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Not everyone gets to work with a best friend. | do. |
treasure every project | can work on with my buddy
Don Tica. Thanks for being super awesome, Don.
Thanks also to John Browning. | hope | made a good
impression on our first project together. As always, all
of the people at EA were simply amazing in helping us
bring the Dead Space book to life. Last but not least,
thank you to my lovely Leslie. | may have been extra
grumpy, but you were extra understanding.

~—upuntithow...

Before the Kellion rendezvoused with the Ishimura,
the planetside colony was abuzz with activity. Rumors
began to swirl about a mysterious religious artifact
after miners uncovered a tall oddly shaped obelisk.
When it was revealed that the miners had, indeed,
uncovered a strange “something” on the planet's
surface, colonists quickly split into two-camps—
religious Unitologist supporters and people who
thought it was simply another chunk of rock. After the
two camps became severely polarized, things got even
worse.

Colonists began acting erratically and seeing visions.
Some even reported that the dead had begun to return
from the grave. Things quickly spun out of control as
reports of murders, mass suicides, and rumors of
strange creatures began to run rampant.

Though the planetside colony’'s condition was
worsening before the USG /shimura arrived, its arrival
was the final step in the colony’s downfall. Shortly
after the Ishimura cracked the planet and transferred
aboard the strange artifact, called the “Marker,” all
was lost...

l’@

Scattered throughout this book are several boxes
meant to help you in your adventure.

Tip boxes contaln valuable tidbits of Info meant

“to help you enhance your gameplay experience.

They can contain locations of valuable items or
advice on how to proceed. .

Note boxes provide information about your™

adventure or the book. Consider these Note

boxes a running commentary throughout your
adventure. i

Even if you skip the Tips and Notes boxes, be
sure to read Caution boxes! Their sole purpose
is keeping you alive by keeping you out of.
danger and on your feet.



Control Your Fear

' CONTROL 'mun fEAR

No matter how many times you survive a sticky situation or how many necromorphs you put out of their misery,
you'll do it all only by-having a firm grasp of basic combat techniques. .

-

-

The HUD is simple, easy to read, and extremely efficient. Integrated into your RIG are four vital pieces of infor-

mation: health, ammo, oxygen, and stasis. Luckily, these are the only four vitals that matter.

HEALTH INDICATOR: The blue
bars running up your spine
represent your Health meter.
As you take damage, the
bars will deplete. When your
health drops to dangerous
levels, the bars will turn
yellow. At critical levels, the
bars turn red.

STRSIS MODULE: Rfter acquiring your stasis
module, you can track the amount of stasis
power In your RIG. When full, the half-circle
module will be completely blue, and will turn
red when nearly empty.

OXYGEN TANK: The Oxugen Tank meter tracks the

amount of time left untll your oxygen runs out.
When the tank is nearly empty, it will flash red.

,..;_,,;._ —_—

Like the Interact option,
your oxygen tank meter
only appears when
necessary, such as when
you enter a vacuum.

INTERACT: The Interact
option will only appear when
something is close enough
to be actlvated, picked up, or
opened. &

AMMO COUNT: Every weapon
has an ammo count. When
running low on ammo, the
ammo Indicator will turn orange.

The most basic
element of
combat begins
with movement.
Instead of having
a simple first-
person view or
even a traditional
third-person view,
your view is set

Action Khox 360 PS3
Walk Left thumbstick Left
Run + left thumbstick + left
Look Right thumbstick Right Ge=)

slightly askew,

granting you more space on the screen’s right than on
the left. Though it doesn't change the way you engage in
battle, it does require that you turn more sharply when
you want to view or aim at things to your (Isaac’s) left.

Before even setting out, though, begin by adjusting
your control preferences. Select the Options menu,
then the Controls menu, and adjust your x- and y-axis

to suit your needs.

G
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Action Khox 360 PS3

Melee punch

Occasionally you won't have time to react, take aim,
and fire your weapon. When that happens, your only
recourse is to take matters into your hands...literally.
Your melee attacks are not nearly as powerful as your
weapon attacks, so only use them as a last defensive
resort. When enemies get too close or sneak up
behind you, use the melee punch to knock them away.

Small necromorphs that approach you from low on
the ground can be dispatched a bit more safely with
a stomp attack. Slow them with stasis, then run your
boot through them and squish them. Because these
are close-quarter combat techniques, you run the risk
of being attacked, so don't make melee combat your
primary form of offense!

Reload

Fire

Action

With weapon drawn,
press ©

With weapon drawn,
press

With weapon drawn,
press [E+X

With weapon drawn,
press




%L 8 i ;

By far the 'most'im_por'tant asEect of combat are your

- .weapon-handling skills. Fire oo slowly or.too rapidly and
you risk missing your target. Lose track of your ammo
count and you'll risk being surrounded by enemies with
no way of defending yourself. Use the wrong type of fire,
and you'll be shredded to pieces before you figure out
what went wrong. Firing on an enemy is simple enough.
Simply take aim and press the Fire button.

However, with each weapon having two different
types of fire, combat becomes subtly more sophis-
ticated. Dependent on the four weapons equipped
and the weapon currently in hand, your fire options
can range from single-fire bursts to continuous fire.
Secondary options can range from changing your fire's
orientation (from vertical to horizontal spray) to using
mines. Always keep in mind your weapon’s ammao
capacity and reload rate. The last thing you want to do
is have to reload while surrounded by necromorphs!

7, Bmol E
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Weapons can also be reloaded or changed
while in the Inventory menu.

| P E—

Kbox 360

While weapon is
drawn, press @

While weapon is
drawn, press ®

Action

Grab with kinesis

b
|
|
|
|
|
|
|
|
|
|

While holding object
with kinesis, press
to fire

While holding object

Fire held object
o cERohs with kinesis, press

While holding object
with kinesis, use right
thumbstick to move
object

While holding object
with kinesis, use left
@) to move object

Manipulate held
object

(e
7

Control Your Fear

After equipping-the required module, you will be able to
use kinesis—the power-to centrol.and move items by
manipulating gravity.<Aim at a movable object, which is
often marked with @, and press the Kinesis button.
This will g_r"éb the item and either pull it toward you if
small enough or grip it so that you may manipulate it.

In the case of switches and large objects, you can 4
slide them while on a track. With smaller objects like
pick-ups, crates, and debris, you will pull the item
toward you and use it as a projectile. Use kinesis .
with small objects to launch explosive canisters, grab™
distant items, and even thrust objects at enemies to
keep them temporarily at bay. '

Xbox 360

While weapon is
drawn, press

Action

While weapon is

Stasis
drawn, press @

Once your stasis module is equipped, you will gain

the power to temporarily slow objects and enemies in
time! Like kinesis, this ability can be immensely helpful
during battle and while navigating the ship’s dangerous
corridors. While in battle, use stasis blasts to slow
enemies and keep them from attacking you. While the
enemies are slowed, you can move away from harm,
circle around and flank it, or even run away to safety.

primagames.com
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While in a zero-gravity environment, the rules of
movement change a bit. Your basic controls for
running and walking remain the same, but zero gravity Action Xbox 360 PS3
allows you to float across the weightless environment

Sy ST e s Previpusl Lo Bngupmeprreny | 8 |
example, you can jump from the floor to the ceiling and FRG-HP- TN

walk on it.

To do so, aim your weapon at the surface you want
to walk on and press the corresponding buttan (see . Vihils viewyig map: B-nacuhiie VBRI
table above). If you can walk on the targeted surface, Zoom in/out use @ to zoom in and

map
you will leap toward it and automatically lock on to © to zoom out

it with your gravity boots. If you cannot walk on the
targeted surface, your ammo counter will flash red
and you'll stay put. Take advantage of zero-gravity
environments in battle. Flee from enemies by leaping
3 away or jump to other surfaces to gain an advantage.
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- Throughout your many missions, yeu may need to stop

= .and find your next objectives The simplest way to do

~ this is using your Objective Locator ability. Follow the
above commands to bring up a thin, glowing blue light
that emanates from your palm. Though it is extremely

efficient and immensely helpful, it is only useful when

the proper oPie.zctive is selected.

During missions with simultaneous objectives, the
blue line will only lead you to the current objective
selected. To switch objectives, bring up the Map menu
and follow the above commands to cycle through them.
While in the Map menu, you can also manipulate the
map to get a better view of the path ahead. Only stop
to look up objectives and paths when the coast is clear.
Don'’t do it while enemies are about!

Because every type of necromorph is unique, each
encounter with a different type of creature requires
a different approach. (For more info on how to
dispatch specific necromorphs, see the “Cast, Crew,
and Creatures” chapter.) However, there are certain
techniques that can be helpful throughout your
adventure. The following battle tactics, when applied
successfully, will make you the hunter rather than the
hunted.

While it's not quite a “tactic,” knowing the capabilities !
of your equipped weapons is absolutely integral :
to survival. Each weapon has a different type of ' N
ammunition, and in effect, a different type of fire. ' \E
Where your Pulse rifle can inflict a moderate amount —
of damage on a small area, the Line gun can inflict F
a greater amount of damage across a greater §
area. Meanwhile, the Pulse rifle may have a higher

rate of fire, but it inflicts less damage per round of

ammunition.

If you go into a firefight with the wrong weapon,
you're asking to be overtaken and killed. Once you've
found a combination of weapons that suits your liking,
make frequent use of the upgrade benches scattered
throughout your adventure. At their base levels, the
weapons are effective, but after tweaking and fine-
tuning, each weapon can become extremely more
effective.

f ﬁ primagames.com - o
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The Ishimura’s dark corridors can be a dangerous
place if you run wildly about. Even though you must
sometimes run at full sprint, typically you must be
careful and tread slowly. \WWhen approaching a corner
or a turn in a hall, stop just before rounding the
corner—you never know what waits around the bend!

Sneak up to the turn, slowly rotate the camera
around the corner, and get a better view of what lies
ahead before stepping out from around the turn. This
way, you will spy necromorphs before they spy you!

The ship’s corridors may be dark and narrow, but
that doesn’t mean they don’t provide useful nooks and
crannies to use for cover. There is also debris to use
as weapons. \Whenever entering a new environment,
note your immediate surroundings. If there are
explosive canisters nearby, gather them into a pile to
create a large bomb. If there are tables, crates, and
other large pieces of debris, use them as projectiles.

Similarly, keep in mind that you can use certain
nooks and crannies as temporary makeshift
barricades. Necromorphs may be more vicious
than you, but you are often more mabile. If you get
surrounded or swarmed, duck into a niche and
barricade yourself. Once barricaded, pick off your
enemies from your safe position. Lure foes around
corners, through small crevices, and past obstacles to
hinder their movement, then take them out!

C
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T"ﬂ _'__' ving their I /
galﬁsrsmSIIerl:fEaﬁJreﬁﬂ-lat ﬂun’t  legs, /
th?ﬁir?fe_gﬁ remalins the same. Remove the ;
creatures’ tentacles, arms, or other appendages T ]
mﬂﬁﬁmﬁﬁ'—':?:‘, =—3 === ®E
Your weapons aren'’t your only means of offense. You T~ — | =

also have two very unigue abilities: stasis and kinesis.
Combine your abilities to increase their shared effec-
tiveness. As mentioned above, kinesis can be used to
create barricades, bombs, and fire projectiles. Stasis
can be even more effective during battle. Use stasis
blasts to slow enemies as they approach or to impede
a swarm'’s assault.

Stasis can be extremely helpful in evening the odds. If
multiple enemies approach you, slow some down while
you destroy the others. Similarly, if a large overpowering
fiend ambushes you, slow it before it can do damage,
then distance yourself to get a better shot.

5 e
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You play as Isaac
Clarke, the USG
Kellioris engineering
and ship system
specialist. He's

a mysterious
character. Aside
from his love for

a woman named
Nicole Brennan,
not much is known
about Clarke’s past.
As he arrives at the USG Ishimura, he constantly watches
a video log from Nicole. Aside from completing his
mission, his main goal is to rescue and reunite with her...

= Hendra Daniels— |

Computer
specialist Kendra
Daniels waorks'
alongside Zach
Hammond and
Isaac Clarke.
She’s strong,
stubborn, and a
survivor. Though
she works with
Hammond, she
begins to suspect
that he knows more about what is going on aboard the
Ishimura than he lets on. In spite of her suspicions,
however, she continues to work with Hammond and
Clarke to find a way off the derelict ship.

=

My
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Zach Hammond
is the tough-as-
nails, handle-your-
business chief
security officer
for the USG
Kellion. During
the mission to
the Ishimura,
Hammond calls
the shots and
continues trying

P N Y A B ST ———

YCAST, CREW, AND CREATURES

to complete the original mission despite the many -
disturbing events following their arrival.

% Isaac’s love

. interest, Nicole,
is the senior
medical officer for

- the Ishimura. In

" her most recent
message to Isaac,
Nicole’s tone
was solemn and
disturbing. Her
whereabouts are
currently unknown,

but Isaac suspects she’s still on the Ishimura somewhere.

Doctor Challus Jr_ . . —
Mercer is one

of the USG
Ishimura's
on-board
doctors. Upon
arrival at the
colony, Mercer
witnessed the
necromorph
infestation and
quickly began to
conduct experiments with them, which he believes are a
higher form of life. As a Unitologist and scientist, Mercer
melded his personal beliefs with his profession and
became something very frightening—a necromarph ally.

—— Drlypne—— |
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Dr. Kyne may be
one of the only
surviving people
on the Ishimura
that has not
lost his mind.
While all other
survivors are
either mad or
trying to execute
some sinister
plan of their
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own, Dr. Kyne is the only per*;on that can see things
.clearly. Rather than try to glaim the Marker for himself
or allow the CEC to keep it, Kyne suggests that the
only way to bring an end to this horror it to place the
Marker back on the planet.

rf_—-'——" —— p =

The necromorph is the result of reanimated and trans-
formed dead flesh..In fact, the creatures are actually
a structured species whereby one type of necromorph
facilitates the creation of other necromorphs. Because
they require dead bodies to reproduce, their repro-
ductive habits can be likened to those of a virus. They
can reproduce and multiply in numbers at a frightening
rate and are savage beasts when looking for more
dead bodies to infect. Be careful, though—necro-
morphs aren’t scavengers. They won't simply wait

for people to die; they'll take matters into their own
deformed hands...

A ™

The Slasher necromorph’s sole purpaose is to kill
more humans for the Infectors to infect. Their long,
scythelike arms are razor-sharp and lightning quick.
Because they're the result of transformed humans,
they still walk upright and can be incapacitated by
severing their legs. Though this will drop them to the
floor and slow them down, they won't die until you cut
off their arms too.

Super-Slashers are tougher versions of the Slasher.
Their skin is slightly darker, and they are much tougher
to bring down. The strategy remains the same,
however—cut off their legs and finish them off when
they're down.

G

cast, Crew, and Creatures

The Guardians are thusly named because they almost
always appear next to doors or passages. These
necromorphs are always attached to walls and lash
out with their short tentacles. Their most dangerous
attack, however, is a long distance attack. As you
approach, the Guardians spit small pods a few feet in
front of them. The pods then lash out with a tentacle
and fire short range projectiles at you! To destroy the
pods, sever their tentacle. -

To destroy the Guardian itself, approach it carefully
after destroying the pods in front-of it, and use the
ripper to cut off its tentacles or drop a Line gun mine
just in front of it. You can also use stasis to slow it
down and keep it from rapidly spitting out several pods.

Infector necro-
morphs have
winglike appendages
that help them
hover over dead
bodies while they
infect it and create
other necromorphs.
Because their sole
purpose is to infect
dead bodies, they
often won't attack
you until after they've
infected all the dead bodies in the immediate area.
Take advantage of this and blow off their wings while
they're distracted.

When entering a room with several dead bodies
and multiple Infectors, target the Infectors first. If they
successfully transform the dead bodies, you'll have to
contend with a necromorph army.

primagames.com "
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Don't be fooled

by the Pregnant
necromorphs’
hulking size—they're
extremely fast

and agile! Like the
Slashers, these
bulbous beasts have
long, scythelike arms
with razor-sharp
blades for hands.

| If they catch you,
they'll easily shred
you to pieces.

In addition, their
large stomach sacs
contain dozens
of small swarm
necromorphs.
When blown up, the
Pregnant necromorph releases the swarm, creating
a secondary threat. WWhen confronting a Pregnant
necromorph, destroy it just as you would any other
necomorph—amputate its legs and decapitate it to
keep it from releasing its swarm spawn. Another
approach is to blow up the creature’s stomach from
afar, switch to'a weapon with a wide-range attack such
as your Flamethrower or Line gun, and decimate the
spawn creatures as they approach. If the swarm does
reach you, they'll climb all over you and eat you alive.

.’Ej‘?f'——ﬂl'-

Another approach for dispatching the swarm Is
to slow them with your stasis abllity and use
the Pulse rifle’s high rate of fire to burst the little
buggers while they're slowed.

The three-tentacled creatures are named for their
tendency to lurk in areas and wait for you to approach.

N
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The result of transformed juveniles, these little

Lurkers can also fire a spread of projectiles from their
tentacles. You will often find them scurrying up and
down the walls and ceiling, so keep your weapon raised
and your eyes open at all times. WWhen confronting
Lurkers, wait for them to raise their tentacles into the
air as they prepare to fire. WWhen they do, use your
Line gun to sever all three tentacles with one shot.

Like Super-Slashers, Super-Lurkers are darker,
tougher versions of the tentacled fiends. They're also
faster and take more shots to bring down. Because of
their remarkable speed, use stasis shots to slow them
down before severing their tentacles.

| e
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Leapers are named for their propensity for leaping
from wall to wall as they approach and leaping as they
attack. When not jumping about, they use their arms
to crawl along the floor to get within leaping distance.
Once in close range, they use their stinger tail to
attack.

When a Leaper attacks, slow it down with stasis
first, then attack! Its long, slender body can make it
difficult to accurately target, so slow it down to get a
clear shot, then blow off its arms.

s .

These large, tree-trunk-thick tentacles occasionally
whip out from the ship’s darkened corridors. VWhen
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they do, they use their harpoonlikestongue to grab
your foot and drag you intos<their lair. You cannot slow
it down or defeat it before it gets you on your back, so
don't bother firing on it when it emerges from the hall.
Instead, wait for it to begin dragging you, then shoot
the tentacle’s weak yellow sac near the midpoint.

The tentacle will drag you in short, quick bursts. In
between, it will slowly coil, granting you just enough
time to target the sac and blast it.

Dividers are tall,
lanky humanoid
necromorphs.
They're not

as fast as
Pregnant
necromorphs,
and they don't
have sharp
bladelike arms
like Slashers,
but they are
still difficult

to contend
with. \When
the Dividers
approach, they'll
thrash you
about. Once
destroyed,
though, they
divide into small spiderlike creatures that can swarm
you quickly.

Use stasis to slow the Divider when it starts to
divide, then shoot Napalm at its feet as it breaks
into its smaller parts. Your Flamethrower is great at
defeating the individual parts. The Flamethrower will
light all of the individual parts on fire simultaneously!
As they divide, target the head part first, since that
is the only part that can do a paired attack. Another
approach is to force them to divide from afar, then
destroy the small spider necromorphs with wide-range
blasts from your Plasma Cutter, Line gun, or Ripper.

cast, Crew, and Creatures
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The Hunter is a necromorph like no other. The result of
Dr. Challus Mercer’s experiments, the Hunter cannot
be killed by simply dismembering it. The creature

will simply regenerate the lost limbs and resume the
attack. Essentially, you can slow it down long enough

to escape, but you cannot kill it with your arsenal, no
matter how upgraded your weapons are.

To escape the Hunter’'s approach, slow it down with
stasis or remove its limbs and run! In certain situations
you can slow it down and use the environment to
dispatch it. While battling it in the cryogenics chamber,
slow it down inside the freezing tube, then activate the
refrigeration procedure. During your second encounter,
incapacitate it, slow it with stasis just behind the shuttle’s
boosters, then activate the shuttle to fry it to a crisp.

These huge behemoth-sized Brutes are fast, armored,
and extremely strong. Capable of running through

thin walls and double-thick glass and busting through
bulkheads, these creatures are among the toughest
necromorphs you'll face. The only way to dispatch them is
to fire at them from behind, where they are not armored.
To inflict even more damage, target the yellow areas.

If you remove its legs, it will then drag itself towards
you and launch itself at you from close range. \When
further away, it will shoot explosive pods at you. Catch
the Brute's pods with kinesis and shoot them back at it.

5 15 primagames.com
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tin front of them,
is. Theyll continue to

line just as it detonates,
causing major' amage ‘to their weak side. If you open
fire on their front, they'll often drop and huddle into an
“armored ball, like an armadillo. \WWhen they do, circle
‘behind them and unleash everything you've got on their
weak spot. The Super-Brute is so strong that even
while slowed down with stasis blasts, it will continue
moving at a disturbing rate.

The Leviathan is a shuttle-sized necromorph that
inhabits the USG Ishimura’s food storage, bay. The
giant flesh-colored beast resembles a mouth with
three tentacles surrounding it. It attacks by whipping
its tentacles at you, then swiping sideways to sweep
you off your feet. Dodge its attacks by launching
yourself around the zero-gravity bay and blowing up the
tentacles’ yellow sacs.

After destroying all three tentacles, the mouth will
begin to spit explosive pustules. Blow up the pustules
while they're still in the creature’s mouth to dole out
major damage.

5

Exploders are small hunchbacked suicide-bomber
necromorphs. Because they are meant to destroy
themselves by explosion, they are the most efficient
type of necromorph. A single Exploder can create
dozens of dead bodies for Infectors to transform. If

~they explode near you they‘-tt mﬂu;t‘a great deal of

damage and knock you off your feet = ==

Target the sac on the Exploder’s left arm and blow
them up from afar. a few blasts from your Pulse rifle,
cutter, or Line gun is all it takes. However, if they are
within close quarters, slow them down with stasis,

then run outside their blast radius.

G ——

You can also separate the sack from the
exploder by shredding Its arm, then use the
explosive postule against other enemies like a

grenade by using kinesls.

Twitchers are the result of transformed military units.
When soldiers equipped with stasis modules were
transformed by Infectors, the resulting necromorphs
were stronger, faster, and extremely erratic in their
movement. Dubbed “Twitchers” for their spastic
movement, these creatures are much more easily
defeated after slowing them down with stasis blasts.

The Hive Mind is the alien that telepathlcally controls
all the other necromorphs. It's a building-sized creature
that dwells inside the planet. Like other necromorphs,
the Hive Mind has several yellow sacs that are much
weaker and less protected than the rest of its body.
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Tools of the Trade
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 TOOLS OF THE TRADE
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‘The following pages contain information on all weapons and items that can be purchased at the store kioska.x L
== = ; . - _ e

The Plasma
Cutter is a
high-energy
mineral cutter
and your most
useful weapon.
In primary fire
made, it shoots
three small
projectiles in a vertical formation. When switched to -
secondary fire, the projectiles shoot out horizontally.
Because it can deliver powerful blasts of energy,

the Plasma Cutter is the perfect weapon for cutting
through enemies’ limbs. Use the primary fire mode to
sever arms, and use the secondary fire mode to cut
through legs and tentacles.
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The Line gun is
a wide-beamed
slicer with timed
mines. Like the
Plasma Cutter’s
secondary fire
mode, the Line
gun fires a beam
(of increasing
width when
upgraded). Though it's incapable of firing at the same
high rate as the Plasma Cutter and Pulse rifle, the Line
gun compensates by having a higher damage base
rate. Once upgraded, it can cut through several necro-
morphs’ limbs with one shot!

Best of all, the Line gun’s secondary fire mode is a
timed mine. When detonated, the mines explode in
a dazzling display of lasers that cut through anything
nearby. Drop mines amidst a group of necromorphs
and watch the parts fly.

* Aot |
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The Pulserifle = - clestasaiss sl - 2
[is a military-y P__!Jd_;gfpfle_‘;ﬂecqmr!\endations T
grade assault by Friority B e i == " .
rifle with a high ~ 1.Damage | F"t a8
rate of fire. It . 2.Capacity | |
also has a high . :___' oload _\ﬁ" ~ 1*----_.- . j
base capaci = e —ye . -

per clip, but it : pef % 1 —
inflicts less damage per J

round. That means that — ._‘! /?a: ;’ - » A

each round inflicts less — 5 o~ P - > g
damage, but this is made - . / Y J i

up for by its ability to fire Py ot ‘ . A e )4

more rounds per second. ¥ A f |

It might take longer to cut gl T | -

through limbs, but you'll e " i‘?«\.k‘-"'_:,r’ C

get more blast for your o A ~

buck. LA

The rifle’s secondary
fire is a radial attack that fires in 360
degrees, inflicting damage on all enemies. The plasma rifle cannot match the damage rate of other weapons once
upgraded, but it is still iimmensely useful against small enemies and swarms.

This hydrazine industrial torch can fry multiple enemies with a streaming

them explode as they get near. W

blaze that extends several feet. Though it doesn't have the same long- Upgra.de_ Recommendations
distance range as other weapons, the Flamethrower is much more useful by Priority -
against small enemies and swarms in close quarters. Because it doesn't 1. Damage e
fire projectiles like other weapons, you cannot target specific enemy parts 2. Duration s ':{EI
with it. However, you don't need to. Unleash the blaze on enemies and watch 3.Capacity e
=

The Flamethrower’s secondary fire shoots a small concentrated burst
of flame that resembles a projectile but is more like a small bomb than a
weapons round.
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The Farce gun
is a short-range
kinetic booster
device. When
fired, the Force
gun shoots a
burst of energy
that acts like

a blunt blow
rather than a
penetrating shot. The effect is that of smashing

an enemy with a large powerful hammer.rather
than cutting through it with a bullet. Its short-range
blast radius yet powerful impact blow makes the
Force gun a valuable weapon for close-quarter
combat. While the Force gun’s primary fire won't
blow many of the tougher enemies to pieces, it

will knock them back and away, creating breathing
room in tough situations. '

Its secondary fire mode shoots a large,
spherical projectile that bowls through enemies

and then explodes with great force. Use the secondary 0, \ :

rate of fire in conjunction with stasis blasts to slow small \ S f '

groups of enemies and blow them apart! ';l" '
"
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| Tools of the Trade

: ?f &-Ar 4 : o
+  The Ripper is a
~~ .remote industrial
saw that can
shred through

nearly anything! on

Its rounds are + GReload LT
actually smal s i

radial saw blades — .

that shoot out L= o

and then spin - : : ;

at a distance. After firing off a round, the blade will w7 . — o i : =

spin at a distance as if connected by a tether. You can i\ 3 1 j

then direct the blade by aiming your Ripper wherever A e i | s’

you want it to go. Not only does the Ripper act as a 1 % ’ -

shredder, but it can also act as a buffer between you y 1 # /
\ 4

and approaching necromorphs while in close quarters.

Like the Flamethrower, the Ripper’s primary fire is W -
continuous, while its secondary fire is a one-shot burst. \
When fired, the secondary blast shoots out a single blade that .
can cut through several enemies at once.

e

Secondary fire |

Like the Force . 'd
gun, the Contact Upgrade Recommendations . —— e A— | !
Beam is an by Priority g BE
energy projector. 1. Damage e =1 -r o 14
This weapon, 2.Charge S = =& — = \Em -
however, deals 3. Capacity | T B | e o - : \i
heavy damage Sy %‘” el . - - - 1 -

4, Reload ES 1 = =

at the cost of
speed (it has a | I
charge period

whenever fired). Hold the Fire button until the weapon is fully charged, then release to blast nearby enemies with a
devastating energy beam. Usually the beam is enough to completely obliterate some necromorphs.

Its secondary fire acts much like the plasma rifle’s and unleashes a small radial attack. This one, though, is a
ground-slam attack that knocks close-quarter enemies back and away.

.
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After finding a schematic for a higher level suit, you can purchase that suit at the store kiosk. Each suit level
upgrade increases your inventory slots (allowing you to carry more ammunition and other helpful items) and armor
points (allowing you to take more damage before you're incapacitated).

Each weapon
requires a different
type of ammunition
round. Whenever
you switch equipped
weapons, switch
your ammo packs
accordingly. You
don’t want to carry
plasma rounds in
your inventory. when
you've put your
Plasma Cutter in the store kiosk safe! As you dispatch enemies, the fallen foes will often drop ammunition based
on which weapons you have equipped. So while you will get ammunition for your currently equipped weapons, you
don’t want to clog up your inventory with ammo from a weapon that is in your safe.

LA B

>

i

“Sline Gun force Gun flamethrower

Med packs come in
small, medium, and
large sizes, and fill
one, two, and three
health bar slots,
respectively. Always
keep at least one pack
i il
of each size in your med—Small
inventory. Similarly,
there are small, medium, and large sized air
tanks to refill your oxygen tank.

Stasis packs come in only one size and will
refill your stasis module to 100 percent, so
only use them when you are out, or nearly
out of stasis to avoid wasting them.
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Use power nodes at upgrade benches to increase your equipment’s efficiency.

By applying a power node to an empty slot while in the upgrade bench? you will
increase your equipment’s performance. However, performance will only increase
if the power node is applied to a slot that is marked by one of the equipment’s
performance T:ategor‘ies. If the power node is applied to an empty slot, it will only
serve to bridge other slots and extend the upgrade capacity to other performance
slots. There are long and short paths through the upgrade screen. If you commit
a power node to a slot, you can't remove it, so think about your choices carefully.
In order to upgrade a weapon’s damage ability, you must frequently use multiple
power nodes to reach the desired damage slot. You can also use power nodes

to open some locked doors. Keep at least one power node in your inventory at all Power Hode
times for this purpose.

—— ==
1@ =P, J

You can purchase an Infinite amount of power nodes
at the store kiosk. Sell your surplus refill packs and
useless ammo to acqulre more power nodes and
upgrade your gearl

Credits are

scattered {\

everywhere across .
the Ishimura. They '
are the currency

used to purchase

things at the store
kiosk.

After acquiring
schematics for
particular items,
download them at
the store kiosks to make them available for purchase. You can find schematics for Med packs, ammunition, new
suits, and weapons.

Schematic

Semiconductor

Semiconductors are valuable computer pieces that can be sold at the store kiosk for credits. There are three
types of semiconductors—gold, ruby, and diamond. They can be sold for the following amount of credits:

Gold: 3,000
Ruby: 10,000
Diamond: 25,000
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In the dead of space, a small transport vessel, the
USG Kellion, slowly drifts toward its destination, the
USG Ishimura—a large planet-cracking ship that has
suddenly fallen under a communications blackout.

Its mission is to diagnose the cause of the blackout,
then re-establish the communications systems. Little
does the USG Kellion's crew know that they're in for
far more than just another mission. Something has
gone wrong on the Ishimura. Something that can only
happen in dead space...

o g s
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As they
approach, the
Kellion's crew
(consisting of
engineering
and ship
system
specialist
Isaac Clarke, :
computer specialist Kendra Daniels, chief security
officer Zach Hammond, and two pilots] can see the
USG Ishimura silhouetted against a bright star in the
distance. Suddenly the Kellion is hit by a rogue piece of
debris.

L b prepe Ao g.l-r -

The ship’s autodocking procedure is interrupted, and
they go into a wild, uncontrollable high-speed approach
toward the /shimura. Isaac Clarke’s hope of reuniting
with his love, Nicole, is set aside as survival becomes
the crew’s only thought. At just the last minute, the
pilots manage to crash-land the Kellion inside the
Ishimura.

As Isaac
Clarke, get up
and familiarize
yourself with
your RIG body
suit—bring up
the map to
see a small
schematic

of the ship.
Amble into
the Kellion's
rear left room
'~ and grab

the medical
supplies on
the ground.
Exit the
crashed ship and follow the rest of the team into the
Ishimura. Turn right at the exit and enter the small
chamber at the walkway's end.

Open the hatch and follow Kendra and Zach into the
waiting room. After you enter, claim the two items in
the cubbies on the left.

B ——iy
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Near the waiting room’s far left corner is a small
console with a camera icon on it. This is a save point;
save your progress here before proceeding.



The communications blackout has knocked out
the power to the elevator, leaving you and your crew
stranded in the waiting room. To make matters worse,
the security detail is gone, leaving the crew of the
Kellion all alone. Go through the door on the save
point’s right and follow the long L-shaped hall to the
computer console.

Log into the
computer to
help reroute
power to
the elevator.
When you do,
the lights go
out and the
emergency
alarm system
activates. The
door through

which you
i entered the
§ == L-shaped hall
| ek N locks, and the
& {' \._t_ —= J waiting room

on the other
side of the viewing glass goes pitch-black.

The alarm system light spins around, occasionally
granting you short frightening glimpses of the waiting
room interior. You see one of the pilots skewered
by a tall gruesome creature. Hammond'’s and the
guards’ guns light up the room as they open fire on
the monster, but it's too late. The monster retreats as
Kendra and Hammond run into a nearby passageway.

With no P -
weapon in '
hand, there’s
nothing todo
but run. While
the waiting :
room exploded
in gunfire and
blood, another .
creature entered your room from the right. Turn right
and immediately dash past it.

Mmission 1: New Arrivals
WALKTHROUGH

Turn right
into the hall
from which
the creature
came and
sprint dewn
the hall. Follow
the'winding [

' passage as

it wends away from the waiting room. As you do,
another monster drops in behind you. Ignore it and
continue running down the hall until you reach the
elevator at the end. Storm into it and immediately —
press the button to close the doors behind you.

As you do, another creature runs at full speed
toward the elevator, but the doors close and you're
safe. For now...

Exit the
elevator and
scour the room
ahead. On the
rear left corner
are two green-
light crates.
Lying in the far
left corner is

a corpse near
a worktable.
Approach the
table and pick
up the Plasma
Cutter.

With your
weapon in
hand, open
the two
footlockers
to the table’s
right to find
some more
loot, then
approach the
locked door
on the room'’s
far right side. Target the locking mechanism with your
Plasma Cutter and fire. This severs the locking mecha-
nism’s power cables and the door unlocks.

You can also use melee attacks to destroy locking
mechanisms and conserve precious ammo.
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As soon as the door slides open, fire on the creature

on the other side. Enter the hall and follow it left to the

next doorway.

Pick up
the small
medical pack
on the'door’s _
other side,
then carefully
walk down
the sloping

ua :uLE‘ LS -uu Caps Clita l’u&

Open the door and bring your cutter up to the ready.

walkway to
the left. Pick
up the credits
near the fallen
debris, and
backtrack up
the sloping
hall and down
again to the

passage’s
opposite side. As you reach the bottom of the sloping
hall, grab the audio log on the floor, then turn left.

Enter the tram control room to finally reach safety.
As you do, Hammond and Kendra contact you over
RIGlink. They've made it to safety, but if you're all
going to survive, you must first fix the tram system.
According to Kendra, the tram’s data board is fried,
and a broken tram is blocking the tunnel. They can't
reach it from their present location, but you're in
the tram control room and so must repair the tram
system. Hammond promises to help you find Nicole if
you do this.

hu.xu:lul.ummu# _;:u.xm;.a.mtm
of Information. The creatures that seemingly
Sppear from out of nowhere use the vents to ge

Before leaving the tram control room, clean out all
the unlocked lockers and record your progress at the
save point.

Go through
the door on
the room’s far
= left and enter

. the hall, which
stretches left
“and right. Turn

left, break
the green-
light crate
down the
hall, and take
its contents.
. When you
reach the
corner, raise
your cutter

© and aim at the
creature on the ground. Don't be fooled—it's not dead!
It's undead. Aim at its limbs and open fire. When you
do, the monster springs to its feet and charges at you.
Keep firing at its legs until it drops, then finish it off.

Grab the plasma charges at the corner and
whatever the creature may have dropped, then pick up
the medium Med pack sitting next to the nearby save
point. Make a left and walk to the next bend in the hall
to find an audio log by the locked door leading to the
maintenance bay. Pick it up, then backtrack to where
you entered the hall. This time, take the hallway that
led to the right and head to the next unlocked door.

C
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stasis module nearby. Once you equip this, you can use

it

Open the door and slowly go thr‘odgh, making sure
you don’t run into anything foul.

Exit the hall
into a large
wide-open
area. On the
left are a few
credits; pick
them up,
before turning
right and
oing to the opposite end. Bust open the crate on the
round and take what's inside, then pick up the small

to slow down objects and enemies.

Target the rapidly opening and closing door nearby

with your stasis module, and zap it to slow it down.
Now that it's been slowed, run through the door to

p

roceed.

O ——IP—
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Note the stasis station to the right. You can
use these stations to refill your stasis module
Instantly.
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Saunter left
up the ramp
and grab the
stasis pack.
Turn right into
the next area
to find another
save point.
Save your
progress, then make a right down the hall. The door
at the end is locked, but sitting right in front of it are
a few more credits. Grab them, then turn around and
head toward the save point. Just before reaching it,
however, duck into the restroom on the right to find a
small Med pack and plasma energy for your cutter.

Exit the restroom, turn right past the save point, =
and make one more right into another dead end with /
a locked door. Break the crate on the floor to find /
another useful item, then backtrack out of the dead ;'
end and make a right, toward the unlocked door at.the /

hall's end. ///

You've just entered the tram repair room. Make a
right and open the wall storage panel to find a power
node.
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‘activa
first claw. The
claw extends
from the wall
and reaches
out toward the
stuck tram.
Once the claw
is in place, all
seven lights
on its arm will
flash and glow
yellow.

Walk across
the catwalk along the room’s far right end. As you
cross, stop at the stasis recharge station to refill your
stasis module. While you do, a monster creeps out of
a vent on the room’s far end and begins to shamble
toward you. Cut it down, then blast it to bits while
it's writhing on the ground. Once its down, open the
wall container to find more loot and pick up the items
strewn across the metal-grating floor.

Don’t let your guard down, though! Another creature
leaps out from a vent behind you as you pick up your
loot. Turn around quickly and hit it with your stasis
ability to slow it down. Open fire on it as it slowly moves
toward you and separate the monster from its limbs.

If you're running
! low on ammo

& or just want to
. conserve It, you
can take out @
. monster’s legs,
slow it down with
stasis, then stomp on It to finish If off.

After €
decimating all
the invading
mutants, turn
your attention
to the other
claw-contral
console.
Activate it. The
arm will grab
the tram and
immediately let
go. Activate
the arm

a second

time, but
immediately
aim at the
claw as it begins extending. VWhen it does, hit it with your
stasis ability to slow it down. It will grab the stuck tram
and lock on. If you miss or mistime your stasis shat, refill
your stasis module on the catwalk, then try again.

Once baoth arms are firmly grasping the tram, run to
the catwalk’s midpoint along the right wall and activate
the repair console. That completes the first stage of
tram repair. Exit the room and listen to Kendra's RIGlink
communique—you've removed the stalled tram, but the
tram console still needs a new data board.

Just as you are about to exit the tram repair room,
anather creature bursts out of a nearby wall vent.
Amputate the malicious monster’s legs, then either finish
it off or exit the room before it can scramble toward you.

{_.
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ourvival IS the name of the game. You don't =
have to Kill everything in sight. Sometimes you
might not have enaugh ammao or You mignt be
outnumbered. If It laoks like you might fighta -

asing Battle, RUNI

Backtrack
out of the
tram repair
station, down
the long ramp,
and return to
the malfunc-
tioning door.
Slow it down
one more time with a stasis shot and go through as it
slowly opens and closes. Turn left to refill your stasis
module, then turn right with your cutter raised high.

Slowly walk right across the open area and train
your cutter’s reticles on the metal grates on the floor
ahead. Creep forward until two nasties pop out of
the grates, and zap them with a stasis shot to slow
them down. Target the humanoid creature’s legs and
slice them off, then turn on the crawling creature and
remove its arms. Don't bother beheading them; they'll
just keep on coming.

& =
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With the coast clear, grab whatever items the
monster may have dropped, then refill your stasis
module before going through the door on the area’s far
left side.

Follow the
ramp left,
then turn
right into the
hallway with
the suitcases
strewn about.
Pass up the
hall leading
to the tram control room, and follow the long passage
to its end. As you do, Kendra Daniels contacts you via
RIGlink and says she unlocked the previously locked
door to the maintenance bay. Go in, activate the
elevator, and ride it down to the maintenance bay.
While you're in the elevator, Kendra informs you that
the storage room in the maintenance bay is locked.

In order to get the data board, you must first find the
storage room key.

Exit the elevator into the maintenance bay and crush
the green-light crate on the floor to find something
useful. As you do, a creature will rush you from the left
catwalk. Turn on it and open fire! Aim low to take out
its legs before it reaches you, then finish it off before
another monster attacks you from behind and to the
right.
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Carefully edge
toward the

. walkway on the
right and aim
at the small

red explosive
canister on the
floor. Wait for
another beast to
creep out of the vent ahead, then fire at the canister
to blow it and the monster to bloody ribbons.

Hold
position where
the canister
was and wait
for the next
creep to
amble toward
you. Fire clean

shots at it
and chop it dewn before it can reach you. \Wait for one
more monster to crawl out of the nearby vents and
shred it as it crawls out. Once you've killed it, the coast
is clear.

The
maintenance
bay walkways
are long
and semi-
rectangular.
The entrance
elevator is at
the bottom
left corner, the
storage room
is at the far
left corner,
and the
elevator to the
higher level is
in the far right
corner. Survey
the area and pick up everything the monsters dropped,
then enter the elevator at the far right corner of the
bay walkways.

Exit the elevator onto th

-
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open the wall container on the left. Bust open the -
crate on the right and take what's inside, then slowly
approach the “fallen” monster on the catwalk directly
in front of the elevator exit. Blast the monster while

it plays possum and tear it apart with your cutter. If it
springs to its mutated feet before you can destroy it,

hit it with stasis to slow it down, then cut it to pieces.

Head to the walkway’s end with your weapon raised
and approach the storage room key on the ground.
Before you can reach it, another creature explodes out
of the vent on the left. Turn your cutter on it and dice
it up!

Pick up the
text log and
key from the
floor, then
backtrack to
the elevator.
As you
approach
it, another
encroaching
enemy will
appear. Open
fire and
take it down
quickly before
returning to
the lower
level. As '
you ride the elevator, raise your Plasma Cutter and
prepare to fire.

When the doors open, another beast will be nearly
on top of you. Open fire quickly and accurately to blast
the creature back and down to the ground. Luckily that
is the only creature on the lower level for now. Exit
the elevator, go right, and take the walkway up to the
locked storage room. Use the key to open the door
and step inside.
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Grab the Round the corner as you backtrack out of the '
replacement maintenance bay, and slowly approach the exit elevator.
data board When you do, a third and final abomination will get up
from the table and attack. Blast it back down, and rush past it into
on the left,

the elevator. Ride the lift back to the long hallway.
~and open the = .
storage bin on
the room’s far
right corner.

Take the power node, open the storage locker on the

right wall, and use the upgrade bench to upgrade your

equipment before exiting the room.

Erm——

" You can upgrade whatever current equipment
ﬁwﬁm

==

_RIG, and Plasma C
ﬁ—mmpla—cw w
It Is your most useful weapon and should
sfng'ﬁfﬁrnr m_lﬂf'_mt
anquW ——— = _

T H -

Exit the elevator and carefully approach the first
corner in the hall. A creature will come barreling down
on you, so raise your cutter and decimate him before
he can reach you. If he reaches you before you can kill
him, slow him down, back away, and open fire from a
safe distance.

T8 T | "1-"_" .-I- 1--

Exit the storage room with your weapon at the ready Save your progress at the hall's center, then
and fire on the ambling monstrosity on the right as continue backtracking to the tram control room.
it rounds the walkway toward you. Head toward it as Replace the data board in the tram control room, then
you fire, because a second monster will try to sneak use the second console to call the tram back. When
up on you from behind. After felling the first monster, it arrives, Kendra and Hammond take the tram to the

turn around quickly and open fire on the other before it ~ bridge, leaving you to prep the Kellion for launch.
reaches you.

.
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With
Hammond

and Kendra
safely on the
tram, focus on
your escape
strategy. Exit
the tram
control room
via the door at
the room’s far
right corner
and begin
trekking back
to the crashed
Kellion.
Carefully
re-navigate the "
empty hallways with your Plasma Cutter raised high.

When you reach the room where you acquired the
cutter, hop on the lift and take it back to the top level.
Follow the hallways toward the waiting room until you
encounter another monster. Don't fire on it! Let it
crawl back into the vent while you slowly approach the
open vent.

At the
corner, turn
right and
wait for the
creature to
re-emerge
farther down
the hall from
a ceiling
vent shaft. When it drops, open fire as you approach
and cut it down. As soon as it's down, do a 180 and
destroy a second abomination that approaches from
behind. Take whatever items the creatures drop and
continue backtracking to the Kellion.

As you enter the waiting room, Hammond contacts
you from the bridge of the /shimura. He reports that
there are no survivors on the bridge, though he’s still
going to get the command computer. While in the
waiting room, open the green-light crates lying around
and record your progress. -

Exit the waiting room and backtrack to the Kellion.
Decimate the crawling creature as you go and enter
the Kellion.

Enter the Kellion bridge and load the computer
protocols. \When you do, one of those nasties streaks
across the ship’s hull. Something is wrong. A series of
explosions around you creates a blinding light. Sprint
out of the ship immediately!

C



Just as you
do, the Kellion
blows up and
sends you
flying to the
floor. The ship
goes down
in a dazzling
display, but
you're safely on the walkway leading back to the waiting
room. Unfortunately, you're not alone.

Several more creatures come ambling from the
waiting room, cutting you off from /shimura’s entrance.
Lock on to the nearest enemy and cut him down. Then
target the enemies in the distance and slow them with
your stasis ability. While they're slowed, open fire and
destroy them before they regain normal speed.

After you clear the area, Kendra and Hammond
contact you via RIGlink. They're in a panic—the
Kellion was the only exit from the Ishimura and now
it's destroyed. The only way to proceed is to find the
deceased captain’s RIG and get his access codes; with
them, maybe Hammond and Kendra can access the
Ishimura's main computer and find a way out.

AT

Hammond sends the tram back to your location
so that you can take it to the medical bay where the
captain’s body is. Before they can properly finish their
communication, Kendra and Hammond are attacked by
one of the creatures. The RIGlink goes dead...

| Mmission 1: New Arrivals
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Return to the waiting room and go through the
hatch on the room’s left side. As you walk down the
hall, open the two footlockers on the left and duck into
the restroom on the right to find more loot.

Take the elevator at the hall's end to the tram
station, get on the tram, and activate it to head to the
medical. bay. -

Stop by the Store kiosk to store spare
Inventory, replenish ammo, or purchase power
nodes to upgrade your gear. By now you
should have enough credits to upgrade your
RIG to Level 2.

-
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Surviving the
crash into the
Ishimura was
one thing; now
you've got to
survive and
must retrieve
the captain’s
RIG to do it. .
Exit the tram and slowly approach the dactor lying in a
pool of blood.

"Wait for her to hand you a kinesis module; use your
new kinesis ability to remove the large «crates blocking
the hallway on the left.

G P

LEND]

R =
There Is a small Med pack In the tram walting :
room on the right. Pick It up before leaving the
tram station. ‘

LA 4

Walk down the hall and pick up the Flamethrower
schematic, then enter the room at the hall's end. As
soon as you enter, go to the store kiosk on the right
and download the schematic. You gain access to a new
weapon and clear room in your inventory.

As you enter
the room,
Hammond
contacts you.
He’s survived
the attack

but has lost
contact with
Kendra.
Unfortunately,
you can't
worry about
that now—you
must continue
with the
original plan. If
you're going to
find Nicole and
escape the Ishimura, you'll need the captain’s access
codes from his RIG.

The door leading to the morgue is blocked with
debris, which you must move to proceed. Before
setting out to find the necessary components to
remove the debris, clean out the storage containers
nearby and save your progress.

@ Em—TIP—

&2

By now you should have'a hefty amount of
credits Iin your packet. Purchase the Line gun
now; it'll come In handy real soonl

Leave the room via the door on the far left wall, just
right of the save point, and equip your Line gun. Slowly
creep down the hall and stop at the stasis refill station
around the bend. Refill your stasis module, then slow
the malfunctioning door behind you.
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Enter the
main lab, grab
the items
inside the
small storage
panel on the
left wall, then
turn right.
Walk across
the lab with
your weapon
ready. As you
do, a creature
bursts out of
a vent along
the right wall.

Slice off its
legs with your
Line gun and stomp on it to finish it off.

With the first monster down, back yourself up
against the far right corner to get a clear view of the
room’s left and right sides. Several more beasts burst
out of the other vents in the room. Let them get a
bit closer and cut them down from the safety of your
corner.

Hold
position in
the corner
until you've
obliterated all
the undead
creatures that
emerge from
the vents.

With the top
level clear of all
threats, step
onto the lift
at the room’s
rear and ride
down to the
lower level.

[ R . e
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As you ride the lift down, locate the crawling Slasher
on the lower level and launch a mine from your Line
gun. By the time you reach the lower level, the mine
will explode and kill the monster before it reaches you.

The ship’s
systems have
detected a
foreign agent
and issued a
lockdown in
the medical
bay. When it
does, rush
over to the stasis recharge station and refill your
stasis module. Turn left and go into the small room.
Grab all the items from the lockers and storage crates
before exiting the room back into the main bay.

Walk out with your weapon raised and slowly
approach the doorway in the area’s far left corner.
Blast the Slasher as it exits the room and go
inside. Grab an audio log on the floor to the left and
immediately turn around after entering the room’s
second chamber.

TR
ﬁ@;.:_lnﬂ-‘[

Whenever the computer Initiates a lock-down
of a particular area, the only way to remove
the lock-down and proceed Is to destroy all of
the enemies in the immediate area.
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you. Blast
“him with

your weapon
and cut him
down. Hold

your position
as two faster
creatures i
come into the
room from
where you
entered. Blast
them down

too. If they N

move too fast for you, slow them with your stasis shot

before blasting them to bits.

Take some
time to go
into Kyne's
office and
use kinesis
to move the
book case and
find a secret
room. Next
circle around
the hall until
you're back
in the main
room, and
approach the
elevator. Go
through the
now-unlocked
door on the
left and open
all the lockers
in the room.
Take the items
inside, then

save your
progress at
the save point next to the bio lab door.

As you enter the bio lab, you see a scientist survivor
behind thick protective glass in the chamber ahead.

Unfortunately, just before you can reach him, a

creature with three tentacles on its head sneaks up

behind the survivor and kills him.

Go through the door on the left into the chamber,
and raise your weapon. If the Lurker launches itself at
you, rapidly press the onscreen prompt to shake it off.

ey MO

atch out for

these speedy.
tentacled freaks!
Ifuot'renot.
careful, they can
beontopofyou -

inasplitsecond
and quickly shred you:

Bust the
| - container on
the ground
and pick up
all the items
scattered
about; then
take the lift
in the room’s
corner up to
the second
level. Step
off the lift
and slowly
creep toward
the right
wall. Train
your weapon

across the room and target the Lurker that creeps out

of the door on the far left. Slow it with a stasis shot
and blast away as you approach. Don’t run toward it;
instead, creep slowly as you shoaot.

When you reach the middle of the room, another

creature tries to get the drop on you by exploding out
of a glass enclosure on the room'’s right. Make short
work of it with a quick blast from your Line gun to
sever its tentacles with one shaot.

{_.
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‘There Is some ammo on the left of the glass & where the
‘cases to your left. Circle around the cases to blocked door
find the ammo before you presson. is. Youean't

— —— o blow up the"

debris yet, so
don't bather
trying. Instead, manage your inventory at the store
kiosk, then go through the hatch to the store’s left.

po—
M,

G Ee—TIP—
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Whenever the coast Is clear and you're near a
store, take a8 minute to manage your Inventory.
Move Items to or from the safe, sell surplus
Iltems, or stock up on ammo. You never know
when the next store will pop up.

Go through the door in the room’s far corner and
grab the thermite lying on the table in the room’s
center. Grab the other items lying on the ground, then
open the storage container in the room’s far right
corner to find another power node.

As soon as
you enter the
hall, the lights
go dark. Raise
your weapon, -
preferably
your Line gun,
and light the
way ahead.
Follow the
winding hall
until you reach
a bloodied
corpse
s ; banging its
TSy, Exit the head against
room through the wall. Refill
the door on your stasis
the far wall module at the station on the right and trundle past the
and emerge corpse as it falls to the ground.

back in the
main room.

Backtrack
—————____out; of here,

The next room is large and high-ceilinged, with a big
metal and glass cylinder on sliders at the center. Grab
the text log near the left wall, just past the locked door,
then use your kinesis module to slide the large cylinder
from the room’s left side to the right. This opens the
path across the room.

| IS

slowing the malfunctioning door as you go, and stop to
refill your stasis module before rounding the corner on
the left.

. - o Ty ———— ———
At the stasis refill station, creep toward the left £ aiwe ;
ﬁ@k_m{_,[

corner in the hall and raise your weapon. Two more
creatures amble toward you from around the corner.
Blast the closest one to make it stumble back, then
blast both of them with your stasis shot. Reload your
weapon and cut them down before they can regain
normal speed.

Leapers will attack as soon as the cylinder
|Is moved, so take a minute to upgrade your
weapon and suit at the uparade bench
nearby.

% primagames.com -



Ise a power node to open the locked door on
he room's left. Inside are several rounds of
S8mmo, 8 gold semiconductor that you can sell
ars;,U00 Crediis,iand & fewsMed packs. you
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Enter the -
room on the
far left corner
and wait for
a creature to
burst from
the vent on
the wall.

Cut it down
and grab all
the items

Cross the room and immediately turn left. Aim at the ~ scattered

Leaper and fire on it before it can harm you. Sever its
arms to kill it quickly.

A second Leaper is also sneaking around the room.
Look for it high on the walls or behind you. With its
speed, it can pounce on you and knock you to the

ground before you know it. If you catch a glimpse of it,

slow it immediately and cut it to pieces. If it pounces
on you, shake it off by rapidly pressing the onscreen
prompts, jump to your feet, and blast away at its
arms.

around the
room. Check
the wall
container to
find a power
node, and be ’
sure to grab the schematic for pulse rounds from the
room'’s corner. .

Backtrack to the main room and use your kinetic
ability to grab the small blue power cell lying on the
ground. Maneuver the floating power cell into the small
niche on the far wall to power the lift in the corner,
then ride the lift to the second level.

g
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Round the
catwalk and
follow it as
it makes a
U-turn around
a wall. Once
again, the
walkway is
separated by
a gap. Grab the large metal slider and move it over to
close the gap in the walkway, then cross.

At the walkway's end is a locked door and a save
point. Record your progress, then blast the glowing
red light next to the door to unlock it.

e
i
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Atop the
second level,
a catwalk
with a gap at
the center
stretches
back across
the room. Use
your kinesis to
move the large cylinder toward the gap in the catwalk
and walk across. On the other side, another Leaper
waits for you on the wall. Greet the monster with a few

Go through the door and enter a small L-shaped |
room. There are two doors here but only one is open.

blasts from your gun and bring it down! Go through and you'll find yourself in a part of the | LA
ship that has been obliterated, leaving only the grand ! I
vacuum of space. As soon as you step outside, your 3
Oxygen meter activates. Follow the walkway, past the i !'

rubble and breached bulkheads, until you encounter a =
few rows of lockers. Open them to find a few items,
including an oxygen canister, and continue to the next
door and enter the zero-gravity therapy area.

e A T Y

Swing around and cut through another creature
before it sneaks up on you.
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spherical
room doesn’t
have a
walkway
leading to the
door across
the room.

In order to
cross it, you
must do it in
zero gravity.
Activate

the zero
gravity after
entering the
room. Once
everything is
floating, aim your weapon at the wall just above the
door across the room. Follow the onscreen prompt
to launch yourself at the wall. WWhen you hit it, your
gravity boots will lock on to the wall, allowing you to
walk on it.

Aim your weapon at the metal flooring just in front of
the door below you and launch yourself at it.

O h—IP—

There are a few storage i:rates.ﬂoatlng around.
Use kinesis to bring them In and place them on
the ground to open them.

Once on the
platform, use
kinesis to grab
a nearby power
cell and slip it
into the niche on
the door’s right.

= Dil:lal Game ==

With the ©
door unlocked,
enter the
small storage
room and
grab the
shock pad
from the o
table on the .

left. Clean out the lockers and storage bins in the
room, then exit the room back into the zero-gravity
environment.

This time, there are two Leapers floating around in
the zero-gravity area. As one jumps towards you, sever
its limbs with a few well-placed shots, then bound onto
the wall just above the platform on the room’s opposite
side. Hop back down onto the exit platform, then leave
the room the way you came. '

There are several explosive canisters floating —
around In the large

room. If you're running low on
ammo or Just want to conserve ammo for a later
fight, pull the canisters toward you with your —
kinesis, then fire them at foes as they approach.

C




Backtrack through the room with breached
bulkheads. As you do, a creature will be‘waiting around
the corner. Don't waste time destroying the creature,
as your oxygen will quickly run out. Instead, either slow
the enemy with your stasis shot or blast it to the floor,
then storm past it toward the exit door.

Immediately after exiting the demolished room and
re-entering an air-filled room, another beast drops in
from above. Back up a bit and blast it down quickly as
the room re-pressurizes.

Continue trekking back toward the room with the
barricaded door, passing over the walkway with the gap
in it. Move the large sliding contraption into position to
block the gaps, then get on the lift. When you do, turn
right and fire on the monster that appears from the vent.

Mmission 2: INfENSIVE CAre
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As you ride the lift back down, switch to your Line
gun and fire a mine toward the Leapers below. Slow
them as they get near the mine and wait for the mine
to blow them up. If the mine doesn't kill them, fire a
few rounds from your cutter while they're still slowed.

Exit the room and slowly round the hall's right corner.
Several smaller swarm creatures will try to speed
around the corner and spring on top of you. Slow them
with stasis and either slice them up with your Line gun
or stomp them into squishy bloody bits.

If any of the swarm creatures spring on you, shake
them off as you would other enemies before they can
do major damage. Even three or four of the pint-sized
monsters can quickly deplete your health, so get them
off quickly!
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~ Back in the
main room,
. place the
p  thermite
" bomb on the
- barricade and
blow it up.
. Go through
the now-open
door leading
- toward the
main clinic.
- Pick up the
. video log at
the first turn
in the hall
and listen
to Nicole's
report. She
calls for help,
claiming the
Ishimura was
not equipped
to handle the
outbreak of
attacks. The

- _ concern in her
voice borders on fright. Continue down the hall as the
video log ends and enter the door at the end.

After entering the room, you see a green-light
crate on the left. Smash It and grab the loot
before proceeding.

Enter the
Ishimura clinic
and raise
your weapon
before moving
deep into the
room. Several
Lurkers are
crawling on
the walls. Hold
position and
wait for the
lights to flicker
in the room so
you can locate
them.

Fire on them

~ close. With the flickering lig
'small size, you'll probably waste -Eaur‘ stasis power.

from ‘afar, but don t try to s 'unless they re

mg‘-anp‘ yo_qg_target S

Kill both Lurkers, then scour the area for green-ight
crates and other items scattered about the room.

Go into the small room across the clinic and take the
contents of the two lockers on the right before going
back to the main clinic room.

F

Search the
bloodied niche
on the clinic’s
far right to
find a power
cell; pick it
up with your
kinesis ability.
Maneuver it
toward the slot to the right of the locked door and slip
it into position. Once in place, the power cell unlocks
the door and the lights come on.

Equip your Line gun and go through the now-unlocked
door. Carefully approach the corner ahead and wait
for a monster to stumble around the bend. Let him
get close, then chop him down at the legs. Fire a mine
just behind him, followed by a stasis shot to slow him
down.
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By the time the Lurker sprints around the corner at Go left around the corner and grab the audio log

you, the mine will detonate and blow the little pest to near the next doorway. Before entering the door,
bits. If it gets past the mine, keep your Line gun ready however, turn right and creep toward the hall's end.

to sever its tentacles and put it down. Just before reaching the metal grating on the floor,

- drop another mine between you and the grate and wait
for a monster to crawlout. When it does, slow it with
stasis, then immediately turn around and blast three
freaks before they sneak up on you.

Edge toward
the corner,
then drop
another mine
just at the
bend. Slow
the first beast
that ambles
toward you,
then rush out, hugging the left wall, until you can see
a second creature crawling up from across the hall.
Wait for it to near the mine, then slow it too. Once the
mine detonates, both creatures will be destroyed.

Use a power node to open the locked door

In this hall. Inside you will find a ton of extra
ammo and a schematic for line racks (Line gun
ammo). e

———————

Grab the text log and other items at the hall's end,
then go back up the hall and enter the intensive care
unit.
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Inside the ICU, you find a doctor operating on a
corpse. She’s behind a glass enclosure and continues
hacking away at the dead body as if you're not even
there. After a short while, she decides she’s had
enough and stops.

Leave the bloodied mess behind and grab the text
log in the ICU’s far corner. Turn right and stop at the
save point to record your progress before entering the
morgue.

As soon as you enter the long corridor leading to
the morgue, the walls explode, sending shattered
glass everywhere. There is something nasty up ahead.
Grab the audio log on the right, then run down the hall
until you reach the corner. Obliterate the Lurker near
the corner. Take the elevator at the hall's end to the «
morgue.

In a glass room at the morgue’s far end, a large
winged beast ravages the captain’s dead body! Take
advantage while the beast is preoccupied and sprint to
the area just right of the glass room. Grab the ammo
on the ground before returning to the room’s far left
corner, safely away from the glass room.

Equip your Line gun and reload it with your sights set
on the beast inside the glass.
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When the Infector finishes with the captain, his body
is transformed into a hulking creature. As soon as the
captain is on his feet, launch a mine just in front of the
glass. When the captain and the Infector begin to run
at you, zap them with your stasis shot to slow them
down.

Once slowed, aim low on the captain’s legs and
open fire with your Line gun. The combined damage
from your Line gun and mine will instantly destroy both
beasts.

Grab the credits from the body bay on the left wall,
then pick up the text log near the right wall. Retrieve
the captain’s RIG and sneak into the glass room
through the busted window. Take the power node and

other items in the room, then leave the morgue via the
door on the far right corner.
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Follow the corridors back toward the main room.
Stop in the Waiting room to blast through a lone
monster lurking in the shadows, then continue
retracing your-steps to the main room. As you do,
Hammond contacts you from the captain’'s nest with
more information. He’s found logs indicating that the
creatures were released from inside the planet when
the Ishimura cracked it. The monsters aren’t a result
of an infection—they're an alien life-form!

In addition to that, your problems have grown.
The Ishimura's engines are offline and your orbit is .
decaying. If you're to survive, your next stop is the
engineering deck. Leave the room and return to the
tram.
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After you
- arrive at the
engineering
deck,

- Hammond
contacts you
with your
objectives.
Several tons
of mined
materials are
blocking the
centrifuge,
and the

. engines are
empty. Before
firing up the
engine so that
Hammond can re-establish the ship’s orbit, you must
refuel the engines and bring the centrifuge online.

Open the small container on the left and take
the ammo inside, then grab the loot from the wall
container in the waiting area. Turn around and follow
the long hall behind you to the control room.

Grab the
audio log near
the control
room’s main
console. The
panicked man
sheds light
on what the
creatures
might be!
After a series
of riots and
mass panic
struck the
Ishimura and
the planetside
colony, the
victims of
violent deaths
began to
come back
to life. They
weren'’t
themselves,
of course, but
murderous
creatures
returned from the dead.

Open the wall containers and lockers in the control
room, then save your progress at the save point
nearby. Before moving on, manage your inventory and
replenish your health and stasis modules.

Once you're
locked and
loaded, go
through the
. door to the
save point's
right. Follow
the walkway

i — to the lower
level. Stop before you step on the creature lying on the
floor. Aim at the creature playing possum, and fire at it
with your weapon. When it stands up, slow it down to
keep it from pouncing on you, and finish it off quickly.

Sneak into
the room on
the left, at
the base of
the walkway,
and open
the lockers
inside. Grab
the flame fuel
schematic and
audio log on
the right, and
backtrack up
the walkway
into the
control room.
Input the
schematic into
the store to make room in your inventory, then go back
through the door and down to the lower level.

This time, turn right before entering the small room,
and follow the winding walkway. Grab the text log on
the right, just before stopping at the upgrade station
to upgrade your equipment.

{_.
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Use kinesis 4
to pull the
ammo off the
- shelf on the .
right, then
~enter the next Walk back —
"00_“';1- Ma(lj(E down to the
arig than . gondola loading
open the sma station and use
wall container kinesis to pull
Zcr)n?:‘t :ggne the gondola
gency over. Hop onto
supplies. Turn the gondola
, :f:;’d %;agnthe and start riding
e it across the
e , chasm..As Yalll
' go, equip your
right; crush Line gun and
the storage crate lying on the small ledge. Take its | aim across the
contents and follow the walkway back toward the " Ghasm. Several
gondola loading platform. Blast past the creature in of thos.e alieh
your way, then edge left to the gondola platform. creatures wait
Turn left, open the emergency supplies container e for you on the
on the left, and follow the walkway up to the gondola other side. Aim at their feet and fire off a mine. By the
control console. Before activating the gondola console, time your gondola reaches the chasm’s other side, the
get rid of the monster and spawn creatures on the mine will explode and take the creatures along with it. If
left. Slow them all with a stasis shot, and slice them up any of them manage to survive, finish them off with your /;
with your Line gun. Line gun.
Pick up all
k= . the dropped
There Is @ small Med pack Just atop the Incline. igems, then
Grab It now If you're low on health, or leave It for CPUSh. the
later. You'll be coming back In this direction soon. ContalRErELR
. the left to find
more useful
equipment.
Follow the
walkway
around,
opening
emergency
containers
and picking
up items from
the ground as

you go. Grab
the audio log on the ground, then sneak into the small
niche on the right. Open the wall container and take
the power node before exiting the niche. Go up the
small walkway on the right with your weapon held high.

Turn back around and use klne3|s to lower the switch
on the control console.

>
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‘ 41: go and conserve
alkway’s end, gr‘ab the item

Fci Iow
'.the catwalk
@ro_upd the
corner and
save your
progress

at the save
point. Pick up
the Ripper
schematic at
the ledge’s
end, and
activate the
second control
console with
your kinesis
ability.

Leave the second control console with your
weapon ready. A small Lurker is moving about.
When it appears, zap it with a stasis shot, then
sever its tentacles with a few quick blasts from your
gun.

Sprint back to the gondola and hop on. Ride it back
across the chasm and follow the walkway up and to
the right. If you haven't already picked up the Med
pack, grab it now, then enter the door labeled “Contraol
Room.”

" into the dead body at the main‘c_:a_nquleﬁr-cle around
the long walkway and bust open the green crate near -
the locked door. Turn around and trundle back to the —
door leading into the main control room.

As soon as
you enter the
control room,
1! an Infector

. springs in for
the attack.
Cut it with
your Line
gun, then
“slowly back
away from
the main
console. Slow
it down with
. a stasis shot
and drop a
mine just in
front of it.

Download your schematics into the store kiosk
nearby, and purchase ammo or new weapons.

© ——P—

If you didn’t remove the corpse after first
entering the room, use stasis on the Infector
while Iit's transforming the corpse and destroy It
before It finishes.

If you haven't already purchased extra
weapons, now Is a good time. Purchase the
Flamethrower and Pulse rifle. Both can dish out
major damage.
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- Take'the

far right. Exit
the elevator
and follow the
hall toward
the next
room. Stop

to empty the
lockers in the
hall, and enter
the second
section. Empty
the remaining
lockers and
use the
upgrade

~ station to improve your equment

After you upgrade your equipment, enter the decon-
tamination room on the right and activate the control
console at the room’s center. When you do, the lights
go dark. Red alarm lights begin to flash, gas spews out
from the floor, and metal bars cover the glass panes
lining the decontamination room walls!

Through
the metal
bars, you
can see two
aliens ambling
toward the
door on the
chamber’s
other side.
Just before
they reach
the door, they
leap into the
air and into
the vents.
Suddenly the
room goes
completely
black. Raise your weapon high to light the room and
locate the invading creatures.

| k primagames.com .~
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The first drops.near the exit door. Target and hit
him with your stasis shat, followed by a volley of blasts
from your weapon. Back up against a corner, reload,
and wait for the other creatures to drop in“from above.
Down the;n quickly with your weapon. \Watch the walls
for Leapers—they scurry about from wall to wall; so
keep your weapon moving to shed some light. -

After
destroying all
the invading
enemies, the
lights begin
to flicker and
slowly shed
light on the
decontami-
nation room. Exit the room via the door on the far left.
Turn right in the hall. Empty the locker at the hall's
end, then go through the next door on the right.

In the next hall, tumn left and walk to the
passage’s end. Grab the credits on the floor and
open the wall container to find another power
node before turning around and heading In the
opposite direction.




~ Follow
the corridor
around, past
~ a large hole
3 in the wall,
and stop at
the second
turn. Grab the
gold semicon-
ductor lying
in the second
hole, and
pick up the
ammo nearby.
. Continue to
the corridor’s
end and go
through the
next hatch. Save your progress at the save point and
grab the air canister on the floor.

The next room is the centrifuge chamber. The
gravity panels in the chamber have been deactivated,
so maneuver around the room as you would in the
zero-gravity chamber. First locate the Leapers floating
nearby and fry them with the Flamethrower.

Open the small container on the wall to your left,
then launch yourself down to the lower level.

On the ground are two large rotors spinning in place.
Slow the first rotor with a stasis shot, then move it
into position in the room’s center so it locks into the
centrifuge motor. With it in place, do the same to the
other rotor. When both rotors are in place, jump up
to the centrifuge control station on the upper-level
catwalk and activate the large machine.

When you do, ancther Leaper comes flying at you as
the gravity panels come online. Turn left and scorch it
immediately!

. comes online, -
the gravity
kicks in, and

the air is

sucked out

of the room.
Refill your

stasis module at the station to the control panel’s left,
and take the lift behind you to the lower level. While
traveling down, switch to the Plasma Cutter.

P —
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Stopl Don'tirush out frum‘theﬂift'nicﬁg.‘fpe '
centrifuge is spinning st full Speed. If i_-||:|u step

out, the massive machine will'smack: l_.||:|u
killing you instantly.

Wait for
the centrifuge
to spin past
you, then rush
out into the
walkway and
dash right.
Hug the right
wall as you
sprint, and
duck into the
next niche.

As soon
as you step
inside, a
monster drops
in from above.
Use your
Plasma Cutter to blast it! The close-range shot should
be more than enough to amputate its limbs. After it is
dead, turn around and wait for the centrifuge to pass
you once more.

Again, rush
out and to the
right. Hug the
wall and duck
into the next
niche. Here,
use the station
on the wall
to refill your
oxygen tank before reloading your weapon, ducking out,
and rushing into the third niche on the right.




~ however, a %
~ Leaper speeds

=ty
-~ This time,

into the niche
just before you
reach it. Don't
turn around
and don't slow
down! The
centrifuge is
still spinning
and will crush
you if you
stop. Speed
into the alcove
and demolish
the creature
with a few
short blasts of your gun.

Finally, rush out one last time, after the centrifuge
has spun past you, and storm into the final alcove.
Ride the elevator in the alcove up to the next level and
back to the chamber’s exit. Stop at the save point and
record your progress. '

* Upon exiting
the corridor, a
large tentacle
speeds
through the
halls and
grabs your
feet!

The tentacle
begins
dragging
you to some
dark lair, so
open fire!

As it drags
you, wait

until it coils
up to tug you
deeper down
the corridor.
When it does,
open fire on
the large
orange bulb
about halfway
down the
sinewy arm. Hit it several more times as it drags you
away, and the orange bulb explodes, killing the tentacle
and releasing you from its grasp.

| Mission 3: Course Correction
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If you have gourﬁﬁ\‘net_hrotﬁer equipped, use
It against the tentacle. It's a great weapon as
long as uou aim the flame at the uellow “Bulb.\_k
— SR S “"‘-‘

R

Backtrack out of the hallways, through the decon-
tamination chamber, and toward the tram station.
Equip.your Flamethrower again and bring it to the
ready. When one of the monsters dashes around the
corner, open fire and cook it!

e mu? (U's Kanden, . They attecked
B 1. and Hammond just. sr

While on
the elevator,
Kendra
re-establishes
contact
with you via
RIGlink. She's
okay! She's
barricaded
herself in the computer core, though she can still
hear the monsters moving around outside. While in
the computer core, she was able to hack the root
computer and gather even more information on the
events leading to the death of the planetside colony
and /shimura.

i E primagames.com .~




Stop in the
main control
room to save

your progress
i | and manage
your inventory
at the store
kiosk. When
you're ready,
‘turn around
and take the
door leading
to the fuel

. room. After
passing
through

the second
hatch, you're
back out in dead space—that means a zero-gravity

environment with no air. The room has been breached,

and the section of the ship has been utterly destroyed.
Use kinesis to pull in an air canister and storage crate
floating nearby.

Above and to the left, just past the floating body,
is part of a demolished catwalk. Launch yourself at
it, then immediately look up and locate the circular
entrance to the next chamber. There are several
creatures floating around outside. Ignore them. They
don’t require oxygen, but you do. If you take too long

fighting them, you risk dying from asphyxiation. Instead,

jump toward the entrance’s inside lip and enter quickly.

. schematic
on the floor-
~and open the
wall storage

- bin on the
right. Saunter
into the tall

~ room at the
walkway's end.
Its walls are
overgrown

- with some
kind of alien
flesh. Search
the two rooms
on the room’s upper level to find a text log, an audio
log, and more supplies (including a power node), then
back out and take the elevator down to the next level.

Search the rooms on this level and destroy the
swarm crawling around near the second room. Slow
them first, then blast them to bloody bits.

The allen flesh makes things sticky and hard
to navigate. You won't be able to run while
stepping on It.

l’@




Finally, take
the lift to the
lowest level.
There are two
. more rooms
~ here, one
of which is
locked. Use a

- - power node to
unlock it and grab credits, ammo, and Ripper blades
schematic from inside. Search the second room for
more items, and refill your stasis module. After taking
all the loot, go back out to the main room and carefully
approach the malfunctioning hatch doors.

Wait at the malfunctioning doors, but don't slow them
down. Instead, let a Slasher appear and attempt to
attack you. As he does, the doors slice him up! Once
he’s dead, slow the doors with stasis and go through.

Turn left in the hall and grab the explosive canister
on the ground. Aim it at the incline ahead and wait for
more small spawn creatures to come crawling down.
As they do, launch the canister at them and blow
them all up. If any survive, use your Flamethrower to
barbecue them as they scurry about.

| Mission 3: Course Correction
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Follow the
catwalk to the
end and save
your progress
before
entering the
fuel room.
Reload all your
weapons and
equip your
Line gun,

then grab

the explosive
canister at =
the catwalk’s
base. Walk
with it up

to the fuel
room entrance and open the door. Slowly maneuver
the canister inside the fuel room and wait for two big
monsters to come ambling toward you.

When the creatures are close together, fire the
canister at them and blow them up. Several more
creatures will come out of the darkness when the first
two fall. Slow the farthest creatures with stasis blasts,
then shred the nearest enemies with your plasma rifle.

S

. Ny
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Finally, when most creatures are dead, a large
pregnant creature sprints out from behind the large
control computer at the room’s rear. Switch to your
Flamethrower and let the fire flow! The enemy will
burst open, and several of the little Leapers will come
out. Keep burning them until they're all gone.

i E primagames.com .~




3 few minutes
l0 search the
() 12053 ol

= L.HJLHHL ‘IIJ F Iy - = -lL.u-“I:!rMnrﬂ.h:nll:-
J..J.HHJ.LL.M. ..l;c.uuwum:muu.m
‘ J;[f,'l.'.l.‘.l..-.l-lﬂ..-.u.u

Leave thebloody mess behind you and backtrack
out of the fuel room. As you go, Hammond contacts

you with good news. The Ishimura’s orbit will begin to

stabilize soon! Unfortunately, Kendra has some bad _
news—the ship’s asteroid defense system is offline, o
which means you'll be ripped to shreds from the b
planetcrack’s debris. Hammond calls you to the bridge '
to figure out how to restart the asteroid defense

system.

" After taking, everything you can pocket, move a few
of the explosive containers from the surrounding area
into the main room, just in front of the computer.

With your
pockets full,
activate
the large
computer
at the rear
of the room
and begin
the ignition
sequence.
When you do,
several more
creatures
appear. Switch
to your Line
gun and
blast through
them as they
appear.

Head back to the tram, destroying the creature
waiting to ambush you, then hop on and take a ride to
the bridge!

/38,
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Take down the creatures closest to you, then slow
the others before they can reach you. Once they are
slowed, either target the canisters on the ground and
blow them up, or use kinesis to throw them at the
monsters like grenades.

C
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:Up&{fy(;l_.lr‘
arrival at your
'desti_n'ation,
Hammond
contacts

you through
RIGIink.
Kendra’s
fears were
correct. The
ADS System
is offline and
the Ishimura
is defenseless.
At the
moment,
however,
Kendra is
more concerned with this mysterious “Marker.” She
believes that Hammond knew about the Marker before
arriving on the /shimura.

Hammond denies any foreknowledge about the
artifact and calls you to the bridge. Collect all the items
inside the storage bins in the tram station, then enter
the corridor on the left. Slow down as you approach
the dead body in the hall. Grab the ammo after a Brute
smashes through the windows on the left.

Remember the
store kiosk
location at the
turn In this
hall; 1t Is the
only one you'll
encounter
during this mission.

Just as you
enter the main
atrium at the
hall's end,
an asteroid
breaches the
ship’s hull and
explodes a few
yards ahead.

‘Scour the
atrium before
heading to
~ the bridge.

Open all the
| footlockers
near the
computer
stations,
then grab the
audio log near
the far right
corner, near
= the asteroid
crater. The
audio log is
of a frantic

' man calling

for security backup shortly after an alien entity boarded
the Ishimura.

Go down the steps at the deck’s far end and save
your progress at the save station. Hop on the lift at
the base of the steps, and ride it down to the bridge
entrance. Grab the Suit Level 3 schematic on the
ground, then enter the bridge.

On the
bridge, open
the three
containers
on the
ground while
Hammond
claims that he
didn’t know
about the
Marker and
that Kendra is
overreacting.
That may be
the case, but
for now the
ADS System
is of prime
importance.

Hammond can repair the ADS boards from the
bridge, but the main power is shot. You must reroute
the power manually at three different junction boxes. In
order to reach them, however, you must first activate
the elevator system on the main atrium. Just before
leaving the bridge to complete your mission, Hammond
warns you of something really big prowling the ship.



Exit the bridge
back out to
the atrium,
and slowly
approach the
large hatch
door on the
far wall. As
you near it,
you hear a
loud pounding
noise. Upon
closer
inspection,
you can see
the door
begin to dent
and splinter.
Suddenly, the hatch breaks open and a Brute bursts
out!

The Brute is surprisingly fast, so zap it with a stasis
shot and immediately get some distance from it. Sprint
away from the overgrown beast and circle around
it. The creature’s soft spot is on its back. Equip your
Line gun and unload on the creature’'s back while it is
slowed down. When it regains normal speed, drop a
mine just behind it, then slow it back down. If you'’re
low on stasis power, hit it with a few rounds of your
weapon to make it stagger back or stay in place.

When the
mine explodes;
it deals major
damage to;
the Brute’s
weak spot. If
it covers itself
in a pratective
shell, circle
around its

back and blast _

it a few more
times to finish
it off. Grab the
credits the
Brute drops,
then enter
the breached

mission 4: Obliteration Imminent
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hatch the monster came through.

As you
enter the hall,
the monitors
on the wall

~ come alive.

It's Nicole! She
calls out to e
you to “make
us whole

again,” and then the screens go blank once more.

Empty the
lockers and
containers in
the room at
the hall's end,
then activate
the elevators
at the console
just outside
the room.

&
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Leave the
hall and make
a beeline for
the elevator at
the atrium’s
center. Step
inside and pick
up the video
log in the
corner. It is of
the captain’s
death—or,
rather, his
murder. By
the time it's
done playing,
you reach
the lower
level. Step out of the elevator and open the crates and
containers in the first room.

Go through the door labeled “Ship’s Systems” and
turn left. Pick up the Contact Beam schematic at the
turn in the corridor, then loot the storage room at the
corner. Before approaching the locker and stasis refill
station at the storage room’s other end, aim at the
creature playing dead on the ground. \Wake it up with a
few bursts of your weapon, then put it down for good.

You've now got two schematics In your
Inventory. If you need the room In the Inventory,
take the elevator back down to the store kiosk
and download them before returning ta the hall.

Clean out
the room,
then exit back
to the main
hall. Follow
it to its end,
and enter the
ship’s system
room. As you

-

: appraach the door, m

you wn:h br'oubhng ,'
news. The gravity plating ahead is malfu_jg_monlng S0 -
avoid stepplng on plating with any kind of distortion
effect coming from the floor. In the ship’s system
room, a Lurker quickly learns this lesson as it scurries
toward you and is sent flying into the ceiling to its
death.

Hug the
right wall
and carefully
walk past the
first broken =
gravity plate.
A creature
ambles out
from around
the corner.
Aim at its
legs and cut
it down. Let it
crawl toward
you a bit
before opening
fire again and
chopping off
its arms.

Hold your position at the corner, after passing the
first malfunctioning plate, and aim down the passage
on the left. Several Lurkers scurry toward you. \Wait
for them to hop on the walls, then open fire with your
cutter! :

Round the corner, carefully sidestepping the broken
gravity plates as you go, then turn right into the far
corridor. Take out your Plasma Cutter and open fire on
the next two Lurkers before they pounce and tear into
you.
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- Follow the -t
% .corridor to %

~ its end, refill
your stasis,
and use your
kinesis ability
to remove the
tables blockihig' 3
the entrance
into the ship’s
systems
room. The
room is a
maze of
partitions, so
hug the right
wall and creep

Walk to the
room’s far
end and stand
clear of the

loose electrical
around the - -

- — - - wires. Hit
first partition. Equip your Line gun and reload so you Fern e
have a fresh rack. Wait for a Brute to barrel through .

stasis shot

the barricades at you. Blast it back with a line-gun

shot, then slow it down with a stasis shot. to EiEsR o

down, then sprint past them to the control console in the
far right corner. Use the console to reroute the first ADS
o power system, then grab the medium Med pack before
exiting the room and returning to the main hall.

*

Carefully
backtrack
through the
] halls with

the malfunc-
| tioning gravity
| panels toward

e
- M the elevator.

Drop a mine just behind it, and circle around a FResiie } 11 AL
partition that is still standing. Once the mine blows hall, two AR e e g Equip
up, circle out from behind the partition, and blast the your plasma rlﬂe, i round.the Copncr SRR your
beast again. Hit it with stasis shot once more, and REparEReld high feady TS T tIFgEREE and

circle behind it to finish it off. If your stasis module open fire, aiming low to blast both creeps’ legs. Either
is running low, refill it at the station just outside the finish them off or sprint past them, then return to the

rotl elevator.
— —
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Don’t leave without picking up the power node
the Brute dropped.

\.m

%
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i E primagames.com .~




Take the
elevator back
down to the
atrium, and
sweep around
back toward
the save point
near the
bridge. As you
go, blast past the Leapers. They're fast and they're
furious, so stay on your feet and keep your eyes open!
If they flank you and take you to the ground, kick them
off quickly.

Use your stasis ability to slow them down and keep
them from pouncing on you. Pick them off one by one,
until the atrium is clear. Save your progress at the save
station near the bridge, then return to the atrium.

[!.-\. . =t A e B d—-f-r-l-l—t--ﬁ\

level. On the way down, Kendra contacts you with
more information. The med-sci reports reveal that
the creatures are actually bio-recombinators (necro-
morphs). They take dead tissue and mold it into new
forms. One iteration of the creatures has the sole
purpose of infecting corpses while the others make
dead bodies to infect.

Exit the
elevator and
open all the
crates and
bins in the
first room.
Step into
the next
SEEEEEIWEL
and sprint down the hall. As you do, a weakened
bulkhead gives way and the passage explodes. The air
is sucked out of the hall, and your oxygen tank kicks in.
Run into the storage room at the corner in the hall and
wait for the door to close behind you. When it does,
the room re-pressurizes, and your oxygen tank refills.
Clean out the storage room, and use the upgrade
station to augment your RIG's oxygen tank.

Leave the room and make a right in the hall. Sprint
to the next door and step inside. As you enter, you spy
a bio-recombinator dragging away a body to feast on.
Conserve your ammo and let it have its feast. While it
does, creep forward to draw out the other bio-recom-
binating creeps and open fire. Once the monster
is done transforming the dead body into another
necromorph, slow it down, then fire and bring it down
before it becomes a threat.

(| fi"" .
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Carefully navigate past the busted gravity panels
toward the room’s rear. Destroy the Lurkers there,
then activate the ADS power system.

Cee



Turn around and trek around the banels, toward the
elevator. While you were activating the power system,
more necromorphs snuck into the room behind you.
\Walk around the gravity pads with your gun trained on
the enemies ahead, and open fire from afar.

er useful -
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room and take the gold semiconductar, credits,

and other Items before leaving this area.

Take the
elevator up to
the third level
and collect
the Force gun
schematic
near the
elevator exit.
Grab the
other items
in the room,
then enter
the next hall
and save your
progress
at the save
station. Equip
your Line gun
and slowly creep around the corner with your weapon
ready to fire. Target the Pregnant recombinator,
blast it with a stasis shot, and then blast the other
necromorph that appears from the far right.

Back away from the corner and drop a mine at the
large bio-recombinator’s feet. Let the mine explode,
then creep back up toward the fallen necromorphs and
finish them off.
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Activate the final ADS power system nearby. \When
you do, Hammond contacts you and says the autotar-
geting systems are still down. You can fire, but without
a targeting system, the asteroids will still blast through
the ship’s hull.

Go into the
passage

on the left

of the ADS
computer.
Sneak into
the room on
the right and
stock up on
ammo and
credits, then
continue down
the hall to the
next elevator.
In order to
reach the
ADS targeting
systems, you must first cross the exterior of the
ship! Take the lift up to the next level and grab the air
canister near the exit hatch.

Exit through the double-hatch passage and rush
out into the ship’s exterior. Quickly head toward the
freestanding structures nearby and take cover before
a brief shower of asteroids pelts the ship’s surface.

i % primagames.com .~




Wait until the asteroid shower passes, then rush o
and sprint to the next structure for cover.

O Em——IP -
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Watch for the area just sbove the ship to exhibit
slgns of an approaching asterold shower. Short
spurts of white clouds mark the beginning of a
shower, so take cover quicklyl

You can also take advantage of the zero-
gravity environment and launch yourself from
cover to cover. Bounce between the walls lining
the long exterlor corridor untll you reach the
other side of the passage. Some of the caver
spots lining the side walls even have refill
stations for your oxygen tanksl

ut

Dash =
across the
long chasm
and get back
inside the
ship. Grab the
ruby semicon-
ductor on the
floor to the
left, then man the asteroid defense turret in the room.

The hull integrity is at 85 percent. If it drops to
zero, you'll be destroyed. Hold off the asteroids as
they approach the ship while Hammond attempts to
bring the autotargeting system back online. Blast the
asteroids until Hammond restores the autotargeting
system and tells you to meet him back at the tram
station.

g S

There are some large asternids that, when shot,
will break into multiple pieces that can still
damage the ship.

With the ADS system back up and running, you can
safely traverse the long exterior corridor back to the
other side of the Ishimura. This time there are a few
necromorphs lying in wait. Don’t bother killing them;
instead, launch yourself from wall to wall and float past
them.

Tee



Just as
you're heading
back toward
the tram to
. rendezvous
with
Hammond,
Kendra

- - contacts you
with more bad news. The oxygen levels are failing, and
something is poisoning the ship’s life-support systems.
The deck is slowly filling up with poison! Luckily she’s
been able to come up with a solution to the poisoned
air, but you must now neutralize whatever is polluting
the air system.

Your rendezvous with Hammond will have to wait.
Instead, you must now head back to the medical bay
to mix together Kendra’s concoction. Meanwhile,
Hammond will head to Hydroponics to see if he can
slow the poison. Head back to the tram, stopping to
obliterate a pair of squirmy wormlike necromorphs
along the way.

| Mmission 4: Obliteration Imminent

WAHTHROUER

A pair of humanoid necromorphs wait for you in
the final corridor leading back to the tram. Equip your
Pulse rifle and blast them to bits before hopping on the
tram and taking a ride back to the medical bay.
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-and wait for
Kénaré's
RIGlink
message.

The toxins in
the air are
spreading
quickly, and
you're all
running out
of time. The
chemicals
needed for the
antitoxin are in
the chem-lab.

(T T A ere—
= e e s i Pl i

While you
are en route,
Kendra will hack the door, so get going!

Sprint down the hall to the security station. As you
do, a mysterious voice comes over the intercom.
There’s a slight quiver in the voice as if the person
behind it is not wholly sane. The man rambles on about
God’s plan and the “natural order.” Clearly, something
is wrong with 'him. But who is he?

Go into the
small control
| room in the
security
station’s far
left corner
and open the
locker to find
some loot.
Save your
progress
at the save
point, then go
through the
door labeled
“Imaging
Diagnostics
Wing.”
Carefully
round the
corner with
| your weapon
* raised high.

Two small Lurkers scamper out from around the
bend. Open fire on them and aim at the three tentacles
whipping about each head. Slowly walk toward them as
you fire and sidestep their projectile attacks.

Refill your stasis module at the hall's end, then turn
around and enter the diagnostics room. This time,
the large cylinder on sliders at the room’s center is
malfunctioning. Ignore it and walk to the room’s other
side. Target the bio-recombinator on the wall next to
the elevator, and blast it with your Plasma Cutter.

The bio-
recombinator
~on the wall will
occasionally
spit out small
necromorphs.

Continue
blasting the
beast on the
wall, stepping
only to destroy
the small

pods it spits
out. If the
creature on
the wall spits
out pods too
quickly, slow it
down with your stasis ability, then eliminate all the little
creatures before turning your attention back on the
Guardian. Switch to your Line gun and drop a mine just
at the Guardian’s base, then back away. Let the mine
explode while you finish off the podlings from a safe
distance.




A 1 i = e TR "
. / \ P AN
i_ -i_lp‘l 'T - r"'.'.-:.:__._- B s
52T S L WA = -
=¥ & - AE RN B s
i ~ Ride the lift up to the next level and approach

~ across the gap in the walkway. Before attempting to
= cross, raise your weapon and shed light across thes
- gap. Locate the Lurker on the gap’s other side and
obliterate it.

= _the malfunctioning slider as it whips back and forth

Slow the slider as it speeds past you, and wait for it
to slowly swing back into position in front of you. Just
as it bridges the gap in the walkway, sprint across to
the other side.

Round the
corner to
make a U-turn
around the
catwalk, refill
your stasis
module, and
slow the slider
to cross the
gap again. Record your progress at the save point,
then enter the room at the walkway’'s end. Turn right
in the L-shaped room, go through the door labeled

“Chemical Lab,” and take the cargo lift down to the lab.

Step off the lift and grab the audio log in the corner.
The log belonged to Dr. Charles Mercer. In the log,
he describes an experimental procedure meant to
regenerate tissue. Once the log is done playing, enter
the door on the hall’s right.

-~
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Grab the items scattered about the room, including
the force energy schematic in the corner and the
power node in the container on the far left wall.

Activate
. the console =
at the room’s
rear and take
the chemical
capsule to
complete your
first objective.
Just as you
grab it, the
metal covers
on the room’s
Windgws slide
. open to reveal
' the deranged
Doctor
Merqer‘!

; The doctor
rambles on about the fall of humanity and the rise of
a new, better species. When he finishes talking, he’
unleashes his newest creation on you.

The exit is
locked, and
the doctor’s
creation is
loose. Equip
your Line gun
or Plasma
Cutter and
target the
creature’s
legs; unleash
a barrage of
shots at them
to bring the
Hunter down
immediately.
Once it's on
the ground,
target its arms and remove them.

-



fe! Slow it down with a
bay long enough for Kendra
or yEu ér‘lng the creature down

~again sn:'{: doesnt give chase, then sprint out of the
'rocrqh and escape to the imaging diagnostic room.
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 to bring down the Hunter a second time. Simply
“run through the door and'ﬁ""‘l.i.l‘cf'ﬁa'ﬁim Ifthe
'Hunter recovers before J(enara l:an_mén_ﬂ're*—'ﬂ

door, you'll need to brl'ng It dou.ln egaln fﬁ"gef =
out safely.
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Back in
the imaging
diagnostic room,
a swarm of tiny
spawn creatures
scurries toward
you. Blast them
to pieces, then
carefully approach the room'’s other side. A second
pack of the little necromorphs is swarming about. Grab
the explosive canister in the far corner and launch it at
them to blow them all up before exiting the room.

ﬁ‘a%‘;__i

_J =
As you exit,
keep your eue
on the left vent.
Something
crawls in, but
when and
where will It
crawl out?

i e

Trek back to
' the security
station. Save
your progress
and stock up on
Med packs and
ammunition.

: < . Kendra reports
that the DNA sample needed for the concoction is in
the Ishimura's clinic, so turn around and go through
the hatch on the left wall.

Ont:e agaln
Mercer
intercepts
you and locks
you in a small
room. His
patience is
beginning to
wear thin,
though he’s
excited to
feed you to his
abomination.
Enter the ER
through the
door on the
right and raise
your weapon.
Creep out into
the room,
hugging the
right wall

as you go,

and grab the
ammo on the
gurney.

Turn left at
the corner and face the wide-open room. Slowly scour
the room for enemies, and draw them out as you hug
the far right wall and creep toward the room’s center.

The Hunter
is lurking
about, waiting
for you in the
room.along
with several
other necro-
morphs: Hit
the Hunter
with a stasis
shot to slow
it, then blow
its legs off.
Once it's on
. the floor,
swing around
and locate

' the nearest
Slasher. Blow off the alien’s legs, then back away
toward the wall again so you don’t get surrounded.

Keep an eye on the Hunter and wait for it to spring
back to its feet. When it does, slow it again and blast
off all its limbs this time. Sprint past the fallen monster
and destroy another Slasher.

=



% .locafe the %
~ Lurker in

~ Finally,

the room
and sever
its three
swinging
tentacles
to clear the .
room of all these c.reatur‘es The Hunter ‘will remain,
but once you destroy all ather necromor‘phs the doors
will unlock, granting you an escape route!

s two lockers,

E ﬁeﬁmﬁﬂﬁaaktmnat'lsmsrda then grab
'ﬁéﬂ’aﬁf" near the door on the way uut

"

Once the
door closes
behind you,
the Hunter
‘stops giving
chase. You're
safe for now.

Duck into the
room on the
right and grab
the power
node from the
wall unit. Take
whatever is
in the lockers
behind you,
then go back

. ©  outinto the
hall. Use kinesis to pull the credits in the corner out of
the niche, then grab an explosive canister and lead it
down the hall to the right.

Carefully approach the corner and peek around to
the left. Aim the canister at the Guardian necromorph
on the wall and launch the canister at the beast. The
explosion is enough to destroy the creature before it
can spit out several little pods.

If the
Guardian
managed to
unleash a
pod or two,
back away
from the hall, 4 ]
gain some o
distance, and ""J*"“"'*—ﬁ—
pop them with a few shots from your weapon.
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Pick up the -
gold semicon-
ductor in
the corner,
then turn_
around and
approach the
nurse farther
down the
long corridor.
She’s laughing
hysterically
and is clearly
beyond help.
Grab the
credits on the
ground, and
leave the poor .
nurse to her insanity.-

Walk back up the hall and enter the room on the
right. Follow the room around and save your progress
at the save point, then enter Doctor Mercer’s office
on the right. Take the doctor’s audio log and the other
items scattered about the floor, and use the DNA
console behind you.

Open the .
door while
the computer
prepares
the chemical
capsule. Stay
near the exit.

As soon as
the canister
pops out
of the DNA
console, grab
it then dash
into the hall.
Sprint back to
the security
room as fast
as possible!
As you run
down the hall,
Dr. Mercer
interrupts
a communi-
cation from
Kendra. He’s
had enough!

Mercer compresses the entire deck, and all the air
is blown out! Your oxygen tank switches on just as a
swarm of little necromorphs rushes toward you. Slow
them down, then blast a hole through the swarm and
speed past them.

i ﬁ prlmagamES com__— -~

M e




Back in
the ER, the
necromorphs
have taken
~over. The

- Hunter and
several other
necromorphs,
including a
large Pregnant beast, rush you as the door opens.
Slow the nearest monster and sprint past it. Stop very
quickly at the oxygen recharge station on the office
wall, and slow the other monsters before they can
reach you.

Rush past the other creatures, open the door, and
leave the ER immediately. Don'’t stop to fight them.
You're outnumbered, and you're on a timer. If you
waste time fighting, you'll also waste oxygen.

Back in
the security
office, use
the console
in the control
room to
repressurize
the deck and
restore life
support, then save your progress at the save point.

. 1"“'-1: LLTd

With
everything you
need to create
the poison,
your next
stop is the
chemistry lab
again. Stop

at the store
to replenish
Med packs
and ammo,
and sell your
semicon-
ductors. Then
go back to the
chem lab.

on your way to theﬂab Kendra fills you-in wi : E —
more information on what mlght:be _poisoning the air. '
Accordlng to a survivor's logs, a huge creature they -
named the Leviathan entered the Hydroponics deck

and somehow began poisoning the ship. Refill your -

module at the stasis recharge station while Kendra fills

you in.

Once again,
cut across
the imaging
diagnostics
room and
enter the
chemical lab
through the
door on the
other side. Put the canister into the machine in the lab
and wait for'it to mix. When it's done, take the poison
capsule and exit the lab through the doer on the right.

e —
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Sneak around the caorner to the right and break

open the two crates at the hall's end. Take the
equipment, then backirack down the hall to
the left. :

L P

At the hall's end are a save point and several
lockers. Empty the lockers, save your progress, and
reload all your weapons.

Tw
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Finish off the-little pests, and go to the stasis station
at the room’s rear to refill your-module.

Enter the =

cryogenics

lab to find

Dr. Mercer

locked in the

lab’s control

room. From

the safety of

his locked R

room, Mercer confesses his plans to you. Compelled e

by his madness, he plans to take several necromorph TR

specimens back to Earth! If he does, Earth will be dead =

within a matter of weeks. Before you can stop him, cryogenic

however, he frees his pet and escapes! chamber,
Slow his indestructible pet and focus your fire on the lure it into

other mortal necromorphs in the lab with you. Unleash the freezing
hell on the Lurkers! Equip your Flamethrower or Ripper chamber

and cut off the little pests’ limbs to dispatch them at the room’s center. Turn around and wait for it to
quickly. approach, then blast its feet to chop it down. Hit it
' T again with stasis and exit the freezing chamber as you
- speed back to the control room. -
regains y
full speed From the safety of the control room, wait for the
while you're creature to crawl into the center of the freezing
destroying the chamber. Activate the freezing sequence at the control
other necro- panel. The freezing cycle traps the beast, freezes it,
morphs, sprint and transports it away. You're safe!
away and turn

. around to slow
it again. Don't bother cutting it down yet.

The Lurkers if"‘""w

are fast, so j

if you can’t

dispatch them

quickly, lure

the doctor’s

pet away

S0 you can |

focus on the With the

:‘Iﬁ‘tsli (i/r:/isen 4 reTe——— coast clear,

the doctor ggex]e:hrfode

fled, the from the wall
unit in the

control room
unlocked. Go
inside and

control room,
and go to the
y secondary
wait for the tram station via the door on the right. You've got

monster to crawl in from a side vent. When it does, everything you need to stop the poison, so head to the
blast it to bits and zap it with stasis while it's on the hydroponic bay!

floor, then leave the little room and go back to the
main cryogenic .chamber.

|
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* Exit the tram
- at the hydro-
ponics deck
- and pick up
the audio log
~ on the tram
station floor.
~ Grab the
ammo near
the seats on
the right, then
turn around
and trundle
down the

- long hall
behind you.

Duck into
the restroom
on the right and take all the loot inside. Open the
footlockers and check both rows of stalls to get
absolutely everything before heading back out to the
hall and making a right.

-

*Take'the
elevator
down to the
lower level,
and grab the
Contact Beam
schematic on
the ground.
Follow the hall
on the right
until you find
Hammond.
He's been
weakened by
the poison
and lacks the
strength to
go on. He's
figured out what is poisoning the air—its the hydro-
ponics crew! They've been transformed into poison
pods and are scattered across the entire deck.

1

Kendra’s scans show that Hammond won't make it
much longer in his current state if the poison pods go
unchecked. You must destroy them and filter the air
before poisoning the Leviathan.

Rush into the
atmosphere
control room
and save your
progress at the
save station.

Empty the
~ lockers in this
room, and
. stop at the

© store kiosk to
download the
Contact Beam
schematic
and stock

up on useful
items. Go
through the
door on the
right labeled
“West Grow
Chamber.”

As you go,
‘Kendra
contacts you and shares her distrust of Hammond.
She’s not completely convinced that he knew nothlng of
the Marker before arriving.

Make a left into the west hall and stop just after
entering. The gas lines ahead have been ruptured and
occasionally spew out toxic gas. Wait for the pipes
to quiet down, then speed past them before they can
SpeEW gas on you.

Watch for the little red lights to bllnk just before
gas splts out into the hall.

The flamethrower will not work when there Is
gas in the area, so don't waste time trying to
use It If you are under attack.

C
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Keep your
weapon high
and tear
through
the wave
of Slashers
as they
approach.
Fight your way
to the room’s
far end. Turn
left and face
the vent in the
chamber’s far
corner. Several

Sprint down the hall, dodging gas }ets as you go,
until you reach the end. There are two open doors on
the hall's left, but the first is empty and the second
has an upgrade bench. At the hall's end are two wall
storage bins. Crack them open and take the loot
inside, then step on the lift in the corner.

more necro-
= morphs will
aise your come ambling
weapon as

out of it, so train your weapon on the vent and wait for
themto emerge into the hall. One by one, theyll crawl
out and line up, so conserve your ammo and fire only

you reach the
top level and

[FFRCEECH. when you can shred through multiple enemies.
unleash a -
flurry of blasts Enter the _
on the lone small room in
necromorph the chamber’s
on the right corner
catwalk. and destroy
Blow off the J the poison pod I
creature’s legs I8 o ! hearhe et ;"r
to drop it to e Exit the room, /
the ground, back into the
Fhen destroy main chamber, and open the small wall unit on the left. /
its arms to
kill it. Enter The necro- —— ; /
the west grow morphs didnt B 1 | I F
chamber take klndly to . | 1] _|
at the hall's you destroying ]":
end and their poison | I
immediately pods, so two
turn left. Pick creatures are \i
up the ammo waiting as =
on the ground, you exit the E
and backtrack small room. }
to the room’s far right side to open the footlocker near Turn right and -
the wall. blast them
Back up a bit, and hold your position near the door. 50, pIECe iﬁ

Wait for several necromorphs to rush you, and aim at zggrr?rossl;s 3
their legs as they approach. Blow off their legs, then - ==l
creep deeper into the room. !nto gironm

in the far left

corner, and

destroy the second poison pod. When you do, several
more necromorphs appear in the main chamber.
Reload your weapon and exit the small room slowly.
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Zap the Pregnant necromorph with your stasis shot
to slow it down, then drop a mine at its feet. Follow it
up with a few shots from your weapon to slow it down
even more, then open fire on the little spawn creatures
that pop out of its stomach. If you still have your Flame-
thrower, equip it and scorch the troublesome little
pests until they're nothing but ash.

With the
coast clear,
rush to the
chamber’s
center and
take the lift
to the third
floor to grab
another
semiconductor, then down to the second level. From
there, turn right and circle around behind the lift shaft.
Pick up the credits on the walkway, then enter the
door at the catwalk’s rear. As you enter, Nicole's face
appears on the screens. She pleads with you to “make
us whole again” and disappears. What could it mean?

Forget it for now, and open the locker on the right.
Take the item inside, then destroy the poison pod at
the room’s rear. Immediately do a 180 and open fire
on the necromorphs that rush in behind you. There are
two Infectors in the room. Use stasis on the attacking
Infector and destroy the other one before it can
transform the corpse nearby. Then turn back on the
slowed Infector and finish it off.

- room and
storm back
across the
. catwalk to
the other
side. Enter
the room at
the opposite
end and save
your progress
at the save
station. The
next section
is a long, wide
corridor. At
its end are
two vents.
Train your weapon down the hall and wait for several
Exploder necromorphs to emerge from the vents. As
they do, target the large orange bulbs on their left
arms to blow them up.

i [—
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Another great way to dispatch of Exploders is
to use stasis to slow one down, and then shoot
the explosive pod when a few are bunched up
to set up a chain reaction. Or you can sever the
explosive pod and pick it up with TK, then throw
It back Into your enemies.

Storm down the corridor, pick up the items the
Exploders dropped, and turn right into the next area—
Refrigeration West. Stop to refill your stasis module at
the recharge station and clean out the lockers nearby.
Walk out into the zero-gravity environment just past
the recharge station and locate the hatch above and to
the right.

Launch
yourself
toward the

just in front

of it, then use
kinesis to slide
the lock open.
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hurl yourself toward the lip above and to your left.
Walk up and over the fip-to find-the entrance to the air
filtration room.

From there,
turn left and
pick up the
ammo just
up the small
steps. Turn
back around
and walk to
the walkway's
opposite end

When the door slides open, a Lurker flies through

into your chamber! Locate it quickly before it attacks and pick up

you from above and tears you apart. Shred the little the audio log

beast, then launch yourself into the next chamber. on the ground.
: Take the lift in

the corner to
the lower level
and shoat
the locking
mechanism on the door nearby.

In order to reach the next poison pod, you must
cross the fire jets on the right. Blast open the first
door, then creep toward the entrance of the first jet,
but do not enter!

If you enter,

In the next 50 ]
chamber, the jet before
a row of opening the _next
i door, you'll risk.
deadly spikes :
being torched.
separates

you from the f Don'tdoitl =

next doorway.
Target the wall

Creep up to r,r -y

around, then

=

on the left and the fire jet's . k
float over the entrance.and. 3
spikes toward locate the next g
it. Upon two locking i
landing, turn mechanisms i
around and across the .
use kinesis passage. %
to unlock the Shaoot them to
next door. bust the doors
Once again, open, then

float into the wait for the
next room stream of fire
and bring up to shoot out
your weapon. in front of you.

| Destroy Once it stops,

. the lone rush into the
necromorph passage and
floating cross the first two fire jets!
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loor. Sprint through
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As you enter the final room, a Slasher will attempt
to rush you. Push it back with your weapon and force
your way into the room. Chop it down by taking out its
legs, then finish it off with a few quick spurts from your
weapon.

In the room,
turn left and
take out the
next poison
pod before
riding the lift
on the right
! back up to

=% _ the top level.
Turn right as you step off the lift, bust open the crate,
and pop open the footlocker. Then turn around and exit
via the passage on the left, labeled “Exit to West Grow
Chamber.”

Take the
next lift back
down to the
west grow
chamber and
reload your
weapon. Once
in the main
chamber, turn
left and shoot
the Pregnant
necromorph
with a stasis
blast. Follow
it up with a
volley of blasts
from your
main weapon
and drop a mine at its feet.

Turn around quickly and take out the small Lurker
scurrying about. Leave the main chamber and
backtrack toward the atmosphere control room, where
you can save your progress.

door labeled
“East Grow-
Chamber.”
Pick up the
text log on

the floorn,

then turn into the right passageway. Across the hall is
another Guardian necr‘omorph pasted to the wall.

Creep- =
out into the
passageway
and open fire
on it. Target
the creature’s
tentacles as
they whip
about. If the
beast spits
out little
pods, back
away from
them and
eliminate them
quickly. Hit
the Guardian
with a stasis
shot to keep it
from spitting
out multiple
pods while you
destroy the
ones on the
floor. After you
take out its
first few pods,
resume your attack on the Guardian and kill it.

With the Guardian dead, turn right and enter the
rooms on the right. The first has an upgrade bench.
The second room is guarded by a necromorph and
contains a few helpful items. The third room can only
be unlocked with a power node. If you choose to unlock
it, you'll find plenty of ammo, a med pack, and some
credits.

There is a slasher who will trg to ambush

you from behind after you enter the second
chamber, but If you time It right or use stasls,
he will be torched by the flames from the first
room. Be careful you don't get caught between
two attacking slashersl




At the

. corridor’s end,
take the lift to
the next level

- and enter the
hatch labeled
“East Grow
Chamber.”
Inside is
another Brute.
. Reload your
weapon and
walk into the
chamber

with it held
high. Back up
against a wall
. and wait for
the Brute to sniff you out and come charging. When it
does, slow it down and circle behind it. Shoot the weak
spot on its back and run away from it.

Once you've gained a safe distance, drop a mine
underneath it and slow it down one more time. Sprint
away, allowing the mine to do its job and slowly circle
behind it again. If the mine doesn't kill it off, blast it a
few more times to take it down. .

":"M':\r _l'
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Brutes drop elther power nodes or credits.
FIIu.l_ags pick them up sfter battle.

Hug the
left wall and
follow it to the
chamber’s
far left
corner. Stop
to open the
wall storage
units on the
way, then
sneak into the
room. Pop
the poison
pod inside,
then refill
your stasis
module at
the recharge
station. Grab all the items scattered about the exit
back into the main chamber.

Empty the storage unit on the wall on the left, then
run into the second room across the chamber. Grab
the ammo strewn on the floor. Back in the main
chamber, approach the feeding system console at the
chamber’s center. Activate the feeding system, then

mission 6: environmental Hazard
WALKTHROUGH

slow the sliding-hatch on the floor with your stasis
shot. Run around to the.other side of the feeding
system and shoot the poison pod inside the feeding
chamber, linder‘neath thesliding hatch. =

At the
~ chamber’s
center, ride the..
. lift up to the
. second level
and sweep
around.to the
shaft's rear.
Grab the items
inside the two storage crates, then pick up the other
items near the locked door at the walkway's far end.

Trundle
across the
catwalk and
enter the
room labeled
“Refrigeration
East.” Grab
the power
node from
the storage bin on the wall to the left, then save your
progress at the save point behind you.

Sneak into -
the next room
and grab the
gold semicon-
ductor in the
corner. \When
you do, a
tentacle whips
out from deep
down the hall
and grabs you
by the foot.
The creature
begins to drag
you deeper
down the hall.
Target the
tentacle’s gold
bulb, but don't fire wildly. Instead, wait until the tentacle
coils up and prepares to yank you again and then fire!
Pick your shots carefully and conserve ammao. Three or
four shots is all you need.

5 "'"l_‘
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When you enter the room with the tentacle, pick
up the semiconductor with kinesis. Otherwise
you will not get close enough to pick it up
befare the tentacle grabs you, and you'll have to
work your way back to it.

i E primagames.com .~
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Grab the audio log at the hall's end and enter the
refrigeration room. Refill your stasis shot at the station
on the left before walking out into the zero-gravity
environment ahead.

Step out into the zero-gravity environment and look
up and to the left. Locate the exposed metal grating
through the nasty alien flesh covering the walls and
jump onto it. Next, look up there again to locate the
large electrical cell going haywire. Slow it down with
a stasis shot before quickly launching yourself at the
grating aboverit. As soon as you land, turn around and
leap through the hole on the left into the next room.

_\1

Stop for
a minute to
. bring down
the Lurkers
as they
scamper
= from wall to
wall. Before
proceeding,
turn around and approach the hole you entered. Hit
the switch near the hatch to turn off the electrical
current, then hop up to the ceiling.

Go through ;
the next adei e i
opening into prt
the large ol e
poison-illed '
room, and
pop the next oy W 4 e
poison pod in '-.u'l""" AL ST
the corner. ——

Take out the two Lurkers above, then quickly leave the
zero-gravity environment. Backtrack through the long,
gory corridor where the tentacle grabbed you and get
back on the lift. This time, however, take it up to the
third level.

any s
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Circle behind
the shaft to
find the final
poison pod
huddled near
the walkway’s
end. Blast it a
few times to
kill it, then turn
around and get back on the lift. Return to the first floor
and head to the atmosphere control room.

Three Slashers are guarding the walkway leading
back to the atmosphere control room. Stay near
the east chamber and blast them from the doorway.
Back in the atmosphere control room, activate the
air-recycling system.

Before proceeding, stop at the store klosk and

_reload on ammo and med packs. Stock all
oxygen canisters and stasis modules In your
bank. Keep only ammo and med packs.

Enter the food storage bay through the hatch behind
the atmosphere control console. Grab the items from
the storage crates on the ground, then stop at the
small computer console just before the main bay.
Input Kendra’s concoction to poison the Leviathan. You
complete your objective, but the Leviathan is stronger
than anticipated.

For more detalls and strategy regarding the
Leviathan, see chapter 3.

T
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~ In spite of being-poisoned, the Leviathan is- still

~~ alive! You'll have to kil it the old-fashioned way—with
- firepower. The creature is in the food storage bay,

which is currently a zero-gravity environment. a2

Enter the
food storage
bay and
confront
the giant
monster. Far
against the
bay's opposite
end is the
Leviathan, a monster as big as a wall with three
extremely long tentacles and a mouth capable of
devouring a small transport vessel. Wait for the Levia-
than’s huge tentacles to whip about. Only one tentacle
at a time will stretch out far enough to expose the
weak orange bulb near its base. When it does, target
the bulb and blast it!

Fire at the orange bulb until the tentacle whips at you
and lands next to you. Once the tentacle is lying next
to you, it will whip from side to side and slam into you.
Take advantage of the zero-gravity environment and leap
over the downed tentacle to the bay’s other side.

Immediately
upon landing
on the bay’s
other side,
aim at the
orange bulb
and continue
blasting it
until it bursts.
Keep dodging
the creature’s
attacks and
counterat-
tacking until
you destroy
all three
tentacles.

Speed things up by using the explosive
canisters floating nearby to destroy the
creature’s tentacles.

| mission 6: environmental Hazard
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With its
tentacles
destroyed,
the Leviathan
begins to spit
out explosive
balls of alien
matter from
its mouth.
Strafe around
the circular
storage bay
while keeping
your weapon
aimed inside
the monster’s
mouth. Wait
for it to open
and detonate the exploswe spheres while they're still
inside its mouth. If the monster spits out an explosive
ball, either leap away from it or fire at it to detonate it
before it reaches you.

As you circle around the bay, pick up all the ammao
and med packs floating nearby. Stay on the move,
blasting as you go, until the creature regenerates
three new limbs.

) E—P— ‘

If you run out of ammo, you can catchthe
Leviathan'’s pods and throw them back at It. The
mouth remains open for a few seconds after the
.]ast pod Is spit out, so once you have the timing
down you can dodge and then catch the last
pod Also, the contact beam can kill 3 tentacle
with only one shat. i

Continue blowing up the monster’s explosive charges
while they're still in its mouth, and occasionally target
the tentacles’ weak spots to keep them at bay. After
a short time, the creature will finally die. Grab all the
items floating around the area before exiting the food
storage bay.

After defeating the beast, you get a communication
from Kendra. She’s located an SOS on the mining
deck. Perhaps that will help you escape the ship. You
know your next stop...

i E primagames.com .~




‘Eﬁuﬁl@

- .ll 2 .
;.___'_ =l pr— ""!: ._.!_.__ —=—
e — =—
= ==
=i —
== i: |
is
y — 1
x IE
Mining Floor
Elevator Floor 3
Processing
Control
&
-

Mining Floor
Elevator Floor 2

Mining Floor

Elevator Floor 1




mission 7: Into The Void

WALKTHROUGH

. - ining
ining ; Bay (Dutside)
Bay (Inside) b L E

nance
ag]her

23 ‘ > % . > > Maintenance

Annex

primagames.com




"Kem_'i]{lr‘a:s_ plan

is aél' solid as
a rock. By
planting an
S0S beacon
on an asteroid
and launching
it away from
the Ishimura,
there is

a greater
chance that
ships passing
by will hear
your call for
help and
come in to
rescue you. ' :
Of course, that is assuming that everything goes
according to plan, which it rarely has since you've
arrived on the cursed /shimura.

Disembark the tram and open the small footlocker
on the right. Take the loot inside, then pop open the
wall unit near the tram waiting area. Turn around and
walk down the hall behind you. Grab the items in the
box across from the main hatch, and take the power
node from the wall unit on the hatch’s left, then enter
the rig room.

Clean out every storage container in the room, and pick
up all items off the ground. Visit the store kiosk to manage
your inventory, then save at the save point nearby.

i ————

There Is also an upgrade bench In the rig room.
If you have power nodes, now is a good time to
use them.

-_—

Call up the
elevator at
the room’s
| rear and hop

. on. Select the
~ processing
room and back
up against a
corner of the
elevator. Once
it gets going,
several necro-
morphs drop
. in from above.
Open fire on
the creatures’
legs and bring
them down
quickly. As soon as you chop one down, shift position to
a different corner and open fire on another.

Don't stand in one place too long, and stay away
from the center of the elevator.

Grab the 1
audio log as
you step off
the elevatorn,
and reload
your weapon.
Turn left and
open the small
footlocker in
the corner before turning around and destroying the
necromorph behind you. Hold your position as two
other beasts drop in for a fight. Drop them quickly.

Wait for T
the Pregnant
necromorph
to slowly
amble
around the
corner, and
immediately
slow it with a
stasis blast.
Drop a mine
at its feet,
and slowly
begin to strafe
away from
the creature.
Keep your
weapon
trained on it, but move away slowly.
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- When a-fourEh Slasher con'wres agound the corner, Go through
= .aim low andplast its feet, along with the Pregnant the hole into
~ beast’s little spawn creatures. \When you're done, the mineral
round the corner from where they appeared. s processing
chamber.
This area is
on lockdown ./
due to the [
malfunctioning
gravity units.

In order to -

restore gravity

and unlock —
= the door to

the process

control center,

you must

remove the

dangerous debrls floatlng in the chamber.

@ I—P—

Walk past the hole In the wall to pick up a Med
pack someu.lhat hldden Inthe wreckage. Also,

Walk to make sure you get rid of one boulder at a time,
the corridor’s and then dispatch any enemies that appear.
far end and Trulng to avoid enemies and getting rid of all
open the small the boulders will just have you up against huge’
.~ footlocker in odds attheend. i &
the corner. ' 3 .
Turn left, Use kinesis to grab the large asteroid sphere floating
following the nearby, .and launch it into the large gravity beam at the f
corridor to room’s center. '
the save point
in the area’s When the
far right side. necromorphs
Save your realize that

progress, then ~ you're in the
go through the ~ chamber, two

hatch labeled  Leapers come : |

“Mineral out of the =

Processing surrounding 11

Area.” Turn right in the hall and amputate the necro- vents. Hold
morph’s legs as it approaches. Kill the creature as it your position and locate the speedy creatures before \i
writhes around, then grab the text log on the ground. they can reach you. Obliterate them quickly, then float -
Open all the footlockers nearby, then visit the store to the chamber’s other side and destroy the second E
kiosk on the right to restock on ammo and Med packs. s N
Reload your weapons, and circle around the hall to the *,’h"" -

large gaping hole in the left wall.

The door behind
the gravity
control console
can only be
unlocked with

3 power node.
Inside are a ruby
semiconductor and a ton of ammo.

i @ primagames.com .~




Float across to the room’s opposite side, away from
the entrance. Hop up to the ceiling and locate the final
two asteroids floating high in the chamber.

gravity beam!If
yol evengraze
it, you will die:

After you
destroy all
four asteroid
chunks, float
down to
the control
panel and
reactivate the
gravity panels.
When you
do, walkways
spring up
around the
chamber,
lining the
walls. Rush
across the

“  walkway on
the left, back toward the entrance, and raise your
weapon.

Blast the approaching necromorphs with a stasis
shot and follow it up with a few shots from your
weapon. Fire a hole through the creatures, then speed
past them onto the walkway on the right.

- destroy the
Exploder

necromorphs
on the catwalk
by bursting
their orange
bulbs, then
dash to the

walkway’s end. Stay on the move and dont aIIDW the
necromorphs behind you to catch up!

Grab
. everything from
. | the room at
| the walkway's
- end, including
the mining
access key,
before exiting
via the door
on the far wall.
Grab the power
node from the
wall unit in the
. hall, then follow
the hall left. Go
through the
next door and
make a right.
Take the elevator back up to the rig room, where you can
sell your ruby semiconductor and replenish your inventory
with necessary ammo and Med packs.

Get back on the elevator and take it down to the
maintenance area. Exit the elevator and make a left.
Ready your weapon as you approach the corner of the
small room, and blast the nearby Infectors with stasis.
Open fire on the winged bio-recombinators as they're
slowed and take them both out.

Use either a mine or blasts from your Pulse rifle’s
secondary attack mode to shred through the creatures
quickly.

F
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Take the
audio log and
gold semicon-
ductor from
the room,
then go

through the
hatch labeled
“Equipment
Maintenance.”
Stop to save
your progress
at the save
point, then
use kinesis to
pull the mining
cart toward
you. Hop on

the cart and raise your weapon. VWhen you step on the

cart, it begins to slowly slide across the long chasm.

Raise your weapon and fire at the necromorphs
lining the sides of the chasm. You can't leave the cart,
so the only way to survive the trip across the chasm
it to destroy the creatures before you cross their
path. Pick your shots and conserve ammo as much as
possible.

Use kinesis
to grab the
ammo refills
and explosive
canisters
between
enemies.
You can use
the explosive
canisters to quickly destray the little pests, while the
ammo refills will keep you in the fight.

[ ea—IPa—
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The explosive pods are sometimes close
enough to damage the Lurkers that appear. If

a Lurker looks like It Is close enough to a pod,
shoot the pod Instead of truing to hit the Lurker.
With the moving platform, and the obstructions
that can hide your target, the plasma cutter is
the best weapon here as Its Instantaneous shot
wlll be much easler to alm.

| mission 7: Into The Void

i WALKTHROUGH

Just as
you reach
the chasm’s
opposite end,
a woman

partition on
the right. It's
Nicole! She
welcomes
you and tells
you to go with
her; then she
disappears
behind the

Get off the
mining cart
and grab

the items
scattered
about. Go into
the repair
room and turn
right. There,
across a
small gap, is Nicole. Though she cannot begin to tell you
everything she’s gone through, she can help you for now.

The beacon is behind you in a locked room, but
she can disable the door’s lock from the computer
on her side of the gap. Nicole begins to release the
locking protocols on the door behind you and suddenly
comes under attack fram necromorphs! Shoot out the
monsters’ legs as they*appr‘oach Nicole and bring them

down quickly. Once they're on the ground, finish them off.

After a
few short
seconds,
creatures
start dropping
in on your
side of the
gap as well.
Nicole is your
main priority, however. Use stasis shots to slow the
creatures on your side of the gap and continue to
destroy the beasts attacking Nicole.

.m_l_nﬁ—v‘[

If Nicole’s health drops to zern, the mission Is
over. You can see her health bar decrease as
she takes hits, and she cannot heal herself,
so protect her at all costs.

i E primagames.com .~

steps out from
behind a small ;

partition again.
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“of the gap.
Wltt] her job
done and the
door behind
you unlocked,
Nicole bids
you farewell
and walks
away. You
can't chase
her, so let her
go for now.

In the

meantime, turn around and enter the small room
behind you. Loot everything from here, including a
power node, the Level 4 RIG schematic, and the

beacon.

Take your beacon and-get back on the mining cart.
This time, use all the remaining canisters to destroy

the new batch of Super Leapers as you go.

Turn toward
the platform
on the
chasm’s end
and wait for
the bio-recom-
binators to
amble toward
you. As they
do, they'll
get close to
each other
and become
easier to
target. Shoot
them with
your weapon,
blasting them

§ |
i
-

~ Lower your aim to blow off theﬁgs‘ ta_JQ_off their

back ‘and away from the cart; then step oﬁ‘ the cart.

upper limbs to finish them off.

Backtrack to the elevator, stopplng only to destroy
the lone necromorph in the hall. .

Take the elevator to the mining deck, step off, and
turn right. Blast past the necromorphs in the way and
leave the gassy chamber behind you. Go through the
passage into the room on the far right and save your
progress at the save station on the left wall. Chop
down the Slasher at the room’s opposite end and the
room is yours.

With the
immediate
area free
 of enemies,
| clean out all

“the storage
bins, crush
the green-
light ecrates,
and pick up
all the items
scattered
nearby.-Stop
by the store
kiosk to
download the
Level 4 RIG
schematic,
sell the semiconductor in your inventory, and upgrade
your suit.

' -ulﬂiT"T?ff- ]
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Once you're ready, use kinesis to pull the power cell
out of the wall socket, then carefully navigate it out
of the room and back across the gas-illed chamber.
Enter the room on the chamber’s opposite side and
slip the cell into the niche on the wall.
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With the cell in place, the lift to its right comes
online. Step onto it and ride to the lower level.

With the first tether destroyed, launch yourself at
the wall, then at the ceiling. Slow the rotor on the
second tether and disable it like you did the first.

The final
two tethers
are on the =
ship’s exterior.

In order to
Step off the reach them,
lift and walk to you must slip
the hall's end. through the
Empty out all gap in the

the storage
units and refill

large asteroid
and its halding

your stasis clamps. Unfor-
module at tunately, the
the recharge holding clamps
station. Pick occasionally
up the text rotate around
log and gold the sphere
semicon- and can cut
ductor on the you in half
ground, then if you're too
use one of the slow. Wait for
two hatches the clamps

on the right to spin and

reset. Just as
they’re about
to lock into
place for a few
seconds, jump onto the asteroid just above the right
clamp.

to enter the mining bay. Once you're in the mining

bay, equip your most powerful weapon and locate the
Leapers before they attack. The creatures in here are
a bit tougher to bring down than their cousins, so slow
them down and sever their limbs with clean shots.

With the bay clear of all enemies, use your stasis
shot to slow the protective rotors on the mining
tethers. While they slowly spin, fire at the glowing
beams of energy inside the disc to disable the tether.

Quickly sprint over and around the asteroid before
the clamps rotate again. Run around the large rock
so that you are outside the ship. When you do, your
oxygen tank will activate.

i k primagames.com .~
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Hop off the rock onto the ship’s exterior and destroy
the other two tethers just as you did the others.

i e

Jump back
onto the
asteroid,
where you'll
be prompted
to place the
beacon, then
spring back
into the ship’s .
interior before your oxygen runs out. Leap off the
asteroid back onto solid ground before the clamps cut
you in two, then exit the mining bay.

Stop at the stasis recharge station to refill your
module, then take the elevator back up to the top
level. With the tethers destroyed, other parts of the
ship begin to malfunction. The elevator room is now
engulfed in random bursts of flame. Wait for the
flames to stop, then dash across the elevator room.
When you're safely on the other side, turn around and
use kinesis to pull the power cell out of the wall socket.

Guide the cell out of the room, through the flames,
and across the gas-filled room; back to where you
originally found the cell. Slip the power cell back into its
original niche to power the elevator on the right and
take the lift up to the next level. Use the mining access
key on the locked door and let yourself in.

o
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Grab the
power node
from the wall
unit on the
- right and take
. all the items
from the
lockers in the
room. Activate
the asteroid
release
console in the
room to free
| the asteroid
and send it
hurtling into
space. The
beacon then
begins to transmit on wide band, and Kendra contacts
you immediately. If someone is out there to receive the
message, you'll need the comms array receiver to get
a response.

Unfortunately, the array is not working. To get it back
online, you must activate it from the bridge. Before
you can set off toward the bridge, the door leading out
of the room slams shut and four necromorphs crawl
in through the vents! Cut them down as you strafe
around the room to dodge their attacks. If they get too
close for comfort, slow them with stasis shots, then
sprint to the room’s other side before turning back on
them and blowing them away. Once they're all dead,
the door unlocks.

mission 7: Into The Void
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Leave the mining deck and backtrack to the rig

room. On the way, a lone necromorph drops in on you
in the elevator. Back up against the wall and blow it
away. \When you reach the rig room, scorch the little
Leapers, then save your progress at the save station.

Replenish your inventory at the store kiosk, then
truck it back to the tram station. i /
a /
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nation and are
met with good
news. As you
step off the
tram, Kendra
says that a
military vessel,
the USM
Valor, has just
arrived. She’s
not sure what
it was doing

:'?(ofszrri“ve ——

Take out the
first wave of
necromorphs,
then run to
~ the atrium’s
~ opposite
end to gain
distance from
the second.
As soon as
you eliminate
the first wave
of enemies,
the second

in the vicinity, - wave will drop
but it must've in on you
heard your from above.
S0OS call. You Let them
can’t talk to it until the comms array is up and running, stalk you across the atrium and wait for them to get

so get moving!

close together. \When they do, burst one of their large

Crack open the wall unit on the right and go through orange sacs and blow them away.

the hatch into the hall. Stop at the store:kiosk to
manage your inventory, then turn left into the main

atrium:

The final wave of necromorphs are Slashers. They're
taller, faster, and much stronger than their explosive
counterparts. Slow them down with stasis blasts and
run away. Turn on them while they're still slowed and
cut them down with a few bursts of your weapon.

Just as you step inside the atrium, the ship detects
a hazardous anomaly in the atrium, and all the doors

shut down. Suddenly, you're surrounded by several Once you've destroyed all enemies, the ship releases
necromorphs! Aim at the Exploder’s large orange the quarantine field and the doors are unlocked.

bulbs and open fire! Move forward as you fire on the Slip into the hall at the atrium’s rear to bust open a
lumbering creatures and stay maobile. storage crate and upgrade your equipment at the

upgrade bench; then exit back into the atrium and save
your progress at the base of the steps.

l’,@



Back in the
- atrium, take
the elevator
& to the third
¢ floor. While
you're en
route, Kendra
contacts you
with some
concerning
news. She’s
been getting
feedback on
the comm
lines and
suspects that
your commu-
nications
have been monitored. Step off the elevator and clean
out the storage bins in the exit room, then walk out
into the hall. At the hall's end are two large Guardian
necromorphs attached to the wall.

Equip a good long-range weapon like your rifle,
Plasma Cutter, or Line gun, and open fire on the
Guardians’ tentacles. If you have your Line gun, drop a
mine just in front of it to destray it quickly; otherwise,
keep your distance and fire from afar to keep from
taking damage from its pods. Once it's destroyed,
carefully creep to the hall's end and peek left around
the corner. From the safety of your corner, destroy the
second Guardian.

) ——P—

The Force Gun alt fire Is a great weapon against
the Guardians. Stasis the one you can see to
stop It from spitting out pods, then launch a
shot or two at the second Guardian. If your alm
Is goaod, this should be enough to take It out.

O Em—TIP -

There are several wall storage units in the hall.
Open them all befare continuing.
1

| Mmission 8: Search and Rescue
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Enter the
hatch labeled
“To Comms
Array” with
your weapon
reloaded and
held high.
Creep out into
the hall and
wait for the tall Divider necromorph to stumble out
from around the corner. Blast it back to keep it at bay,
and shred the creature’s legs to bring it down.

Once you've destroyed the tall beast, several of its
body parts attack you. Switch to a weapon with a wide
blast radius and obliterate them. The tall creature =
drops a ruby semiconductor. Pick it up, then grab the
items in the wall storage units before proceeding.

Use kinesis to remove the debris blocking the next
hatch, then go inside.

primagames.com .~
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‘the q;levafor‘
“up to the
‘catwalk. Grab
the audio log
on the floor.

It reveals that
the Ishimura
and planetside
colony were
actually
conducting

an illegal
operation!
Take the
power node from the wall unit, and hop onto the small
gondola in the next room. Ride it to the next section of
the comms array.

When you arrive at the comms array, you find it
to be in bad shape. In order to communicate with
the military ship, you must fix the array. Six working
dishes should do the trick. Take the medium air-can
schematic, then refill your stasis module at the
recharge station. Grab the power node from the
storage box in the next room, then open the lockers
and take what's inside. :

Enter the
main comms
array bay. The
screen high
above the
dishes shows
the current
configuration
of working
dishes. The green lights indicate the dishes that are
online and completely functioning, red circles indicate
broken dishes, and empty red circles indicate empty
dish slots in the array.

The Iarge comms ﬁﬁm:zero—gnawtyﬂe &
environment. Jump to one of the surrounding walls
and engage the three Leaper necromorphs in battle.
Dodge the creatures’ attacks by jumping away from
them and counterattacking while on the bay's other
side. Once they're dead, float down to the main dish

array.

Leave the three functioning dishes nearest the
array's center and remove the nonfunctioning dishes.
Use kinesis to remove the other functioning dishes and
set them into place around the array’s center. Once
you've placed all six dishes, the communications array
comes back online.

Use the dlspfag hlgﬁ p the dish arrag 1o help
you find functioning dishes and the slots in-
which to place them. —



Backtrack
out of the
comms array
and speed over
to the comms
computer
console.

Reply to the
military ship’s :
message. When you do, you get an incoming message
from the USM Valor. The ship’s captain reports that
theyve received your SOS and picked up the /shimura's
escape pod. But that's the escape pod that Hammond
jettisoned earlier with a necromorph inside!

Kendra panics and attempts to boost the outgoing
signal to warn the Valor, but something is blocking the
blast doors. The only way to warn them now is to clear
the blast doors so that the signal can be transmitted.
Leave the room and get back on the gondola outside.
Ride it back across the long tunnel.

Exit the tunnel right and wait for the elevator to
come up to your level. When it does, it brings a
Slasher along with it. Aim low to blow off the creature’s
legs, then blast its arms a few times to put it out of its
misery.

| Mmission 8: Search and Rescue
WRHTIROUGH
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Take the lift
back down

to the lower
level and save
your progress.
Exit through
the hatch

on the left,
then make

an immediate right. Go through the door labeled “ADS
Cannon” and take the lift up to the next level. Open the
two footlockers in the passage, then go through the
next hatch.

In the next room, take the power node from the
storage unit on the right, save your progress at the
save station on the left, then take control of the ADS
cannon! 4

As soon as
you take
control of
the ADS

. cannon, the
viewing hatch
slides up to
reveal a large
tentacled
alien sitting
atop the blast
doors. Fire
on the Slug
to force it
into whipping
out its five
tentacles
above its body
and then aim at the orange bulbs on each tentacle.
Blast the orange bulbs one by one until they burst.

i E primagames.com .~




nks of the ship
oes focus on the

s |t up. The Ishimura's hull
mtegr'lty S
zero, you'll die.

: : Target one
bulb at a time.
Don't stop

firing on one
bulb until you've
destroyed it. If
you do, you'll
spread your fire
too thin while
the beast pelts the Ishimura's hull.

The debris that the Slug throws at you deals
out different damage. You can let some of

the metal pleces through without worrying

too much, but each blast from an orange fuel
tank will do serious damage to the ship’s hull.
RAlwaus try to take those out before they hit the
ship.

- ——IP—

Don't keep firing continually from both barrels of
the cannon. If you do, you'll overheat the cannon
and have to walt untll It cools down before you
resume shooting. Instead, altemate between
short, controlled bursts from each cannon.

destroyed
the Slug’s
tentacles, it
loses its grip
on the ship,

able to open

Once you've

and Kendra is

the communi-

cations array blast doors. She transmits an emergency

signal warning them to not open the escape pod, but
it's too late.

The incoming video com_r'ﬁum;mmn shows yeu
everything you need to know. In it, tbe ship’s captain
is savagely murdered by the creature in the escape
pod. Suddenly, a horrifying image comes into view—the -
USM Valor drifts toward the /shimura on a collision
course. Before you can do anything, the Valor crashes
with a resounding thud into the ship. Things are only
getting worse...

The ship’s impact knocks you out of the cannan seat,
and you almost black out. \When you come to, you
glimpse a video link from Nicole, which is quickly inter-
rupted by a transmission from Hammond! He says that
he’s tried to contact you, but his RIG signal has been
blocked.

Finally able to get through, Hammond cancels the
mission. Your only concern now is getting off the
Ishimura! He thinks he’s found a way off the ship; he's
located a small transport shuttle on the crew deck. It
needs a singularity core to power the engine, but you'll
have to get that from the Valor.



Record
your progress
at the save
station,

~ then exit the

. comms array.
Backtrack
toward

the tram, .
destroying small necromorphs as you go.

When you reach the main atrium, another of the
Divider necromorphs waits to ambush you. Reload
your weapon as you descend on the elevator, and rush
out into the atrium with your weapon ablaze. Slow
down the beast with a stasis shot, then blow off the
creature’s limbs. Just as before, once the creature
falls, several of its parts crawl! from the alien body.
Either blow them to bits, or slow them down and speed
past them. '

Mmission 8: Search and Rescue

— WAHTHROUER

In the hall leading to the tram, you'll encounter e Oy
a Pregnant necromorph. Make short work of it by
blasting open the creature’s stomach and slowing
down the spawn creatures it unleashes. Run past
them and hop on the tram!
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arrival at the
‘crew deck,
Hammond
contacts you
via RIGlink.
He suspects
that the
USM Valor's
presence in
the vicinity
was not a
coincidence.
The Valoris
armed to the
teeth! It was
on a seek- it i
and-destroy - ' .

mission! Before he can tell you more, his link is cut.
Kendra appears on the video link, urging you to find the
singularity core and get the hell out of there!

Take Kendra's advice and get moving! Empty out the
storage bins nearby and use the bench to upgrade your
equipment. Turn left into the hall-and follow the sign
directing you around the corner. There are two more
storage bins in the next area. Open them up and use
the store kiosk to grab some ammo and Med packs.

Follow the
hall through
the next two
hatches until
you enter the
zero-gravity
weapons bay.
During the
crash, several
of the Valor's
weapons were
jostled loose.
Now, several
radioactive
orbs are
floating in
the weapons
bay, initiating
a security
lockdown until
all radioactive
material
has been
removed.
Float down to
the main bay
floor and blow

up the six locking mechanisms around the lower hatch
doors.

The hatch blows open, creating a vacuum, and
several Lurkers swoop in from above. Reload your
weapon and open fire. Target the necromorphs’ three
tentacles as they flail about and separate them from
their little bodies. Float across the bay to gain some
distance from the crawling creatures and blow them
apart from across the bay.

Once the coast is clear, begin tossing the green orbs
out of the bay. Use your kinesis to pull the orbs down
and maneuver them through the open hatch and out
into space.

Conserve your oxygen tank refllls. Instead,
walt untll gourtankis down to 15 seconds, and
use a nearby oxygen reflll statlon. There Is one
statlon on each side of the hatch doors on the

main floor. Best of all, they recharge after a few

seconds.

Toe
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After
. removing two
of the radio-
~ active orbsy
several more
necromorphs
- attack! These
Leapers are
tougher than
the others,
however.
Switch to your
- most powerful
weapon and
destroy them
before they
get the jump
on you.

With the bay empty of all enemies, finish throwing
out the radioactive orbs. Leap onto the ceiling and
throw the last three spheres out into space to release
the computer’s lockdown.

Locate the
exit on the
bay’s other
side—it has
several yellow
lights around
it—and jump
onto its lip.

Walk up and
around the lip
onto the exit,
and leave the
zero-gravity
environment.
Inside
the ship,
everything has
come apart.
Fires blaze
uncontrollably,
bulkheads
are twisted
and blocking
doorways, and
gravity panels
are malfunc-
tioning everywhere. Carefully sidestep the busted
gravity panels and record your progress at the first
save point.

Mission 9: Dead On Arrival

s WALKTHROUGH

Turn right inte-the cargo room. A new type of hulking
necromorph immediately. turns around and sprints
away. Don't fire on him; let him go and conserve amma
instead. Search the wreckage nearby and pick up the
items scqt'c'er‘ed on the floor.

i ﬁ primagames.com -

Trek deeper
into the cargo
hold and
use kinesis
to slide the
large cargo
container
toward you.
This clears a
path behind the cargo container where you can slide
the container directly behind it to the right. Then, pull
the next container toward you to clear a path farther
into the cargo bay.

Turn right and move the next container back to open
a path behind it.

wla
C-—
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Use the map In the mission prep area to see
which containers you can and cannot move.
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i oppqsn:e:

“end, and
jsl;oﬁ,b_efor'e
you Fun into
the Twitcher.
When it
notices you, it
charges you
at full speed.
Take out its
legs, then kill
it while it's on
the ground.
When the
first one falls, two more pop out behind it. Hold your
ground, slow the first one down, and keep a steady
stream of fire on their legs. They're very fast, so take
them down quickly to keep them from reaching you.

O E—P -

=

Twitchers are extremely fastl Use stasis o
slow them down before tearing them apart.

b -

ol

There lszmutﬁersﬂdlng mntalner on thflett—as
you reach the deck’s other end. Move It aside to
find a small path with several useful ltems on
the ﬂaar = e

Turn left
and remove
the debris
blocking the
door to the
| torpedo room.
. As you enter,
the ship’s
monitors
come alive again with Nicole’s face. She pleads for you
to “make us whole again,” then disappears from the
screens.

1
e . el

Reload your
| weapon and
slowly creep
toward the
left side of the
~ torpedo room.
When the
necromorph
~=—J leaps out from
underneath the fallen crates, zap it with stasis and cut
it down. Go through the hatch labeled “To Elevator to
Upper Deck.”

Stop at the end of the short hall to save your
progress, then turn left. Attempt to open the door
labeled “To Upper Deck.” When you do, the door locks
down and an Infector attacks from behind. Aim low to
locate the crawling creature, and blast it as you back
away. Locate the second necromorph in the hall and
take it down before it can attack. Just as you bring
it down, it springs a second winged beast! Shred it
quickly before it can fly at you.

o —

P ——r
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e
Before activating the elevator, grab the power
cell from the other end of the hall and use TK to
drag It close to the elevator. Then you can hit
the switch, stasis the Infectors, and replace the
power cell. If you are quick enough, you can
avold fighting any Twitchers.

Once the £ =
coast is clear, .
take the power
cell from the
door at the
hall's rear and
set it in the
niche on the
opposite side.
The door slides open, revealing the elevator to the
upper deck.

E— ——




- thecolony's

Terrance Kyne,

doctor! He
- seems to think
~that there is
a better use
for the shuttle
you're trying to
repair. Instead
of escaping
on it, he asks
you to use =
it to replace

" the Marker back on the planet If you fail to do so, you'll

allow the entire human race to fall. His transmission
ends just as you reach the upper deck.

Turn right and head toward the armory. Stop in the
small room on the right as you go and grab the items
from the two storage units. Enter the armory at the
hall's end with your weapon raised. Tear down the
Divider, then sprint right before his body.parts crawl all

over you.

Turn back around and target the Exploders as they
crawl out of the vent behind you. Blow them up by
detonating their orange sacs and clear the room.

Pluck the
power node
from the wall
unit to the left
of the upgrade
bench, then
scour the rest
of the armory
to find a few
more useful items.

1

|
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Exit the armory via the door on the room’s far end.
One of the Valor's crew members sits bloodied and on
the verge of death in the next room. The soldier dies
just as you enter.
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an operating
table is going
haywire as you
enter. When

a Twitcher
attempts to
rush you,

it speeds
through the
laser and is
cut into little - .
pieces. Use your kinesis to pull over the large Med
pack schematic near the operating table, then blast
the surgical laser with a stasis shot.

Speed past the slowed laser arm to the infirmary’s
other side. Empty the footlockers in the infirmary, then
turn left and trek into the next hall.

From here,
turn right
and grab the
power node
from the wall
unit; then turn
back and go
down the left
corridor. Turn
right at the corner and blow away the approaching
necromorph. Stay near the corner and hold off the
other approaching aliens. After destroying the second
alien, slowly begin to move down the hall, firing as you
go. Stop to grab the items in the footlockers, then
save your progress at the save point in the corner.

L —_——
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At the hall's end, enter the door labeled “Barracks”
and reload your weapon. Creep into the room and aim
deep down the hall.

{

Slowly, the
necromorphs
-begin to pour
' out of the
. barrack’s deep
dark carners.
Hold your
ground near
the barrack’s
entrance and strafe left and right, firing on enemies
down the hall. Move quickly between the two corridors
and aim low as the enemies approach.

All types of necromorphs attack, from Lurkers to
Exploders to the crawling Leapers that stalk in the
dark. Keep your aim low to hit multiple creatures with
each shot. As the waves of enemies begin to slow,
creep forward, deeper into the barrack corridors, and
collect all the items the monsters drop. Find a text log
at the hall's end, and use the store kiosk on the left.



Sell your semiconductor at the store and replenish
your ammo and Med packs, then enter the door on
the hall's right side. Follow the halls around to the
engine room entrance. Go inside and hold your fire
as the monster in the distance runs away. Empty the
storage bins in the first room, and turn right into the
lower engine room.

Take the lift in the engine room to the top level, and
slowly creep out behind the booster on the right. Lock
on to the booster with your kinesis, and slowly move it
across the room. Use the booster to shield you from
spurts of flame emanating from the room’s opposite
side.

| k primagames.com .~
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Stay very close to the booster as you move across
the room. As you cross the room, stop occasionally to
destroy the three purple power conduits on the left,
near the room’s center.

destroying the
three conduits
on the room’s
. right side,
drag the
booster back
to the room’s
rear, where
you started.
This time,
walk over to
the booster
on the left,
and shove it
forward as
you did the
one on the
right. Stop to turn right and destroy the next three
purple power conduits.

Once you destroy all the conduits, the spurts of
flame stop, allowing you access to the singularity core
at the room'’s center. Grab it, then turn right and go
down the long walkway to the engine room’s lower
level.
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The Brutersavagely pounds on Hammond, and you're
helpless to stop it. Before you know it, Hammond is a
bloody mess on the floor and the Brute breaks through
the glass wall!

When you
remove the
singularity
core, the rest
of the ship
begins to fall
apart. Like

a keystone,
the core was
the last thing keeping the Crashed Valor together.
Explosions erupt all over the ship, blocking the path
back to the /shimura. %

il

Dash across the engine room’s lower level to the
: glass wall. Hammond meets you on the other side of
the glass in a panic. He orders you to take the core to
the shuttle immediately, but as he does, a large Brute
necromorph rushes at him from behind!

Switch to your most powerful weapon immediately
and reload. Slow the beast down as he enters the
room, then sprint past the half-frozen creature. Circle
around to the necromorph’s rear, and open fire with
everything you've got.

Take the diamond semiconductor the dead Brute
dropped, then backtrack out of the engine room.




Stop to replace the power cell in the elevator leading
to the lower deck, then float back across the zero-
gravity weapons bay.

Mission 9: Dead On Arrival
WALKTHROUGH

After crossing the storage bay, obliterate the final
necromorph in the storage bay hall with a few quick
blasts, then rush into the tram.
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gone, Kendra
has to locate
the shuttle.
When she
does, she
finds that it's
missing its
navigation
cards. The
three cards
are scattered
around the
deck, so find
them to get
the shuttle up
and running.
First, however, you must find the crew key Without it,
you can’t get into the area where the nav cards are
stored.

Break the crate in the niche on the left, then follow
the small lantern-lit walkway into the next room, the
Level * commons. Open the storage units on the
common’s walls and bust the crate on the ground,
then use the store kiosk on the far right wall to update
your inventary.

- 4

Ride the lift in the corner to the commons’ top level
and grab the text log lying on the floor. Save your
progress at the save station, then go through the
hatch at the hall's end.

" e ‘.e:ff iy
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There'’s an upgrade bench in the hall. If you've
got a few power nodes, use them now.

In the next
hall, you

can see Dr.
Mercer behind
a pane of
glass, inside
the mess

hall. He's
holding the
acting chief of
engineering,
Mr. Temple,
hostage.
Before you

can rush down
the hall and
into the mess
hall, Mercer
runs a large spike through Temple’s skuIII

With his “work” done, the deranged doctor calmly
walks away. Follow the hall left and enter the mess hall
through the hatch on the right. Saunter to the mess
hall’s far right corner, opening green-light crates as you
go, and take the lift in the corner to the bottom level.

As the lift
takes you
down, raise
your weapon
and brace
yourself for
battle. When
the lift stops,
two Divider
necromorphs
attack! Cut
them down,
then speed
past them
as the parts
crawl out of
the Dividers’
bodies. Turn
around and
shred the
body parts
before they
swarm you.

v,

Scour the
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1 lower-level mess hall for storage crates, then take the
= crew key from the foatlocker in the far left corner.
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Grab the power node from the wall storage unit,
then take the lift back to the top level. As you exit the
mess hall, Kyne contacts you again, asking that you
meet him at the security station after you've located all
three nav cards.

F Exit the

: mess hall and
: turn right into
the residential
lobby. Edge
out to the
corner and
turn left. Stay
out of the hall,
behind the
corner, and
peek around
to blast the
Slasher that
ambles in
your direction.
Drop it to

the ground,
then open fire on the Guardian necromorph on the far
wall. Once the necromorphs are dead, duck into the
restroom on the left and take the loot from the wall
storage unit near the stalls.

Exit back into the hall, and go through the door on
the hall's far left end. Use the crew key to open the
“Sleep Block A” door and take the elevator to the
lower-level “Sleep Block A" commons.

Mission 10: End of Days
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Save your progress at the save station and enter the i
bunks room. When you do, a huge tentacle whips out
from the depths of the room and yanks you off your
feet!

Carefully aim at the tentacle’s orange sac as it drags
you away, and shoaot it. But don’t waste ammo by firing ! \i
wildly. Instead, wait for the tentacle to coil, then shoot
it while it's slowed down. Grab all the items scattered =
about on the floor, and go into the storage room. i i'

Use kinesis to pull down the magnetic lock and
override the door lock. Walk back out to the bunks
room and blast past the Slasher that attacks. Leave
the bunks room, cut across the main commons, and
go to Sleep Block B.

i ﬁ primagames.com .~
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- Block B's
~ atmospheric
controls are
 down, so
the room
is a frozen
vacuum. Your
oxygen tank
activates when
you enter
the room.
Turn left as
- you enter
and open fire
on the two
necromorphs
in the frozen
room. Shoot
the legs out
from under
the Pregnant
necromorph,
then take out
its blades
or head to
kill it without
releasing the swarm. Two of the Slasher necro-
morphs—one normal and one of the tougher
Slashers—sprint toward you. Cut their legs from
underneath them, and sprint away.

Stop by the oxygen recharge station and replenish
your tank. Dash into the room labeled “Sleep Block B
Bunks” and turn left. Hit the necromorphs with a stasis
blast, and run past them. Turn left again to find the
nav card on the floor; grab it and rush out of the bunk
room through the next door.

T

- S

Backtrack
toward
the main
commons
room and save
your progress.
Just as you
enter the hall
outside the
mess hall,
several of
the Exploder
necromorphs
stumble from
the corridor’s
vents. Pop
their sacs as
they stumble

r ”

out of the vent, then storrrr:pasrthe vent-and return
to the main commons. Take the lift back down to the
lower level and go through hatch labeled “Sleep Block
B 2

A Slasher waits to attack you in the hall. Cut it down
just after entering and turn right. Go through the door
labeled “Zero Gravity Basketball.” Empty the lockers
and wall unit, and pick up the Level 5 suit schematic
near the lockers.

(With the Level 5§
sult schematic
in your pocket,
backirack to
the stare kiosk
In the main
commons and

upgrade your RIG before retumlng to the zero-
gravity basketball locker room.

Enter the
zero-gravity
court and
float onto
the second
hardwood
pad. Grab the
nav card on
the floor and
open fire on the Lurker necromorphs moving about.
Take advantage of the zero-gravity environment, and
float away from the little Lurkers as they approach;
then turn back around and blast them from afar.
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Leave the courts and use the crew key to unlock the
door labeled “Sleep Block C.”

Mission 10: End of Days
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Stop in the .

~ hall to save
your progress
at the save
station, tgen
proceed into
the Block C
commons.
As you enter,
a large vid
screen at the
room'’s center
broadcasts
one of Doctor
Mercer’s
maniacal rants
about the
Marker. Ignore
the video as it
loops over and

" over; instead,
aim at the
pod creatures
in the' room.
Blow off their
tentacles and
go into the
Block C bunk room. -

The bunks in the room are arranged in a backward
F-formation. Use kinesis to shift the bunks around and
clear a path toward the room’s opposite side. Begin
by sliding the two bunks right along the wall (the long
line in the F-formation). This creates a gap for the
harizontal line of bunks. Slide the bunk along the first
horizontal line in the F-formation into the gap, creating
a path leading deeper into the room. Now, while
between the two horizontal lines in the F-formation,
turn around and move the bunk outside of the gap
and lock yourself inside. Grab the ruby semiconductor
in this gap, then slide the other bunks along the wall,
back toward the room'’s rear, creating another gap for
the next line of bunks. Finally, slide the horizontal bunks
into the gap, opening a path to the room’s other side.
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Circle left
around the
room and
move the bunk
in your way to
the right.

Pick up
the final nav
card from the
corner and
turn around
immediately.
Doctor
Mercer’s
Hunter
necromorph
storms into
the room
behind you.
Aim low and
cut it down,
then remove
its other limbs
quickly. While
it's on the ground regenerating limbs, blast it with a
stasis shot and run back through the maze of bunk
beds. -

When the other necromorph appears, blow off its
limbs and leave it behind. Don't bother stopping to
pick up the dropped items; instead rush back through
the bunks and close the gaps behind you, leaving the
necromorphs stuck behind the bunks.

To— §

C main room. Destroy the Slasher necromorph and
the small tentacled Lurker, then rush across the room.

Turn back
around to face
the room’s
% opposite side,
1 and drop
Mercer’s
Hunter behind
you. You've
got to escape,
but your exit is locked. Hold position in the room until
Kendra can open the door for you.

Move from corner to corner until Kendra comes
through your RIGlink and gives you the go-ahead to
move into the next room. VWhen she does, hit the
remaining enemies with a stasis blast, then sprint
toward the door labeled “To Main Commons.”

In the hall, turn around again to slow any enemies
that gave chase. Hop on the elevator and sprint back
to the main commaons.

(o
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While you
were gone,

Infector necro-
morphs began
to bio-recom-
binate the
corpses in

the main
commons! Now all the dead bodies that littered the
area begin to get up as two Infector necromorphs
jump from dead body to dead body.

Blast through the first few Slasher necromorphs
as you sprint toward the Infectors. Open fire on the
Infectors to keep them from creating more Slashers,
and put an end to them quickly!

Slow the other necromorphs with stasis blasts, and
shred them as the Infectors move around the room.

Mission 10: End of Days
WALKTHROUGH

-
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With the
coast clear,
visit the store
kiosk and sell
your ruby
semicon-
ductors. Take
the lift in the
corner to the
second level, and save your progress before entering
the security room and meeting Dr. Kyne face-to-face,
through a plate of glass. In the security room, Dr. Kyne
shows you footage of the planet just as it was cracked.
A large aliert creature juts out of the planet’s surface
and wreaks havoc on the people below!

He says it's called the Hive Mind, and it is behind
everything that has happened. The Hive Mind is
controlling the other necromorphs telepathically, and
the only way to stop it is to place the Marker back on
the planet’s surface. Convinced, you resolve to help
Kyne replace the Marker. k

Turn right and approach the door across the hall.
Reload your weapons and slide the door open. Several
Pregnant necromorphs are stalking the next room.
Blow them all back, bursting their stomachs open.
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You can also use stasis on the pregnant necro-
morphs and take out their legs. They will be
slower, which will allow you to deal with them
one by one.
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Slow the spawn creatures that emerge and speed
past them. Turn around and either burn them with
your Flamethrower or drop a mine near them to
obliterate them simultaneously. Leave them behind and
enter the next hall, which leads to the main shuttle
bay. Save your progress just before entering the bay.

Scour
the shuttle
bay to find
storage crates
and other
containers
full of helpful
items; then
go into the
shuttle and
place the nav
cards. Once
the cards are
in place, exit
the shuttle
and go into
the control
room on the
bay’s left.

L1 uttle's a
"-_ - cards are Wor‘kmg Wher @ @les
- boosters fire and the area behind the shuttle comes

i

alight with a bright orange flame and then they shut
down—the engines work! =

Unfortu-
nately, you
have no time
to celebrate.

Just as the
. engines fire

successfully,
the Hunter
necromorph
appears
behind you in
the control =
room! Turn
“around and
blast it back.
Blow off its
limbs and

’ leave:.the
control room immediately. \While the Hunter regen-
erates its limbs, open fire on the other necromorphs
now stalking the shuttle bay. Blow off their legs first,
then slow them down. Don't waste fire trying to
destroy them all at once; instead just drop them and
move away.

Luckily the bay is a large square, allowing you to run
away from your enemies and circle around the area.
Turn occasionally to keep the monsters at bay, and
lead them back around the bay toward the shuttle’s
rear. Just as you're about to cross the shuttle’s
boosters, turn around and blow off the Hunter’'s and
other necromorphs’ legs. Follow it up with a stasis
shot to slow them down, then rush into the contral
room and fire up the shuttle’s engines to cook them in
their place!




continues preaching about how

After destroying the creatures in the bay, use the
other control console to release the shuttle’s docking
clamps. When you do, Kyne takes the shuttle from the
bay to the flight deck, where the Marker is being held.
He asks that you meet him in the flight deck to help [
him load the Marker on the shuttle, so exit the control

room.

taken residence in the top level.

Take the lift back to the lower

you're en the tram.

route, Kendra
contacts you
with concerns
about Kyne.
She’s not sure
if he's to be
trusted or
not, but for now, you've no other choice. Stop by the
Hunter’s corpse to pick up the power node it dropped,
then leave the bay.
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After leaving the bay, backtrack to the security
room where you recently met Dr. Kune. The
room Is now unlocked for you to pick up some
goaodies.

@

Mission 10: End of Days

WALKTHROUGH

Back in the large red room where you encountered
the Pregnant -necromorphs,-examine all the side rooms
and offices to find several useful items. While you
ransack the area, Mercer-contacts you via'RIGlink. He

this is the next natural

step for mankind and ends his crazed sermon by sacri-
ficing himself to an Infector necromorph!

S
JJ-.-_..; [ N
Once

you're done
cleaning out
the rooms,
head back to
the security
hall. Exit the
hall back into
the main

commons and destroy the two Infectors that have

level and backtrack to
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‘Step offthe
‘tram as you
reach the
hangar bay,
and Kyne will
contact you to
meet him in
the cargo bay.
Break open
the storage
crate near
the waiting
room nearby,
then stop
at the store
and upgrade
kiosks to
update your
inventory and equipment.

Open the hatch on the left. Just as you do, an

Exploder necromorph leaps into a shaft above the hall.

Don’t bother wasting ammo on it. It's too fast and
will be in the vents before you can reload. Instead,
go down the hall and save your progress at the save
station near the end.

Go to the
hall's end and
| | enter the
cargo room.

Take the lift
in the corner
to the lower-
level catwalks.
Shred the
Pregnant
necromorph
before it gets
too close,
then open the
two lockers
nearby. Turn
left to face
the cargo
bay catwalks
and blow up
the Exploder
necromorph
as it approaches.

Before activating the console on the walkway, clean
out the lockers at all four corners of the cargo bay.
Take the power node from the wall unit in the far left
corner, then walk to the cargo control console.

Activate
the control
panel, and the
Marker slowly
rises from the
containment
bay below.
Grab the
Marker with
your kinesis
and pull it
onto the rails
lining the
outside of the
catwalk. Once
the Marker
is out of the
containment
bay, more necromorphs begin pouring out of the
surrounding walkways. Hold your position next to the
Marker and blast the alien creatures from afar. If any
creeps sneak up on you, sprint just far enough to get
some distance.

Focus on the necromorphs on the walkways first.
After dispatching them, aim at the tentacle on the
right and burst its orange sac. Use the surrounding
walkways to keep a safe distance from the necro-
morphs.
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Once the
Marker is in
place, the
cargo lift
automatigglly
moves it
up into the
hangar bay.
Rush up the
catwalk and
blast past the
necromorphs

After destroying the tentacle on the right, resume in your way.

moving the Marker down the rails to the cargo bay’s Knock them
other side. off their feet

with a few
blasts of your
weapon and .
speed back to the lift

Exit the cargo bay, stopping to save along the way,
and return to the tram station. At the station, turn left
into the door labeled “Flight Lounge.”

A second
wave of
necromorphs
and another
tentacle
appear when
you're about
halfway down
the bay. Slow
them with a
stasis blast,
and tear a
hole through
the maob.
Shred the
necromorphs
with your
weapon, then
rush past them to the bay's other side.

Drop mines from your Line gun near the downed Go through
necromorphs and run into one of the corners to reload the hall to the
your weapons. Return to the main walkways and finish flight lounge,
off the remaining necromorphs. and turn right

toward the

PR p—— landing bay.
= you do, the
doors will lock
and a group of
Slasher necromorphs will drop in behind you. Drop the -
first two as you move forward, toward the room’s rear. !'

When you reach the opposite wall, near the save
point, turn around and slowly begin walking around the
room’s edge. Pick off the Slashers as they pour into
the room from the surrounding vents. Use stasis to
slow enemies closer to you, and keep your aim low to

e blow off the creatures’ legs.

Destroy the second tentacle, and finish moving the

Marker into position across the bay.
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lifted, then exit the lounge. Wait in the docking bay as
Kyne flies the shuttle in and lands.

The
automatic
loading
procedures
are offline, so
you must turn
off the gravity
in the loading
bay and
manually load the Marker onto the shuttle. Backtrack
out of the docking bay and turn left into the control
room. Walk up the passage until you reach the gravity
control panel, and turn off gravity in the second loading
dock.

After doing this, float down to the bay floor, landing
just beneath the shuttle.

DfficiallGamelGuidel

Walk to
the loading
bay’s far right
corner and
engage the
little Lurker
necromorphs
in battle.
Slowly stalk
across the
bay, blasting
off the
creatures’
tentacles

as you go.
Sidestep their
attacks, and
keep moving
forward until you've destroyed them all and reached
the Marker in the caorner.

Lock on to the Marker with kinesis and pull it out of
the corner, onto the tracks. Bring the Marker around
the first corner and stop just before reaching the
small yellow and black junction in the tracks. Use the
computer switch near the junction to turn the junction
around, then move the Marker onto the junction and
up into the small track jutting off the main track. Next,
switch the junction back to its original position. Before
moving the Marker farther down the track, use kinesis
to grab the explosive canisters nearby. Turn toward
the Leaper necromorphs and blow them up as they
approach.

C



Switch
~ the second
track junction
| around to

~ receive the
Marker,
then resume
moving the
Marker down
the tracks. Move it into place, and turn around to open
fire on the next wave of necromorphs that infiltrate the
loading bay. Float back up to the control panel on the
walkway above and reactivate the gravity panels.

—

Piedns, cmim disd o iee Tomeifed o () 200l Mg,
Wind| Lt o swed this ivghbmss] P lasdi

With the gravity back online, Kyne is ready to
rendezvous with you in the main docking bay. Backtrack
to the main docking bay quickly!

As you
approach
Kyne, you hear
a gunshat

and see a
spurt of blood
burst from his
chest. He's
been killed!

mission 11: alternate Solutions
WRHTIROUGH

Kyne falls to his death, and the shuttle slowly begins

to lift off. Someone has taken control of the shuttle as
well. Everything is falling apart...

Just when everything seems to have gone horribly

wrong, it gets worse. Kendra Daniels contacts you

via RIGIlink. She was behind Kyne's death and is now
currently piloting the shuttle back to Earth. She’s been

waorking with the government all along!

%
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Stay nearthe doorway and destroy the Guardian
necromorph on the opposite wall. Drop a mine just in
front of it and sever its tentacles as they whip about.

Kendra
confesses that
the Marker

was never a
“divine relic”
to begin
with. It was
a man-made
artifact, an
experiment! It was fashioned after a real alien relic
found hundreds of years ago on Earth, but this is a

Open all the locked wall units and storage crates
nearby, then storm into the control room where Nicole

: q Wh he CEC b - waits. Use the control panel to her left and override
atria, 1| S Lt i e e mning the shuttle’'s controls. This calls the shuttle back to the

the planet, they unleashed the Hive Mind by removing
the Marker.

When Kendra is done boasting, Nicole breaks the
transmission. She calls you from the control room and
asks that you meet her there. Rush back to the control
room, and turn right at the gravity control station.
Take the elevator on the right to the control room and
blast through the pod creatures on the ground.

Ishimura. Kendra is not pleased. She escapes in a pod
as the shuttle returns to the mining ship.

C
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Once the shuttle has returned and automatically
docked in the bay, rush back down to the docking bay.
Shred the necromorphs in your way and make a mad
dash into the shuttle! Enter the cockpit. Finally reunited
with Nicole, the two of you take the shuttle, with the
Marker in tow, back down to the planet’s surface.

=
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Mission 12: Dead Space

i WALKTHROUGH

Exit the shuttle
and use
kinesis to pull~
the loader
toward the -
shuttle. Slide
it across the
rails toward
the shuttle
and set it in
place. Next,
activate

the control
console on
the left, and
the Marker is

automatically
off-loaded onto
the tracks.

Leave the Marker on the loader for now and trundle
across the landing pad into the living quarters. Save
your progress at the save station, then turn right
into the gravity tether computer room. Inside are two
winged Infector necromorphs. Destroy them quickly
before they escape from here and infect the corpses in
the main room.

Open all the
storage crates
in the room,
then grab the
power cell.
Guide it out of
the computer
room, through
the main
room, then
back out onto
the landing
pad. Drop the
cell as you
exit back onto
the landing
pad, and raise
your weapon.
Locate the
Divider
necromorph
on the right
and chop off
its legs. It
will divide as
it falls to the
ground; when

-

it does, shr'ed the necromorph s body parts befor‘e
they pounce on you! %

Pick up the power cell again and slip it into place on
the left, The cell provides power to the supply depot
door.

Go back to
the Marker
and begin _
sliding it
toward the
supply depot
door. Slide the
large obelisk
into place,
then step into the room on the left and activate the
computer console inside. Pull the Marker into the next
room, and rush into the depot’'s next section.

Upon entering the next section of the depot, the -
computer detects a dangerous anomaly and locks
down the doors. Necromorphs begin rushing into the
room. Sprint to the deck’s opposite corner and turn
around to locate the necromorphs.

1— S YT T e ey,

Hold position in the corner and turn from left to
right, destroying the necromorphs as they approach.
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necromo
surround
Spﬁ
~one of the = -}
'bnid{es Raise
the bridge
after crossing
and strand the
necromorphs
on the shuttle
depot’s other
side. Keep a
steady stream
of fire across
the depot and
destroy the
remaining
necromorphs in the bay.

across
- —

Once the chamber is empty of all enemies, approach
the Marker near the bridge. Raise the bridge, then hit
it with a stasis blast. The bridge momentarily slows,
allowing you to pull the Marker across it.
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There Is a stasls 4
recharge station
across the near
bridge.

Rush across
the other
bridge, but
don’t move
the Marker
yet. Instead,
reload your
weapons
and blast the
approaching
Lurker necro-
morphs. After
dispatching
the tentacled
creatures,
grab the ruby
semiconductor
in the corner,
then continue moving the Marker deeper into the
depot.

Ralse the br‘ldge slow it w s, the

- drag the Marker with your kIHESIS aB'htg:;_Shde it into
place near the next large depot '&Qr's ‘and go into the

control room on the left. Activate the shutter control
and move the Marker into the depot’s next section. =

In the next
room are
two Guardian
necromorphs
hanging on the
far right wall.
Take cover
behind the
pillar on the
chamber’s far
left and open
fire. They'll
launch several
little pod
necromorphs
at you, but
the pillar will
provide decent
cover from the pods’ projectile attacks. Destroy the
pods, then sprint out to the chamber’s center and take
the fight to the Guardians. Strafe left and right as you
target their tentacles.

Drop a mine in front of each Guardian as you
cross the bridge toward them. Finish off any new
pod creatures, then use the store kiosk on the left to
sell your semiconductors and purchase more ammo.
Empty the lockers in the chamber, and refill your stasis
module at the recharge station.



The bridge control panels aren’t active, so leave
them behind for now. Instead, go through the large
hatch between the two dead Guardians.

The hatch
leads to a
series of zero-
gravity tubes.
The power is
out, allowing
you to amble
down and
around the
large tubes. Creep forward with your weapon raised.
When the Leaper necromorph comes into view, open
fire and blow off the creature’s arms. Follow the long,
winding tunnel to its end, obliterating necromorphs as
you go.

Float across the large square opening near the
tunnel’s end, then hop down onto the tunnel's main
floor. Open the footlockers lining the tunnel's end, and
use kinesis to activate the power control console.

There are several green crates floating In the
tunnel. Blast them open, and use kinesls to
grab the Items Inside.

N
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After lowering the power switch, the fans inside the
tunnel turn on!

Backtrack
up the tunnel
and stop
before running
headlong into
a spinning
fan. Slow it
down,with
stasis, then
quickly launch
yourself past
it while it's
slowed.

Several
more necro-
morphs
have taken e R .
residence in I !H
the tunnels and wait fer you to approach. Conserve /
your ammo and just float past them. Slow the second

fan and jump past it, returning to the tunnel entrance. //

Before exiting the tunnel and returning to the depot
chamber, reload all of your weapons and recharge your
stasis module with a stasis pack. Once reloaded and
ready, rush out into the chamber and immediately slow
the charging Brute with a stasis blast.

//':
o
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: ’che ﬁecr‘o-
~morph’s
back. If you
miss with the
stasis blast or
cannot finish
it off quickly,
sprint across
the bridge and
recharge your
stasis module.

Activate the

- final shutter

control panel,
and rush out

to the planet’s
exterior. Open

Slow it down a second time, then reload and unload on the nearby
the Brute to finish it off. SBHockers
With the Brute destroyed, resume transporting the and reload

Marker across the depot. Raise the bridges, slow your weapons.

them with stasis blasts, and slide the Marker over Grab the

while the bridges are raised. Marker one
more time and
slide it up to
the track’s far
end. Rush up

the catwalk on
the track’s left
and continue pulllng the Marker. As you go, blow up
the tentacles that rise from the chasm on the left by
bursting the orange sacs.

Upon reaching the catwalk’s end and destroying all
three tentacles in the chasm, turn around and face
the walkway’s far end. Wait for the necromorphs to
begin charging at you and chop them all down. Once

Save your progress at the save station, then walk the necromorphs stop charging, activate the loader
into the control room on the left. Activate the control console behind you and place the Marker back where
console and wait for the Marker to be automatically it belongs.

transported into the final chamber before reaching its
pedestal.

The next
chamber
is empty of
all enemies
but is rich in
helpful items.
Empty all the
footlockers
here, then
move the Marker down the tracks.

Placing the marker on the pedestal will destroy
any remaining necromorphs, saving ammo If
you can make It there without killing them all.




The Marker
slides into
place on its
pedestal,

and a bright
orange flame
shoots up

into the sky.
Through the
bright orange
hue, you can
see a dark
feminine
silhouette.

It's Nicole,
grateful to you
for making
her whole . :
again. But before you're reunited once and for all, she
disappears in a radiant explosion of light.

The decontamination room to the Marker’s left
opens up. Step inside and the chamber’s protective
shell rises while the gasses cleanse you ‘of contam-
inants. When the shell drops back down, however, you
see Kendra Daniels on the other side of the glass wall!

She’s
removing the
Marker from
the pedestal,
undoing
everything
you've done!

You can’t
stop her, as
you're locked
in the decon-
tamination
chamber.
With no
course of
action, you
can only listen
as Kendra
prompts
you to finish
watching
Nicole’s first
message.
When you do,
you realize a
horrible truth.

f ﬁ primagames.com - -
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Just then, the.door behind you opens, granting you
access to a route leading baek-to the shuttle. Forget
about Nicole for now; you must leave the planet! Go
down the hall behind you and grab the power node
from the wall unit.

AR

Break open
all the storage
crates in the
hall and take
everything
you can.
Clean out the
storage room
en route and y
keep going. When you reach the room just before the
landing pad, stop by the store kiosk to stock up on
Med packs and ammo for your favorite weapons. Use
the bench to upgrade your RIG and weapons, and save
your progress at the ‘save station.

Put the flamethrower and force gun In the safe,
theg re basically worthless at this point. Equip
the line gun, contact beam, pulse rifle, and
trusty plasma cutter. Stock up on ammo for
all of these, and use the rest of your Inventory
slots for health packs. No need to worry ahnut

stasls, alr pat:ks or anuthing else. — =

Leave the
room and
sprint toward
the shuttle.

. As you do, the
floor beneath
you begins to
shake, and
you stumble.
You fall to the ground in time to see that Kendra has
beat you to the shuttle! As fast as she is, even she
cannot outrun the large tentacle that whips out from
the chasm on the right. It lashes out at her and knocks
her to the ground before she can escape. The tentacle
whips her to the ground and smashes her against the
wall of the building, killing her.

v




the sky like a terrible cloud.

G ———]

|ng a barrier and
2 S Suddenly, you see what
acle is ted to. The Hive Mind quickly

‘bursts out of the chasm like a ship taking off into the
“night sky. The Hive Mind hovers over you for a second,
then quickly turns on you, looming above and blocking

_For.rnore detalls and ;trategy regardlng th T-II\TB

‘Mind, see chapter 3. =

side to side, dodging the Hive Mind’s tentacle attacks.
Use kinesis to grab one of the nearby explosive
canisters, and wait for the monster to get closer
again. When it brings its face closer to you, launch the
canister at one of the other eyes to burst it. Continue
moving from side to side, dodging attacks and blowing
up the creature’s eyes until you've destroyed three of

the five.

---—-——

Once the ereature is down to two eyes, its tentacle

picks you up by your foot and suspends you upside

Open fire on
one of the five
orange eyes
surrounding

. the Hive

Mind’s mouth.
Like the
tentacles’
orange

bulbs or the
Exploder
necromorph’s
orange sacs,
the Hive
Mind’s weak
spots glow
orange.

Strafe from

down, threatening to toss you into its mouth.

i
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An alternate approach would be to not destroy
eyes one after the other. Instead, cycle through
each of them, dealing out some damage to
each. That way, when you destroy three of
the five eyes, you will already have dealt
damage to the remaining two. This Is the best
way to survive the upside down shooting,
which s quite challenging. If you have already
weakened the remaining two eyes you have a
_much better chance. Rlso, save your plasma
cutter ammo for this stage. The upside down
alming, combined with the distance the shot
has to travel, and the movement as you're
shaken about, make It tough to gauge where
your shot will hit If you use a weapon that
doesn’t have an Instant projectile. So the
plasma cutter and contact beam are the best
ones In this stage.

You are
inverted, so
carefully aim at
the beast’s two
remaining eyes
and open fire only
when you've got a
clear shot. Burst
the creature’s
final two eyes,
and it drops
you back on the
landing pad floor!



Mind’s eyes
are burst,
but it's not
dead yet. The
creature’s
chest cavity
opens,
exposing five
orange sacs near its heart. Just as before, carefully
aim and begin bursting the beast’s weak spots. Refrain
from using explosive canisters. As soon as you pick
them up, the Hive Mind’s tentacles will whip them and
detonate them before you can release them.

Instead, keep moving and fire on the sacs. \When
the chest cavity closes again, sprint around the landing
pad and grab the ammo and other items scattered
about. Wait for the cavity to open again, then resume
your attack until you burst all five sacs.

Mission 12: Dead Space
WALKTHROUGH

As the Hive Mind falls, the tentacle blocking your
path to the shuttle falls with it. Run up the ramp
into the shuttle and get off the planet! As you break

through the planet’s gravitational pull, you can see the

crack created by the Ishimura.

Finally, in the
dead of space,
you're alone
again. You've
accepted the
truth behind
Nicole's fate

&

and are slowly
drifting back
home. You're heartbroken, but at least you're safe...or
are you?

.-/-
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BENEATH THE MARKER....

The following pages contain information on Achievements, Trophies, secrets, and unlockables!

"o x-360/Achievements=

|_ —-n.-::
Achievement . . Achievement Achievement . i Achievement
Achievement Description Achievement Description
Name \lalue Name Vlalue
1 | Dead on Arrival Co;jplete Chapter 1 on any difficulty o0 25 | Armstrong TK shoot 50 objects 10
Setting 26 | Playing Catch TK catch a Brute or Leviathan Pod 10
2 | LabRat g:tr:iﬁ!;te B L T 20 27 | Kickin it Defend the Lurker grab attack 10 times 10
28 | Mark Di ber 5 Limb 5
3 | misistems G Complete Chapter 3 on any difficulty o0 s ISTeTbe S
Ui E setting 29 | Surgeon Dismember 500 Limbs 20
iffi 30 | Butcher Dismember 1000 Limbs 40
R = S Complete Chapter 4 on any difficulty o
setting 31 | Freeze Use Stasis on 50 Enemies 15
5 || e Beiea Complete Chapter 5 on any difficulty 20 o okt Achieve a perfect score in the Shooting 5
setting raceng Gallery
Greenhouse Complete Chapter 6 on any difficulty Don't get cocky, | Survive the ADS Canon with over 50%
6| e - 20 ag |, o oo 10
ect setting kid Shield strength remaining
7 |sos Complete Chapter 7 on any difficulty o0 34 | Air Alert Zero-G Jump over 100 times 10
setting
Beat the game using only the Plasma
8 Strange Trans- Complete Chapter 8 on any difficulty o0 35 | One Gun Cutter : oo 40
missions setting
EORR T % | Brawker Kill at least 30 enemies with a melee 10
9 | Wreckage : stntwlg ;te apter 9 on any difficulty o0 attack
oL 37 | Maxed Out Upgrade all weapans and equipment 75
10 Keeper of the Complete Chapter 10 on any difficulty o0 : :
Faith setting 38 | Ragdol Check ;Dtricn:ezn enemy into a gravity panel 5
Complete Chapter 11 on any difficulty
11| Betrayed setting 20 39 | Big Spender Spend 300,000 credits at the store 10
Complete Chapter 12 on any difficulty Kill the Slug Bass with more than 50%
12| Exodus setting 20 B L 8o Shield strength remaining L
” Epic Tier 3 Complete the game on the handest 150 41 | Full Contact Kill 30 enemies with the Contact Beam 10
Engineer difficulty setting 42 | ACut Above Kill- 30 enemies with the Ripper 10
14 PSuviver Ss;“ig‘ete the game on any difficulty 50 43 | Tool Time Kill 30 enemies with the Plasma Cutter 10
: 44 | Pusher Kill 30 enemies with the Farce Gun 10
15 | Brute Force Kill a Brute 15
45 Live With The Hot kil 30 ies with the Flameh 10
16 | Exterminator Kill the Leviathan 15 Ones il U enamizs with the Flametrowen
17 ] Get off my ship! | Kill the Slug Boss 15 46 | Autofire Kill 30 enemies with the Pulse Rifle 10
18 | Mindless Prey Kill the Hive Mind 30 47 | Eviscerator Kill 30 enemies with the Line Gun 10
19 | Pack Rat Stare 25 Items in Safe 10 i
48 ;here S Find the Peng Treasure 15
20 | Story Teller Collect 75 Logs 20 eng
21 [ Legend Teller | Collect 150 Logs 40 Total 1000
22 | Full Arsenal Own every Weapon in the game 30 =
h.'.‘ ” _.
23 | ZBaller Complete Level 6 in Zero-G Basketball 5 \'l __,_,_.! !' I—E
24 | Merchant Collect 5 schematics 10 The orange Achlevernents are secret

Achievements.




Beneath the marker
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Trophy Name  Trophy Description Trophy T"r:ﬂl hev Trophy Name  Trophy Description Trophy T“r:ﬂl hev
1 Dead on Complete Chapter 1 an any difficulty Bronze 15 24 | Merchant Collect 5 schematics Bronze 15
Arrivel setting 25 | Armstrong | TK shoot 50 objects Bronze 15
2 | LabRat gg&]ggﬁe Chapter 2 on any difficuty Bronze 15 26 | Playing Catch | TK catch a Brute or Leviathan Pod Bronze 15
— 27 | Kickin it Defend the Lurker grab attack 10 times | Bronze 15
All Systems Complete Chapter 3 on any difficulty . -
3 Go setting Bronze 15 28 | Marksman Dismember 5 Limbs Bronze 15
i — Complete Chapter 4 on any difficulty —. = 29 | Surgeon Dismember 500 Limbs Bronze 15
setting 30 | Butcher Dismember 1000 Limbs Silver 30
5 | Tue Believer 52;}{[:5’5& Chapter 5 an any difficulty Bronze 15 31 | Freeze Use Stasis on 50 Enemies Bronze 15
Achieve a perfect scare in the Shooting
5 Greenhouse Complete Chapter 6 on any difficulty Bronze 15 32 | Crackshot Gallery Bronze 15
Effect 6L 7 Don't get Survive the ADS Canon with over 50% Bronze 15
7 lsos Complete Chapter 7 on any difficulty Bronze 15 cacky, kid Shield strength remaining
G 34 | Air Alert Zero-G Jump over 100 times Bronze 15
Strange Trans- | Complete Chapter 8 on any difficulty :
2 missions setting e = 35 | One Gun gﬁssef‘he game using only the Plasma Gold 90
Complete Chapter 9 on any difficulty : —
9 | Wreckage e Bronze 15 % | Brauter aK;ItIaitkleast 30 enemies with a melee Arotes 15
10 ESEEEF of the Estr;g;em Chapter 10 on any difficulty Bronze 15 37 | Maxed Qut Upgrade all weapons and equipment Gold 90
= Force an enemy into a gravity panel 9 -
38 | Ragdoll Check | ,. B 15
11 | Betrayed g;)trtr;gfte Chapter 11 on any difficulty Bronze 15 agdoll Checl fimih ronze
39 | Big Spend Spend 300,000 credits at the st B 15
Complete Chapter 12 on any difficulty e el SRR o
12 | Exodus et Bronze | 15 Kill the Slug Boss with more than 50%
g 40 | Slugger ‘ A Bronze 15
- Shield strength remaining
13 Epic Tier 3 Complete the game on the hardest Gold a0 . =
Engineer difficulty setting g 41 | Full Contact | Kill 30 enemies with the Contact Beam | Bronze 15
. Complete the game on any difficulty : 42 | ACut Above | Kill 30 enemies with the Ripper Bronze 15
14 | Survivor : Silver 30 - —
setting 43 | Tool Time Kill 30 enemies with the Plasma Cutter | Bronze 15
15 | Brute Force | Kill a Brute Bronze 15 44 | Pusher Kill 30 enemies with the Force Gun Bronze 15
16 | Exterminator | Kill the Leviathan Bronze 13 ive Wi
45 Live With The Kill 30 enemies with the Flamehtrower Bronze 15
Get off my . Hot Ones
17 ; Kill the Slug Boss Bronze 15 . . — ;
ship! 46 | Autofire Kill 30 enemies with the Pulse Rifle Bronze 15
18 | Mindless Prey | Kill the Hive Mind Bronze 15 47 | Eviscerator | Kill 30 enemies with the Line Gun Branze 15
19 | Pack Rat Stare 25 Items in Safe Bronze 15 '
48 Tere e Find the Peng Treasure Bronze 15
20 | Story Teller Collect 75 Logs Bronze {5 Peng
21 | Legend Teller | Collect 150 Logs Sher | 30 g?frilcceﬂ:dﬂﬂce Collect al Trophies patium | 0
22 | Full Arsenal Own every Weapon in the game Silver 30
23 | Z-Baller Complete Level 6 in Zero-G Basketball Bronze 15
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= _- 'Pef’_l:é is a treasure found in the Hangar Bay in between the two walkways. As you leave the Kellion for the first

time, look over the railing to your left. There is a small statue lying on the ground. You need kinesis to get it, so
you can’t grab it until Chapter 11. -

Item How to Unlock

Military suit Beat the game on any difficulty level

Backstory logs Beat the game on any difficulty level
. - 50,000 credits Beat the game on any difficulty level

10 power nodes Beat the game on any difficulty level

Beat the game on any difficulty, save your game, and start a new game. Choose Impossible mode, then play until
you save your game at a kiosk (in a new slot if you like). The important thing to note is that Impossible mode will
not remain unlocked if you do not save a game that is playing in Impossible mode.






