop. With the room secure, grab the
ammo from theright hand wall and head to thelift near the racking of coffins. Superfly volunteersto wait
whileyou ridethelift to the second level of racking. Grab the Save Gem and then
climb the ladder on the beam to reach the vent in the wall. Drop down into the
ductwork. Take out the Lasergat at the turn and drop down again. You emerge
under the walkway on which Superfly is standing. He may greet you with a
WAZZZZUPPP asyou crawl by but pay himno mind. Grab the health on theleft
and then make your way around the two fansto the far corner of the crawlspace.
Drop down to the lower level and immediately begin firing at the Lasergat ahead.
Beyond theLasergat isalarge pit with only asmall angled beam to jump from. Savethegameherebefore
attempting theleap over thepit.

After leaping the pit, turn to the right and crawl through the opening. Two Mishima Guards await you
around the bend. Take them out and crawl into the next section of ductwork. A Lasergat is positioned
immediately after the first turn so be ready with your Sidewinder. Climb the ladder ahead and carefully
approach theopening. A couple of shotsof C4 through the opening into the room below will do morethan
clear theroom for your entrance. Just be aware of the edges of the vent. One misguided shot of that stuff
andyou'll be sent head over heel sbackwardsdowntheladder.

Jump down to the room below and shoot out the control box in the ceiling to open the door to your left.
Enter theloading roomto rejoin Superfly. At thefar end of theroom, apreviously locked closet has been
opened. Enter theroom and shoot out the gate bel ow the bottom shelf. Crawl into acquirethe Shockwave
weapon. Leavethe closet and head to the door on thefar side. Enter the computer control room ahead.
Destroy the Ragemaster and Guardsand grab the Save Gem.

From the computer room, enter the next hallway and destroy the Ragemaster and Guard. Continue on
through the corridor till you come to adoor on your left. Attempt to lure the Ragemaster from this next
room into the corridor so as to eliminate him in relative safety. The hallway beyond the door contains
several Guards, a Ragemaster, and a Lasergat in each corner. Proceed with caution through the next
hallway to thedoor at theend.

Enter through the door and blast the
Sidewinder. Thedoor straight ahead is
Work your way tothe coffin closet at the
from below thelower shelf. Follow the
ladder. Climb out of the vent and grab
left. Takeout the Guardsbelow, usethe
and let Superfly grab the health pack.
downonyour right and enter the next room.

Ragemaster and Lasergat with the
locked so enter the door to the left first.
end of the hall and blow apart thegrating
ductwork past the Lasergats and up the
the ammo from under the pipes to your
Hosportal to get some health back,
Pass by theriversof blood cascading

Follow the walkway around to the left and enter the office area of the crematorium. Go through the
door to the hallway, take out the forces there and proceed up the ramp to the door. At the Mishima
Crematorium sign, grab the Save Gem from the | eft and then head back around to the door on theright
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sideof thehallway. Take out the Guard and the Cambot and thenleap into thewater
below. GrabthePlasteel Armor for Hiro and let Superfly get the Chromatic Armor.
Use the ramp in the corner to regain the walkway. Follow the walkway around to
thedoor ontheleft. Take out the Ragemaster and the Guard and continue onto the
viewing room. Have Superfly stand back while you fire the Shockwave into the
room. Grabthehealthfromtherear of theroomand continue ontothenext room.

After extinguishing the room of the Mishima Guards shoot out the grate near the
ceiling. Carefully jump from desk to sign to bookcase to access the vent. Crawl
along the ductwork and drop down into the incinerator room. Kill the attacking
Guards and crawl under theincinerator. Before exiting the room to the left, crawl
around to the right to grab the health boxes and Chromatic Armor. Now leave the
roomtotheleft.

Blast your way past the MishimaGuard and theworker and board thelift totheright. Onceoff thelift enter
thedoor marked A uthorized Personnel Only to completethemission.

EIM5: Processing
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Enemies
MishimaGuard-  Thefirst human enemiesyou encounter. They canfirearapid stream of bullets but
don't takemuchto put them away.
Cambot - This hovering sentry poses no offensive threat, yet is best let alone. If you happen
withinitssearchlightsit automatically signalsenemy forcesto convergeonyou.
Lasergat - This"eyeinthesky" hastheability tokill and kill quick. A rotating gun mounted to
thecelling firesdeadly laser shotsat you from quiteadistance. Their small sizeand
relative durability makethem astrong opponent.
Roboskeet - A mechanized version of the mosquito. Although its sting can be deadly, the loud
buzzing noiseit producescan beheard well beforeit attacks. Pickingthem off from
adistancewiththelon Blaster isyour best bet.
Froginator - A deadly robotic frog that delightsin poisoning its victims. Move around to
avoid their poisoned spit and fatal licks and take them out with either the Ion
Blaster or Disruptor Glove. $7
Robocr ox - A robotic crocodilewith speed and ferocity. Destroy them fromadistancewith '-gll'

thelon Blaster or getinthewater withthemandrun, run, run.
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Venomvermin - Not just arat, but arat with arocket launcher. Thiswily foe lets out a piercing
scream right before firing. If close, his poisonous bite could do you in. Use the
Sidewinder for long-range shotsor the Shotcycler for up close.

Deathsphere- A floating ball of hurt. The 'Sphere's powerful lasers can hit from any distance.
Jump out of hiding whilethey rechargeto fire somequick shotswith the Sidewinder,
then get back. They often attack in pairs, so be sure and have Superfly watch your
back.

Walkthrough

Hiro and Superfly notice on their way out of the Crematorium that the coffins were never actually
incinerated, and neither were their contents. Filled with disgust, as well as fear for what they may
encounter, thetwo proceedinto the Processing areaof thefortress.

Enter the areathrough the door ahead. Grab the ammo and health in the room and
proceed through the door on the left. Go up the stairs to meet your first
Venomvermin and Deathsphere. Continue down the hall, mindful of the Lasergats
and Cambots lurking about. Along the back section of the hallway, shoot the blue
light near the floor just prior to crossing the grate. The grate opens, reveling a
hidden Megashield. Climb out of the holeand shoot out the glasswindow and jump
intothe swamp below.

Grab the Save Gem ahead, and swim to the far left to gather some more goodies.
Head back to where you grabbed the Save Gem and climb out of the water onto the
rock ledge. Rock-hop to thedrainpipeon theleft and enter thetank behindit. Grab
the ammo and health and climb the ladder to the vent ahead. Make your way past
the space-age rats to the grating. Quickly bust out of the vent and open the door
ahead to let Superfly in. Together, you will be able to destroy the Deathsphere,
Lasergat, and Guard in the room. Take a break from the action to witness the
disturbing sightsand soundsontheother sideof theglass. Meatloaf anyone?

Head through the door on thefar end, usethe Hosportal if you need to and continue down the hall. Shoot at
the MishimaWorker and control box whilewalking by, 1t may not be necessary, but try having thefan cut
himinhalf. Now that'sentertainment! Keep moving down the hallway tothe next map area, taking out any
Deathspheresalongtheway.

Openthedoor marked " Authorized Personnel Only" and put down the Guard onthesteps. At thebend
inthewalkway firethe Shockwave at the | aser-toting 'bots down the hall and flee back to the entrance
to theroom. Forge ahead through the door to the stairway and descend past the Guards to the room
below. Equip yourself with the Sidewinder to take down the Deathspheresthat float above. Facethe
pipes, to theright of the entrance. Descend the small ladder and craw! out onto the pipes beneath the
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floor to grab the Save Gem. Ascend back up the ladder and head to the Hosportal .
Walk out onto the thin metal ledge next to the aid station and follow it around to the
Chromatic Armor. Crosstheroomand go throughthedoor.

Shoot down the Deathspheres while trying to dodge the Venomvermin's missiles.
In fact, this may be a good time to try the Shockwave, just make sure you and
Superfly exit the room before it detonates. With the enemies extinguished, cross
the room to the steps ahead. Crawl under the staircase to grab the Goldensoul. Use the Hosportal if
necessary and then head to the downstairsdoor, oppositethesteps. Tell Superfly towait for youwhileyou
goonaheadtotheovenroom. Pick uptheitemsinthecorner and usethe computer to check out thefreezer.
Enter the next room. Thisiswhere Mishimais undoubtedly having it his way as
you can see the human meat being pressed into quarter-pounders. Use the large
computer terminal to unlock thedoor tothefreezer. Grabthelon Blaster ammo and
then head to thewall near the pressing machine. Ontheright side of themachinein
thecorner isabluebutton. Pressthisbuttontolift the stepsout of theway to reveal
asecret passage. Blastthroughthegratingand crawl intothevent. GrabtheAttack
Boost and use the button to exit the vent. Head back to Superfly and proceed
through thenow unlocked door tothefreezer.

Take out the Venomvermin and Deathspheres in the Freezer and grab the ammo, health and Shockwave
fromthefloor. Jump from the stepsto the upper level of shelving ontheright. Crawl over and around the
boxesto grab the Power Boost. Passinto the next hall and enter the door to your
right. Eliminate the Guards and Deathspheres here and continue on through the
door at the top of the steps. Extinguish the bad guys and head to the computer
terminal ontheleft. Themonitor showsthe next room and thelocation of ahidden
Plasteel Armor. Climb the steps to the upper platform and enter the next room.
Immediately jump over therailing toyour left to grab thearmor. Turnand climbup
theladder and proceedtotheexit. Isitmeorisitgettingcoldinhere?

this guide downloaded from ignguides.com

EIMG: Icelab
Enemies
MishimaGuard-  Thefirst human enemiesyou encounter. They canfirearapid stream of bullets but
don't takemuchto put them away.
Cambot - This hovering sentry poses no offensive threat, yet is best let alone. If you
happen within its search lights it automatically signals enemy forces to $7
convergeonyou. —
iges
Inmater - Larger and more deadly than the Sludge Minion, they pack along distance

laser aswell asadrill for an arm. Whatever you do, keep your distance.
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Lasergat - This"eyeinthesky" hastheability tokill and kill quick. A rotating gun mounted to
theceiling firesdeadly |aser shotsat you from quiteadistance. Their small sizeand
relative durability makethem astrong opponent.

Deathsphere- A floating ball of hurt. The 'Sphere's powerful lasers can hit from any distance.
Jump out of hiding whilethey rechargeto fire some quick shotswith the Sidewinder,
then get back. They often attack in pairs, so be sure and have Superfly watch your
back.

Cryotech - Thefirst workersyou encounter inthefortressthat actually don't cower inacorner at
the sound of your footsteps. Although slow and awkward, their blasts of nitrogel
cando seriousdamage. Takethem out fromacrosstheroom.

BattleBoar - The treaded Battle Boar careens around the corridors of the Icelab. With wicked
speed, he's on you in a flash. Break out the Disruptor Glove and give it an old
fashioned beat down.

Ragemaster - This guy is more bark than bite if you keep your distance. His only weapon is his

punishing punch. Backpedal while firing the Sidewinder and you shouldn't have
any problemwith him.

Walkthrough

Thelcelab iswhere the game beginsto up thedifficulty. The majority of the mission is spent on walkways
suspended over deadly nitrogel baths. As if that wasn't enough, a legion of Deathspheres and Lasergats
awaityou at every bend.
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Walk ahead to the"T" and turn left. Tell Superfly to wait whileyou go ahead. Open the door by using the
control panel ontheright and firethe Shockwaveinto the crowd on the other side. When the blast hasgone
by continue down the hall and fire the Shockwave again. Bring Superfly back and together grab the health
and proceed to theleft corner of theroom to grab the BlueKeycard. Openthelarge
door to the right and enter the next room. Beware the noxious gases from the
Cryotechsas you engagethem. Grab the Save Gem and descend theladder. Take
out the three Cryotechs before leaping the pit. Walk ahead and turnthe large valve
= to lower the level of nitrogel. Facing the valve, squeeze between it and the
wall to theright and drop to the ledge below. Crawl into the vent on the right
and ascend the ladder. Grab the Vitality Boost and C4 ammo and climb the
next ladder. Drop through the opening onto the pipe and collect the Goldensoul in the alcove behind
you. Takeout the Deathspheresand returntothe control roomto get Superfly.
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Go back through the corridor to the lift. Use the keyboard at the computer in the upstairs room to briefly
open the door and pass through to the next room. Take out the Guards and open the heavily barred door to
enter the next area. Wak totheend of the path and
turn left at the wall. Proceed all the way to the last
room on the right. Kill the Guards and grab the ammo
and Shotcycler. Visit the Hosportal to cure your
mal adies before descending the ladder in the corner to
grab the Megashield. Exitthe room and walk
straight ahead off of the walkway and onto the pipe
below. Jump to the platform in the center, grab the Sidewinder ammo and climb theladder. Slaughter the
Guards in the room above and open the main door to let Superfly catch up. Board the lift and ride it up.
Grabthehealth and passthroughthelargesilver door. First head tothe cafeteriaat theend of thehall toyour
left. Grabthearmor and returnto explorethehallway totheright of theintersection.

Enter the next room and eliminate the Cryotechs and other assorted baddiesthat lurk there. Grab the Save
Gem and continue down the path to the lift room with the purple glow. Take the lift upstairs and kill the
Cryotechs and Guards that dwell there. Make use of the Hosportal behind the
screen and then head to the blue-lettered " SciCo" door acrosstheway. Head out the
door across the room but beware of the Inmaters at the top of the ramp. The
Mishimaforcesadd tothefunwith an all out assault by Ragemasters, Inmaters, and
Deathspheres. With the opposition laid to rest turn your eyeto
the green field in the center of theroom. Inside there appears
to be ayoung woman in astate of inanimation. Could that be

Mikiko?

Continue along the walkway, grabbing items asyou go. In the next corridor you
will face several Inmaters and Deathspheres, but don't fret, you're near the end.
Grab the Save Gem and march on to the end of the mission and the compl etion of
your first objectiverescuing Mikiko Ebihara.
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EIM7: Vault

Enemies

MishimaGuard-  Thefirst human enemiesyou encounter. They can firearapid stream of bullets but
don't takemuchto put them away.

Cambot - This hovering sentry poses no offensive threat, yet is best let alone. If you $
happen within its search lights it automatically signals enemy forces t0  p=
convergeonyou. 'gl'l

SludgeMinion - A hulking robot with adeadly shot. Luckily, anaudiblesignal alertsyouto the
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L asergat -

Deathsphere-

BattleBoar -

Venomvermin -

Ragemaster -

Brains-

Psyclaw -

Walkthrough

oncomingfire. Strafesidetosideand useyour C4totakehimout.

This"eyeinthesky" hastheability to kill and kill quick. A rotating gun mounted to
thecelling firesdeadly laser shotsat you from quiteadistance. Their small sizeand
relativedurability makethem astrong opponent.

A floating ball of hurt. The 'Sphere's powerful lasers can hit from any distance.
Jump out of hiding whilethey rechargeto fire some quick shotswith the Sidewinder,
then get back. They often attack in pairs, so be sure and have Superfly watch your
back.

The treaded Battle Boar careens around the corridors of the Icelab. With wicked
speed, he's on you in aflash. Break out the Disruptor Glove and give it an old
fashioned beat down.

Notjust arat, but arat with arocket launcher. Thiswily foeletsout apiercing scream
right beforefiring. If close, hispoisonousbite could doyouin. Usethe Sidewinder
for long-range shotsor the Shotcycler for up close.

This guy is more bark than bite if you keep your distance. Hisonly weaponis his
punishing punch. Backpedal whilefiringthe Sidewinder and you shouldn't haveany
problemwith him.

Don't fret, they are merely part of a defense system for the Daikatana. Shattering
their glass enclosures and thereby exposing them to the atmosphere is enough to kill
them. Kill all threeto meet Psyclaw.

Theguardian of the Daikatana, the Psyclaw isanot only asight to behold, but can be
hazardous to your health. The brain-shaped creature has razor-sharp claws and the
power tomakeyoudelirious. UsetheBFG onthisone.

Two's company but three's ... You guessed it, you now have to escort two mildly intelligent characters
throughout therest of thegame. What Mikiko lacksbetween the earsiseasily overshadowed by her moody,
sometimesdownright foul, attitude. Resisttheurgeto unload you arsenal on her!

Divide up the armor and weaponry in thefirst room of the Vault and then head
up the steps.  Shoot down the Cambot and let your sidekicks pick up the lon
Blaster near the large door at the top of the steps. Use the keyboard to access
the next room and bl ow out the Ragemastersthat | eap out of the hatches. Shoot
apart the grating on the wall to the right and follow the passage past the
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Venomvermin. Grab the health and the Save Gem from acrossthe way and return to the large room ahead.
Jump downintothepitintherear of theroom. Usethekeypadinthealcoveto extract theladder onthewall
andridethelifttothemainlevel. Usetheladder totheright to reach thedoor to the next room.

Destroy the Guards and Deathspheresin the next room, and then board the largellift
with Mikiko and Superfly. Havethemwait by thedoor. Send thelift back upstairs
without boarding it. Shoot the grate near the floor and enter the ductwork. Crawl
along past the Venomvermin to the terminus. Shoot the grates on each side to
collect ahost of goodies. Returntoyou'rethelift and takeit back up. Thekeypadin
the rear of the room opens the large door downstairs. Use the keypad and then
quickly descend onthelift and exit theroom, calling Mikiko and Superfly tofollow.
Blast the Ragemaster and Guards and then head back to thelift.

The door across the room islocked. An exit is available through a pipe in the water. However, before
leaping off the bridge, shoot out the power box near the suspended bridgeabove. Thiswill lower aplatform
youwill needlater. Now jump downintothewater below. Usethekeypad to openthe manholeanddivein.
Swim to the ramp leading out of the tunnel and grab the Save Gem ahead. Turn and fire at thefan. Jump
into thisair duct and drop down into the next room. Take out the guards and climb the ladder. Open the
door tolet Mikiko and Superfly join you and then head to the blueroom at thefar end.

Climb the ladder in the small blue room to the central computer room. Explore
among the computers for the Hosportal, killing the Workers and Cryotechs above
along theway. Passthrough the mesh doorsand work your way upstairs. Onceon
the catwalk, go left to the keypad. Return back to the main floor to find the hidden
Plasteel Armor under the stairs. Return to the upstairs catwalk, thistime heading
right at the turn. Climb the ladder and drop down into the pipe. Kill the
Venomvermin as you leave the pipe and pass through the next several doors,
crossing over thebridges, asnecessary.

Enter the room ahead and take out the two Ragemasters that approach immediately. The door ahead is
locked soturnleft and shoot out thegrateinthewall. Usethecratestoreachtheventandclimbin. Soonthe
ductwork collapsesand dropsyouintothedrink. Annihilatethe Sludge Minionsand climbtheladder tothe
platform above. Grab the Save Gem and study the movement of the platforms ahead of you. Leap from
platformto platform until you reach thefifthandfinal one. Thisisagoodtimetouseyour Save Gemincase
you don't makethejump to the ductwork. Rocket-jump ontop of the vent to gralb someammo or just climb
intothevent. Totherightisthe health you attemptedto grab earlier. Totheleftisaway out of thevent and
into the locked room. Open the door to let Mikiko and Superfly in and continue down the hall to the
next map area.

Take out the Battle Boar and the Guards and refresh with the Hosportal. More Battle Boars will
approach from down theramp. A shot from the Shockwave will help your cause. Turninto theroom
ontheright for moreammo and health. Just be sureto kill the Venomvermin that approach you asyou
leavetheroom. Usethekeyboard to open ahidden door inthehallway. Grabthe Save Gem and climb
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the ladder to the vent above. Drop down onto the platform bel ow and begin attacking the Deathspheres as
you ascend. Duck through the first three hole in the wall and then leap onto the
ledge on thewall to collect the health. In the bottom of this shaft isavent leading
out of thistrap. Youwill emergeinthelineof firefrom aBattle Boar, take him out
and descend theladder to return downthehall to Mikiko and Superfly.

With Mikiko and Superfly in tow, return to where the Battle Boar was. Pressthe
keypad to unlock adoor above and ascend the ladder. Put away the Ragemasters
and continueinto the next room. FireaShockwaveinto thecorridor toyour left. Afteritsforcedissipates,
continueonto get the Save Gem ahead. Thedoor to your right leadsdirectly into the crossfire of two Battle
Boars, usecautionasyou proceed. Turnthecorner and put downacouplemoreBattleBoars.

Soon you will find yourself in the room holding the Daikatana. To the left of the entranceis an electric
force. Asthemoving objectsreachthefloor, ajolt of electricity will be spread acrosstheroom. Besureto
be standing on one of the corner platforms when this occurs. Your first step is to destroy the yellow
cylindersnear theceiling. Thishelpstoremoveashield fromtheBrains. With the Brainsvisible, shoot at
their glass cases. One by one, as they explode Lasergats will begin firing on you.
With the Lasergats and the Brains only amemory, the Psyclawswill appear. Avoid
their clawsandfirethe Sidewinder and C4 at them until they'redead.

AsHiro grabsthe Daikatana, Mishimashows up to teach the youngsters the history
of the sword and of the power it holds. Witness to the power of the Daikatana,
Mishimahasthethreesomebanished to thefar reachesof time.

this guide downloaded from ignguides.com




Introduction
[tems

Kyoto, Japan, 2455 AD

Ancient Greece, 1200 BC

Medieval Norway, 560 AD

San Francisco, USA, 2030 AD

Episode 2: Ancient Greece - 1200 BC

Staying trueto hisword, Mishimacastsyou to afar away placeintime. Hiro standsin amazement that he
has been transferred to Ancient Greece. Alone. Your objectives in this Episode are clear. You must
reunitewith Superfly and Mikiko and re-energize the Daikatanato transfer back to 2455 AD.

Weaponry

Daikatana

Discus-

Venomous-

Sunflare-

HadesHammer -

Trident -

Eyeof Zeus-

Armor

Silver Armor -

Gold Armor -

The namesake weapon of thegame. A powerful sword capable of being powered-
up themoreyou useit. Pressthe"Tab" key to check the current level of thesword's
power.

Thisrazor sharp throwing disc can be used to slice away at closerange or thrown at
distant enemies. Very accurate and quick, the disc will return to Hiro with its
boomerang-esque properties. You are capable of carrying and throwing up to 10 at
atime.

A staff that spits streams of venom at its opponents. Best for close attacks, but
beware, thisone can damageitsuser aswell.

A ceramic pot of boilingoil. Whenthrown, it eruptsintoawall of fire.

A massive sledge hammer capable of being charged up the longer you hold the
"attack” key. When unleashed, seismic wavesrippleyour enemiesand shakethem
todeath. A greataidtoyour jumping ability aswell.

Three simultaneous shots emitted from this elongated weapon. Very accurate and
strong, thisistheweapon of choicefor distant enemiesin Greece.

Capableof destroying all nearby enemieswith apowerful lightning bolt. Keepthis
onestocked for your battlewith Medusa.

Providesitswearer with 200 armor points and is able to absorb 50% of enemy
attacks.

Likethe Silver, it provides 200 points of armor protection but reduces 75% of
enemy-inflicted damage.
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Special Items
LifeVase- Theyellow and bluepitcher givesyou 25 health points.

Lifewater Fountain - The"Hosportal” of Ancient Greece. Drink fromitfor largehealth
boosts. Onceagain, Superfly and Mikiko aren't worthy of thismighty beverage.

Drachna- Thecurrency of Ancient Greece. Find thecointo giveto the Ferryman for aride off
theisland.

Charon'sHorn - Ala"Clash of the Titans" use the horn to summon Charon the Ferryman out of the
mist.

Antidote- Thisvial will protect youfromtheriversof poisonfor 30 seconds. Drink up!

Greek Runes- ToleavetheAcropolis, you must collect thefive Runesthat spell out the Greek word
"Aegis'.

E2ML: Lemnos Isle

this guide downloaded from ignguides.com

Enemies

Small Spider - Capable of giving you apoisonous bite on the ankle, theselittlefellasare quick and
agile. Putyour back against thewall and cut ‘emto pieces.

LargeSpider - The overweight big brother. These guys can be outrun, but why? Carve them up
withthe Daikatanafor anice splashof gore.

Skeleton - This aggressive defender of all things Greek is best kept at adistance. His sword
thrust isquick and deadly. Throw acoupleof Discus at himto takehim down before
hegetstoo near.

Walkthrough

You may have alwayswanted to visit Greece and marvel at theruins, but let metell you, thisisnotime
for sight-seeing. You are stranded alone on anisland with aweakened sword in hand and have no idea
how toreturnyour owntimeand place. Get moving, thisoneisn't goingtowork itself out.
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Run ahead around the cliffs to find the Discus in the wheel barrow. Using the Discus and some fancy
footwork, take down the three Skeletons that approach near the ruins. Descend the steps on the left and
proceed straight ahead to grab thelifevasesthere. Turn around and go either left or
right into the next hallway and follow it outside. Enter the doorway into the next
building. Runthelength of thehall totheoutside courtyardintherear. Descendthe
stepstotheground level and jump into thewater to collect an Attack Boost under the
walkway. Climb out of thewater and head into the downstairslevel of the building
you just exited. Destroy the band of Skeletons that attack, grab the Save Gem and
usetheL ifewater Fountaintoregain somehealth.

Diveintothefountaininthecenter of theroom and pressthe
two buttons on the wall to reveal a hidden passageway.
Drop down into the pool below and immediately climb out
of the water to grab the Silver Armor. Return to the water
and swim through the shallow tunnel to the next area. Pass
through the doorway and head up the corridor mindful of
thearmy of spidersthat will attack. Enter the next building
throughthelargegoldendoors.

As you enter the building, jJump into the fountain on the left to grab another Discus. Climb out of the
fountain and take aswan dive off of the platform into the water below. Kill the Skeletons and then throw a
coupleof Discusat the crack inthe ceiling to find ahidden Goldensoul along with acoupleof spiders. Turn
and head through the doorsto the next courtyard. Anarmy of Skeletonsand Spiderswill attack. Onceyou
put them away grab the health from the center of the yard and proceed up the stepsin the rear to the next
building.

Pass through either door to the main corridor and jump in the fountain to collect the Save Gem. Walk the
grating over the aqueduct and enter the door down the hall to theleft. Grab thelife vaseshereand returnto
enter through the doors at the other end of the hall. Grab thelifefrom the statue in the center and jJump into
thewater that flowsunder the statuefrom behind it. Swim through the channel, grabbing the armor, and out
intotheagqueduct. Wadethroughthewater, eventually plunging off aledgeand into apool bel ow.

Climb up the stairsand enter the next map areathrough the doors. Run ahead and grab Charon's Horn and
pass through the doors on theleft. Approach the stand for the Horn and summon Charon. He wants some
money for his services and tells you to return with the Drachna. No problem. Reenter the building and
proceed through the now open door ontheleft.

Onceoutside, head to theleft of the stairsto the next building. Attack the crack g

i

. 00 Y.
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inthefoundation and crawl inside. Grab the Save Gem and diveinto the water.
Swim out of thewater and bust down the boards acrossthe door to enter the next
room. Bewaretheholeinthe center of thefloor and passthrough the door to the
right asthetwo at the ends are barricaded. Battle your way up the staircasesto
thegold doorsat thetop.
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Climb the stepsto the right and grab the Drachna. Descend the steps and battle the
hoard of Skeletonsasyou makeyour way out the door ontheright. Thechirping of

the seagulls aerts you that you are near the water. Head down the sandy path past =
the Skeletons and Spiders, stopping only to grab the Gold Armor near the statue on 8
theleft. GivetheDrachnato Charonandlethimferry youto Catacombs. 3
)
) ®)
E2M2: Catacomb =
()]
, c
Enemies =
Small Spider - Capable of giving you apoisonous bite on the ankle, theselittlefellasare quick and g
agile. Putyour back against thewall and cut 'emto pieces. =
5
LargeSpider - The overweight big brother. These guys can be outrun, but why? Carve them up %
withthe Daikatanafor anicesplash of gore. @
@)
Skeleton - This aggressive defender of all things Greek is best kept at adistance. His sword c
thrust is quick and deadly. Throw a couple of Discus at him to take him down S
beforehegetstoo near. .8
Griffon - Themythological winged beast. Thisoversized foehasno ranged attack and can be %
knocked out of theair with afew good hitsfromtheDiscus. ‘5
()]
Thief - Thieves, by nature, are sneaky andtheseguysareno exception. Their kniveswillbe | )
thrown at you from afar and stabbed in your gut from up close. Keep moving and 5

hitting, movingand hitting, or it'syour lifethey'll steal next.

Walkthrough

Catacomb, meaning underground passageway, iswhere Charon depositsyou. Alonestill. Off of theisland
and back onthemainland, Hiro can't betoofar fromcivilization. Couldthecity of Athensbenear?

Starting on the beach, grab the Discus to your left and head into the slot canyon ahead. Battle past the
spidersto the opening near the waterfall. Useyour arsenal of Discus to slay the Griffon and Skeleton
that approach. GrabtheLifeVasefromtheright of the pool and then enter the caveontheleft. Follow
the caveto the next opening and crawl inside the passageto grab some health and aSunflare. Thepath
isblocked soyou must find another way. Climbintothetunnel inthecanyonwall totheright.

Ascend theledgesin aswitchback fashion to thetop and jJump into thewater below. Swim throughthe g
tunnel in the rock and emerge on a ledge, back outside. Hop over the waterfall and onto the ledge



Introduction
[tems

Kyoto, Japan, 2455 AD

Ancient Greece, 1200 BC

Medieval Norway, 560 AD

San Francisco, USA, 2030 AD

above Follow thestream toitssource, killing any attacking Skeletonsalongtheway. Atthewaterfall, step

j ® into thewater and swim up thefalls. Destroy the boulder near the cavetoreveal a
| hidden Megashield. Jump down from the cliff and head past the trees and Spiders
to the Save Gem ahead. Turn and jump down into the passage on the other side of
thedebrisand head into the Catacomb..

Follow the corridor to the Thief and Skeleton and grab the Silver Armor. Continue
onup thestairsahead and grab the Venomous. Follow thetrickleof water downthe
stairs in the next hallway. The room to the left contains some health and another Discus. Reenter the
hallway and follow thewater to the next area. Make useof the Lifewater Fountain and, before jumping of f
theledge, grab the Sunflarefrom wherethe Skel eton emerged.

From the base of theledge, grab theammo and follow the tunnel past the creaturesthat lurk in these partsto
thefork intheroad. Facingdownstream, headintothewell-lit cavetotheright. Sliceup any Skeletonsyou
encounter asyou forge ahead. Before heading down the steps acrossthe next room, jump onto thelanding
and battle the Thief. A Skeleton will burst out of thewall. Kill him and then enter the alcove to grab the
Save Gem hewasguarding. Turnand head downthestaircase.

Passthe large metal bars and up the next staircase. Proceed to the end of the hall and grab the ammo from
the platform to theright. Approach the tapestry hanging on the wall and pressagainst it to reveal a secret
panel. Turnthestonewheel toraisethebarsyou passed at thefoot of the stairs. Go collect the Goldensoul
andreturntothestonewheel. Enter thelarge caverntotheleft of the stonewheel and head up the stepsinto
through the next doorway.

Asyou work through the corridor, an earthquake hits destroying much of abridge
ahead. Slay themarauding Griffon, Thief, and Skeletonsat the bridge and grab the
Life Vase from theright side of the building you just exited. Now walk around to
the other side of the structure and climb the dirt mound. Leap onto theroof to grab
the Golden Armor. Drop back down to the ground and take arunning leap across
thegapinthebridge.

Enter the hall on the other side of the bridge. Asyou begin to enter the room with
thesmall pool, turn around and pressagainst the painting onthewall inthe hallway.
Goinsidethe opening to grab the Hades Hammer. Enter theroom and stand in the
pool to set off asmall scale quake. Another door opensup, thisoneacrossfromthe
pool. Enter the secret areato collect the Megashield. Leave the room and turn
right. Smashtheboardsover theropeladder and descend.

Run ahead to the Sunflare and health and turninto the next tunnel. Enter thetunnel to theright to grab
the Goldensoul. The floor will drop out from under you, but don't worry Mikiko shows up on the
scene. Sheusesher woman'sintuitiontolocateawell hidden lever that operatesaladder fromthefloor
of the pit. After the cinematic, jump back into the pit to grab the Goldensoul. It isafter all why you
entered that hallway to beginwith. Proceed to the stonewheel onthewall near thelever Mikiko used.
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Turnthewheel to open the gatesleading from the Catacomb to Athens. Turnand head downthehallway in

theother direction.

Asyou follow the pathway, break into each of the tombsto allow Mikiko to collect some weaponry and
health. You will emerge from the passageinto alargerock cavern. Mikiko and Hiro use aboulder to bust
through astonewall and gain accesstothecity of Athens.

E2M3: Athens

Enemies

Small Spider -

LargeSpider -

Skeleton -

Griffon -

Thief -

Caryatid -

Centurion -

Capable of giving you a poisonous bite on the ankle, theselittlefellasare quick and
agile. Putyour back against thewall and cut ‘emto pieces.

The overweight big brother. These guys can be outrun, but why? Carve them up
withthe Daikatanafor anicesplash of gore.

This aggressive defender of all things Greek is best kept at a distance. His sword
thrust is quick and deadly. Throw a couple of Discus at him to take him down
beforehegetstoonear.

Themythological winged beast. Thisoversized foehasno ranged attack and can be
knocked out of theair withafew good hitsfromthe Discus.

Thieves, by nature, are sneaky and theseguysareno exception. Their kniveswill be
thrown at you from afar and stabbed in your gut from up close. Keep moving and
hitting, movingand hitting, or it'syour lifethey'll steal next.

These guys blend into the landscape as stunning pieces of sculpture. Then they
cometo life. The pure size of their sword is enough to cause you to run and hide.
Instead, shatter them with the HadesHammer, it'syour only hope.

The "Elite Guard" of ancient times. These soldiers possess deadly accuracy and
unyielding determination. They will toss spears from a distance and then stab
repeatedly asthey draw near. Usethe Greek equivalent of aBFG onthem.
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Walkthrough

With aboulder blocking theexit, Mikiko and Hiro have no choice other than to make their way through the
great city of Athens. Before setting off however, an apparition appearsto Hiro. Could it bethespirit of his
lost ancestor, Usagi Miyamoto? Hiro sayshnothing of thisto Mikiko and thetwo continueon.

Climb theladdersto the ledge above, alongside the aqueduct. Walk theledge past
the attacking Centurions and jump then wade through the water out into the
courtyard. Head through thewater to theright towardsthestonebuilding. Exitthe | ©
water, kill the Skeleton and approach the block with engraving of grapes on it.
Press against the block to reveal a secret passage. Enter the passage and grab the
SaveGemahead. Kill the Skeletonsthat appear and descend the steps.

Enter the room with the altar and press the button on the column directly acrossfrom the altar. Thiswill

' open asecret room on the other side of the altar. Enter theroom and proceed to the
far end. Pressthe button totheright of the door to movethe stone blocks back into
place, allowing you to grab the Silver Armor. Exit through the new opening by the
button. Climb theladder totheledgeand follow it around to the next area. Before
exiting the building, turn and run and leap acrossthe gap to grab the Vitality Boost
| ontheledge. Jump back and head for thesmall yellow-lit block. Pressagainstitto
go outdoors. Grab the ammo from the courtyard and cross the bridge to enter the

next building.

Makethefirst left turn and emerge on abal cony facing astatue of Poseidon. Begin down the walkway but
turninto thefirst door on your left, picking up the Sunflareon theway. Head down thestairsand turnto the
right. Have Mikiko grab the Venomouswhileyou slaughter the Centurions. Grab the health from behind
thewooden doors before heading downstairs. Oncedownstairs, proceed past theexit to theend of the hall.
Turn and enter the doors on theright. Kill the Centurions and grab the Mana Skull. Leave the room and
head up the small set of stepsto the right and then entering the wood trimmed room on the |eft. Battlethe
Thievesand Centurionsasyou crosstheroomand head out into the courtyard.

Head towardsthe temple at the end opposite Poseidon. Grab the Hades Hammer and turn and enter either
of the doors on the left side of the courtyard. Kill the attacking Skeletons and make your way into the
sunken room onthe ground floor. Grab [ the Save Gem and use the Lifewater
Fountain. Exit the building and head | | into either of the doors along the wall
behind the large statue. Destroy the k. ’ army of Centurionsnear thewaterfall and
turn the wheel mounted on the wall to § open thetomb inthe temple. Leave
the room and cross the courtyard to the L temple Mikiko will wait for you
whileyou diveinto the water and climb the ladder to the second level.
Directly behind you when you get off the ladder is a Life Vase. After
grabbing thehealth, continue along theledge and enter thefirst door.

Bypassthestairway and turnright at therear hallway. Proceed al theway totheend of hall, ultimately
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coming out in anew courtyard area. Useyour Discus to take out the Griffonsfrom under the protection of
theawning. Drop downintothewater and duck under the walkway to emerge over thewaterfallsroomyou
stood in moments earlier. Jump down to grab the Save Gem and then jump down again to the base of the
main cascade. Facethewater and duck under to find a hidden roomwith Silver Armor. Exit theroom and
returnto Mikiko at thetemple.

HaveMikikofollow youintothedoor ontheleft. Proceed past thestairstothebronzegate. Kill theThieves
and Skeleton with the Sunflare and have Mikiko stay here. Return to the temple and jump into the secret
passage oncemore. Enter thefirst door, but thistime descend the stairs and head to the next set of stairson
the left. Switch the lever at the top of the stairs and call for Mikiko to join you.
Climb back up the stairs and proceed down the long corridor to the next courtyard.
Rather than jumping intothewater, crossthe bridge and enter the next building.

Go around the grand staircaseto the corridor intherear. Kill thepair of Centurions
and grab the Speed Boost. Turn and run up the staircase. Grab the Save Gem and
enter the room to the left. Locate the square stone with seahorse engravings on it.
Step onto it to unveil a hidden passage. Leave the room and enter the passage ——
acrossthestairs. Enter theroom ontheright and diveinto thewater. Pressagainst

the column with the seahorses on it to locate yet another hidden passage. Swim

through the tunnel and then through a vent into alocked room. Grab the Trident \

fromthefloor and exit theroom. Mikikowill meet up withyou near theagqueduct.

Pass through the two sets of double doors to the next courtyard outside the

Acropolis. Grab the health and ammo scattered about and then climb to thetop of thefountaininthe center.

D|ve into grab the Wraith Orb. Passthrough the two sets of double golden doorsto the next outdoor area.

Usethe Discusto pick off the Harpiesand Centurionsfrom high above. Ascendthe
stoneramp on the left to the ladder and climb it. Walk across the wooden planking
and kill the two Centurions standing watch. Flip the two levers and descend the
' ladder back tothemainwalkway.

| As you begin to enter through the doors the Caryatid

comes to life. Smash him with the Hammer a n d

proceed around the wall to the next area. Ascend the ramps to the Acropolis,
dlashing the Skeletons that swarm with the Daikatana. When Mikiko catches

up enter the Acropolistogether.
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E2M4: Acropolis

Enemies

Small Spider -
LargeSpider -

Skeleton -

Griffon-

Thief -

Caryatid -

Centurion -

Harpy -

Satyr -

Walkthrough

Hiro and Mikiko successfully enter what is known as the Acropolis. This collection of enormous
structures make up thelargest and most time consuming missionin Daikatana. Confusing puzzlesand
the need to repeatedly search four buildings for Greek Runes will leave you happy to meet Cerberus,
thethree-headed guardian of the Parthenon. However, follow the pathlaid out in thisguide, and you'll
beontoMedusasLairinnotime.

Capable of giving you a poisonous bite on the ankle, these little fellas are quick and
agile. Putyour back against thewall and cut 'emto pieces.

The overweight big brother. These guys can be outrun, but why? Carve them up
withthe Daikatanafor anicesplash of gore.

This aggressive defender of all things Greek is best kept at a distance. His sword
thrustisquick and deadly. Throw acoupleof Discus at himto take him down before
hegetstoo near.

The mythological winged beast. Thisoversized foe hasno ranged attack and can be
knocked out of theair withafew good hitsfromthe Discus.

Thieves, by nature, are sneaky and these guysare no exception. Their kniveswill be
thrown at you from afar and stabbed in your gut from up close. Keep moving and
hitting, moving and hitting, or it'syour lifethey'll steal next.

Theseguysblend into thelandscape as stunning pieces of sculpture. Thenthey come
tolife. Thepuresizeof their sword isenough to causeyou to run and hide. Instead
shatter their marbleized body with the HadesHammer, it'syour only hope.

The "Elite Guard" of ancient times. These soldiers possess deadly accuracy and
unyielding determination. They will toss spears from a distance and then stab
repeatedly asthey draw near. Usethe Greek equivalent of aBFG ontheseguys.

A winged creature with a range attack. Often attacking in groups, they are best
counteredwiththeDiscus. Just bewareof their deadly arrows.

Sort of like ahuman but more like afarm animal, the Satyr can deliver you a severe
beat-downif cornered. Backpedal whilehitting himwiththeDiscusor Trident.
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Begin by crossing the bridge and grabbing the Sunflare from near the lantern. Turn around and jump down
into the water below. Wade through the water past the tree to grab the secret Mega
Shield. Head back up therocky ledgeto whereyou began and battle your way up the
sandy path to the door ahead. Enter the room with the fountain and approach the
statue on the left. Attack the corner of the statue that is cracked to revea ahidden
Mega Shield. Now diveinto the fountain and swim down through the opening and
into the passageway. Follow it to a secret Goldensoul. Return the way you came
and climb out of thewater.

Beginupthestairstothegolden doorsat thetop. Beforeleaving thisroom, stopto get the Save Gemfromthe
middletier of thefountain. Passthrough the doorsat thetop to exit thetemple. Grab the Venomous ammo
from the left, kill the two Centurions and the Thief and follow the path around the temple to the right.
Continue past more Centurionsto the door on theleft. Crossthe courtyard to collect the Trident. Returnto
theother sideof thecourtyard and enter thedoor.

Follow the stepsto the top and battle your way around the walkway into the next room. From thetop of the
stairs, kill the assaulting Satyrs, Skeletons, Thieves, and Spiders. Jump over the railing into the drainage
area and collect the Save Gem from amidst the water. Use afully charged Hades
Hammer to blast you up and over the railing and back onto the walkway. Head
through the door into the next room. Grab theweaponry and ammo fromtheleft and
crosstheroom past the statue. Attack the off-colored section of wall left of the exit
toreveal asecret Power Boost. Leavethe room and battle through the creatures on
your way upthestairs.

Descend the series of ramps to the floor of the room and jump into the spider shaped pool. Grab the Save
GemandturnaroundtograbtheLetter "A" Rune. Leap out of thewater and head back up thebronzerampto
the catwalk and head to the right into the next corridor. Jump down from between
the columnsinto thesmall courtyard below. Grab the ManaSkull and rejoin Mikiko
on the steps.  Continue on, following the walkway to the floor. In the corner isa
sunlit acove with alarge button on the floor. Have Mikiko stand on the button to
hold the large gates open. Return to the room with the spider shaped pool and exit
the building through the gates behind it. Turn the wheel to the left to hold the door
open while you return to get Mikiko. Together leave the building and head up the
sandy pathtotheright.

Enter the large temple at the top of the hill and go left down the hall to the courtyard. Kill the attacking
Centurions and Thieves. Walk the perimeter of the room to oollect the Life Vases, anmo, and L etter
"S" Rune. Now approach the large stone wheel and turn it to lower aboulder to your right. Exit the
building theway you camein and head down the hill past thewaterfall and around to theright. Follow
thestreamtothenext building. Crossthebridge, grabthe Trident Tipsand enter thetemple.

Walk through the opening on theleft to themain room. Grab the Letter "E" Rune from the pedestal in
the far right corner and then cross the room to the stone wheel on the wall. Turn the wheel to lower
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another boulder. Leave the building the way you entered and head to the sandy path on the left as you
descendthestairs.

Travel thelength of the caveto the opening ahead. Turnto theright and skirt the building to the staircase on
theother side. Destroy the Centurionsand Skeletonsthat attack and ascend thestairs. GrabtheTrident Tips
and enter the building. Battleyour way down the stairsto the pool below. Duck into the opening below the
stairsto find aMega Shield. Crawl out turn the stonewheel onthewall. Ascend the staircase and leavethe
building theway you entered.

Once on the porch, descend the stairs and head left around the perimeter of the building. Grab the Attack
Boost from behind the last column near the rock wall. Now turn and enter the cave directly ahead. Battle
your way through the cave and onto therock ledge. Follow thepath uphill tothebuilding above. Dropdown
onto theledge and grab the Trident Tipsand Save Gem. Enter the building and proceed to the main roomin
therear. Enter the hall in very back of the building and turn the stonewheel at itsend. Return to the main
roomto grabthe Gold and Silver Armorsyou madeavailable. Leavethebuildingtheway youentered.

Head back down therocky trail to the building below. Skirt around the building to
theleft and enter the cave explored earlier. Follow thetrail tothebuilding at thetop
of the hill and enter. Asyou enter the large room in the rear turn to your right and
ascend the stepsto the door ontheleft. Obliteratethetwo Caryatidsthat attack and
go through the next couple of doors to the Save Gem on the porch. Head up the
stairsto the left and walk the balcony to the end. Before passing through the door
and out onto the porch, leap onto wooden ledgeto grab the Golden Armor. Exit onto
the porchandfollow the path around to theright and into through the door.

Have Mikiko grab the Life Vases while you drink from the Lifewater Fountain. Head up the stairs and out
onto the balcony. Kill the Thief and Harpy and turn to grab the Save Gem and Venomous from the left.
Crossthe bridgeinto the cave ahead and make the running leap across the gorge near the waterfall. Follow
thenarrow ledge acrossthe chasm and into the cave ahead. Bypasstheladder and head straight intotheroom
ahead. GrabtheAcroBoost and passthroughthedoor ahead. Quickly kill the Satyr and jump onto theledge
toyour right. Walk around theledgeto theright to find asecret Save Gem. Jump back off theledgeonto the
porch, grabtheL etter "G" Runeand reenter thebuilding.
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Now proceed through the door on the upper landing. Kill the attackers and grab the Save Gem from your
left. Head up the ramp to the cave ahead. Follow the spiraling ledge up to the temples on top of the
mountain. Use the Discusto keep your foes at bay along the ledge. Once outside the temple, be sure and
collect the goodies from both entranceways before actually going inside. Sunflares, Life Vases, and
ammoisimportant at thisstage of themission. Enter through either doorway .

Passthrough the door to theright and descend thetwo flightsof stairs. AmmoandalLifeVaseislocated
on the sides of the stairs. Use the ladder to climb back onto the staircase if you go for them. Pass
through the door into the next area. Descend the stepsto the bronze gate and grab the L etter "1™ Rune.
Crawl under the staircase to find a secret Mega Shield. Now climb all of the stairs to the walkway
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leading into thenext room. Grabthe Save Gem from the bookshelf and continueon.

Once on the ledge outside, use the Daikatanato slay your enemies. Leap over the

bronze railing to the water below and grab the Golden Armor. Climb back up and

enter the cave ahead with Mikiko intow. Walk the path to the next building and go

insidethelargedoors. Follow the hallway to theleft to thelarge stonewheel in the

rear of the building. Turn the wheel to open a pair of large doors that you just

walked past. Go through these doors onto a stone walkway high above a courtyard. Follow the walkway
around and to theleft. Crossover the bronze bridge to the next room. Get the Save Gem from the wooden
shelvesand then descend the stairs, killing all attackersalong theway. Crawl under

thestair casethrough along dark passageto the Goldensoul. Get out from under the

stairsand passthrough the golden doors.

Kill the Satyr, Centurion, and spiders and then approach the Rune holders on the

left. Presseach letter and then turn the wheel to the right to open the gate. Asyou

pass through the gates, leaving the Acropolis, the large bars of the Parthenon slam

shut. TogainaccesstotheLair of Medusayou must enter thecave onyour left and defeat Cerberus, thethree
headed mongrel. Armyourself withthe Trident and firerepeatedly asyou moveabout histight living space.
Oncedlain, returnto Mikiko and moveontothenext part of your journey.

E2M5: Lair of Medusa

this guide downloaded from ignguides.com

Enemies

Small Spider - Capable of giving you a poisonous bite on the ankle, theselittle fellas are quick and
agile. Putyour back against thewall and cut ‘'emto pieces.

LargeSpider - The overweight big brother. These guys can be outrun, but why? Carve them up
withthe Daikatanafor anice splash of gore.

Skeleton - This aggressive defender of all things Greek is best kept at a distance. His sword
thrustisquick and deadly. Throw acouple of Discus' at himto take him down before
hegetstoo near.

Griffon - The mythological winged beast. Thisoversized foe hasno ranged attack and can be
knocked out of theair withafew good hitsfromthe Discus.

Thief - Thieves, by nature, are sneaky and these guys are no exception. Their knives $’
will be thrown at you from afar and stabbed in your gut from up close. Keep

moving and hitting, moving and hitting, or it'syour lifethey'll steal next.

iges

Centurion - The "Elite Guard" of ancient times. These soldiers possess deadly accuracy
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