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4. Climb to the ceiling grate over the table in the room's center, break it, and climb through the tunnel
beyond.

5. The tunnel ends at another grate. Break the grate and drop into
a short, orange corridor. Follow it to a central stairwell like the
one you saw before. You're on Deck 3 (figure 6-34).

fig. 6-34. You're 1I0W 011 Dec~3.

6. Proceed across the stairwell to enter the corridor on the opposite side (do not go down the stairs). Break
a grate on the left side of this corridor and enter the tunnel beyond.

7. The tunnel dead-ends, but there's a grate on the left. Break it and follow more tunnel. You'll drop into a
small room with sleeping pods in the center.

8. leave the small room via a corridor. When it branches, go left and continue.

9. As you approach a corner, note the glass plate in the left wall
(figure 6-35). Break it and run through into an examining room.
Take a right to reenter the corridor you were just in: you've man-
aged to get behind a pair of nasty gun turrets you'd have run into
had you ignored the glass plate.

fig. 6-35. Brea~ the glass alld fUllthrough to detour
aroulld the gUllturrets.

10. Continue along the corridor to a T-junction and take a left into
:'''i~'''.-I another small room with a table (figure 6-36; it resembles the

room from Step 6.) Again, break a grate on the ceiling over the
sleeping pods and climb into the ventilation duct.

fig. 6-36. Brea~ the grate above the table.

11. At the T in the duct, go right, toward the orange glow. You'll drop into another orange hall.

Finishing Touches

1. Traverse tbe orange hallway. You want to enter a hole at the far end, but a human guards it. You must
climb into a side vent and then bait the guard into approaching: his weapon can't miss if you stay in the
narrow corridor.

8. Follow the da
it. (If you reach
little too far.)

























































































Predator- rpisodes ~
The Predator's campaign confronts you with a wide variety of foes. Some missions pit you against humans
and their creation~(such as Xenoborgs and gun turrets) exclusively; in others you must contend with a mix
of Marines and Aliens.

As always, these walkthroughs alert you to the presence of stationary threats, such as gun turrets (and
unusual ones, such as Xenoborgs), but they don't mention commonplace enemies that can pop up just
about anywhere. Stay on your toes, especially when entering new areas.

4. Descend t

Your tour of destruction begins at the entrance t01he Weyland-Yutani Area 52 research installation.
Security teams are on alert status. Expect to fight a large number of Marines.

Your objective is to fight your way through to a waterfall that marks the entrance to the research
facility. l'ne path is fairly linear, so your main challenge will be combat.

y,
your

-¢- Your. ons set is limited for this mission,rnaking things slightly more difficult. You lack your Pistol
and Disc.

-o- Take your time and use care when entering large areas. Tnere are several of these, and you're most
vulnerable to Marine weapons fire when you're in them.

-¢- Remain cloaked in large areas wnere more than one Marine may be patrolling.



Entering the Installation

1. ,Vpu,start put on .l;fledge overlooki~g a gulch (figure 8-1).
'Descend a windingtstaircase to thebo~tom. Kill any huQlans·

nearby and press a button near the foot of the stairs. .

Fig. 8-1. Descelld the stairs.

3. Foll0'l'l.~(narrow ledge.,.t?8second gulch (!igur~ 8-2). Leap
to collect~meField Oharg~froln·8 distaplledge.(Shoot s()m~
generatQrs to make enough room for a running jump.} .

5. A passage in the rock ends immediate
shortfUghtY'9~steps.



7. Backtrack to the T-junction and take the other passage. Follow it across a small room, through a door, up
some steps,and across a ledge. Soon you'll walk across a pair of gantries above the gulch from Step 6.

Checkpoints

1. You'll enter a room with a checkpoint, and signs that say
"Check 1" (figure 8-4). Cross the room and go up a short flight
01steps.

Fig. 8-5. Press the butt(ln and pr(lceed.

4. Seyond this door, you can either go left and up a flight of stairs, or ahead into a big room labeled
"Check 3." Take the left, go up the stairs, and kill a guard in the guardroom there. Collect Field Charge.

7. Press the button at the end of the ledge to summon a lift. Ascend.

8. Upstairs, kill a Marine and press a button to open an airlock. Proceed through the airlock to end
the episode.

This epi
in a well
collect h'

5. Follow the c;;
proceed to a





6. At the end you'll find a wall grate (figure a-9). Shoot the grate
and enter th tunnel beyond. Shoot out the grate at the other end.

Fig. 8-~. Shoot the grate alld follow the tunnel.

Fig. 8-10. Jump onto the just-lowered bridge.

6. Open the





9. This corridor ends in a large kitchen area (figure 8-15). Proceed
to the far end of the kitchen and take the door.

fig. 8-15. Runthnmgh the titchen.

10. Beyond the dQor lies another stretch of corridor. The gun turret there can't shoot you. Ignore it and take
a right. (This takes,Wou behind the gun turret, so it can't bother you.)

3. A door ~head closes automatically as you approach. You can't
.go through it; instead, take a right and descend a short flight of
steps to a library (figure 8-16). Take a lift down to the lower level,
and proceed through a door.

fig. 8-16. Dr~p t~ the 1~lYerlevel.

4. You enter a tunnel that leads to a laundry room (figure 8-17).

fig. 8-l1. "~te the laundry c~ntainers.

6. Shoot out the grate over the laundry chute and climb inside. Follow the tunnel beyond it.

7. You enter a small room. You may encounter an android here. Shoot out a large grate and follow the tunnel.

8. Shoot out a final grate to find yourself in a hangar with the ship you saw earlier (see the Tip under "The
Bridge and Beyond").

9. KillaM
the ship.

1. You s
and go



9. Kill all humans in this area, and then climb a ramp to board the ship. The episode ends once you're inside
the ship.

$t

ftf,04~ 7:\l4Utt'
Having fought through to your ship in the last episode, you've finally collected your remaining weapons.
Now that you're properly equipped, you can proceed deeper into the research installation. Your task is to
10' a fello ator ~ir~g held in !~e vaults b~neath theJe~arch facility. He was,1110ved~~~ntly from
a ng pen n experifflentation cell. ".., 1'.

You're in for a nasty surprise when you eventually locate the Predator.

-¢-This missiq!1 feat!Jres a.mix of Marine and Alien enemies. The switch is very defin.ite: once you stop
yflghtlng Ma,riD~s,yO!J'II.f!ice Alien$:1hroughoutJhe remall)~erofthel1.lt$slon. . .....!
-¢-This mission's architecture is complex and confusing. There are numerous dead ends but usually

only one correct path. You may have to spend some time reading the walkthrough and observing
your environment. .

-¢- Don't be discouraged if you have trouble beating this mission. The switch from Marine enemies to Alien
enemies is tough: your reaction time must be much faster to deal with Aliens.

-¢-.Make heavy use of your Pistol. It's an excellent Short-range weapon that's invaluable against both
rln Aliens. ." ~.!. ..•... / {. . .•

F rge sp sincet6ere arema!1yfoes in thlslevel.

2. Follow a corridor to a small room with a locked elevator and
equipment lockers (figure 8-1a) on either side. Destroy the locker
left of the elevator. There's ,agrate behind it. Destroy this, too;
and enter 8.t 0" •



4. It contains a comouter witl;{a 11a~9~;i9ht. Shoot the com~er.\ When It's destroyed,Jhe light goes out., :r," ;,Jj" ~

5. Locate a wall grate. Shoot it and follow a short tunnel to another computer room (Computer Room 2).
Destroy a second computer there.

6. Locate a wall grate, shoot it, and enter a tunnel. It leads up, and then bends right. Watch the right-hand
wall; soon you'll rea,~ha sidE!:,tunnelto the right. Follow it.

" AI
7. You can't break the floor grate at the end of the side tunnel
(figure 8-20), but you can shoot a gun turret on the floor below it
without getting shot at. (Use your Speargun.) Then return to the
matn tunnel.

Fig. 1-20. SlK.tqtthe gun turret thr,ugh the grate.

9. L-ocateanother wall grate, shoot it, and enter another tunnel. Follow it to a fourth computer room. Break
the computer there, and a door unlocks.

1O,,,Followthe cOI'~iqorbeyona to the)ight, t~,g9h I;lnqther door.
Folltlw that corridor to the end, ignoring a door on the right. The
corridor turns left, but you can take a right immediately. Do so.
You'll pass beneath a ceiling grate (figure 8-21}-where you stood
in Step 7 and destroyed the gun turret.

Fig. 8-21.Yhe grate (IIIthe ceilillg is the same (llIeY(lUsh(lt the
gUll turret thr(lugh earlier.



Breakout

1. Follow the corridor past the ceiling grate. Pass through a door.

2. You'll reach a sort of junction (figure 8-22) where an archway
lead$~"ead; to the rig~t"protective glass .blocks another
openimf; Pass through"tHearchway intoa.small Holding ro:Om.,T ,..... .oy

fig. 8-22. Keep to the left.

3. Proceed through a chain of six nearly identical holding rooms
(figure 8-23). You'll find yourself in a massive hallway (on the
other side of the protective glass in figure 8-22). Traverse it to the
end (figure 8-24), where you'll find aT-junction.

rough six rooms similar to this ...•
19 ..:. •



5. This passage ends in a holding room. The door is supposed to
be barred, but something has burned through the bars
(figure 8-25). Enter the room, break a grate at the other end,
and pass through it.

7. The tunnel ends abruptly, but you can take a side passage.
Take it, break a grate, and enter a holding rogm (figure 8-26).

6. Follow the tunna beyo ' the grate as it curves to the right. Ignore a side passage to the left!:When you
reach a T-junction, take a left and follow the long tunnel.

8. There are doors at either end of the room. One is barred and impassable, but the other opens when you
approach. Take the door that opens.

all control room with a wall-mounted
ow the switch.

1. Beyond the bars, a short hall leads to a much wider hallway
(figure 8-28). You stand near the end of this hallway. Run all the
way to the other end, where the hall veers right. Follow it.



3. You'll enter a three-level room with a lift at the end
(figure 8-29). Take the lift to the top and follow a corridor away
from the room through several sets of doors and down two short
flights of stairs.

fig. 8-2~. Ta~e the lift t., the t.,p.

5;tbe hall, ignoring the smaller Sl. e passages.
Event""ally you'll reach a junction with tw~ equally wide hallways
(figute 8-30); you can keep going straight or take a right. Go
straight, but remember this spot.

Fig. 8-30. D.,,,'t tafre a right Jetf but remellJber this ju"cti.,,,.

6. At the end of the hallway, a side passage leads to the right. Follow it into a b(o
Go through the small door at the other end.

7.11leads to a small office (figure 8-31). Collect a Security Pass
from the table. and then return to the fork (seen in figure 8-30).
Take the hallway you haven't explored yet.



9. Go through a series of doors to enter a large room with a
glowing sphere near the top (figure 8-33). Shoot the sphere.

Fig. 8-33. Shoot the sphere Bear the top of the room.

13. Take e elevator that had a red light above it earlier (it's
green now).

-¢- Unlike
cont

-¢- The
dan

-¢- Molten
you

-¢- You

Beyond
iD
1. You start

14. Upstairs, follow corridors until you return to the hangar where
you started. Enter your ship (figure 8-34) to end the episode.

You find yourself in the Fury 161 lead smelting plant, which Aliens have overrun. Your must make your way
through the plant, killing as you go. You start in its innermost chambers and work your way out to the fields
of molten lead.

When you reach the outdoor area, you'll know you're near the end of the episode. Then your task is to
locate a Predator ship that will evacuate you from the area.



-¢- Unlike the last mission, where you started out facing humans but moved on to confront Aliens, you'll
contend with Aliens to start this mission and progress to Marine enemies.

-¢- The Aliens are numerous, and you encounter the Marines in wide-open spaces, where they're most
dangerous. You can't take combat lightly in this episode!

-¢- Molten lead is a deadly hazard in the last part of this mission. Don't try to jump across it; at no point are
you required to jump!

-¢- You may encounter a Praetorian or two in the mission's later stages.

Beyond the Fan
"

" . } ..' '~":""§L~~"

chamber. Throw a lever to~~~n a door.

2. Beyond the door lies a room with a fan althe far end
(figure 8-35). To the right is a locked door with a red light nearby;
to the left is a corridor. Take the corridor.

fig. 8-35. "~te the spinningfan. A'~iILit

3. Descend the stairs at the end of the corridor. Locate Field
Charge under the stairs, and then proceed along a corridor to a
large, open room (figure 8-36).



6. Beyond you'll find a room with stairs. Climb the stairs and col-
lect Field Charge from a side room. Then look o_utover a massive
pipe (figure 8-38). There's s flat plate atop the pipe. Shoot the
plate with a weapon to break it open. Drop into the pi~.

eyond leads to a room with a pair of doors
ake the leftmost door.

2. Near the switch is a hole in the floor. Drop through into a small room. Lpok for Field Charge in here, and
then go through a door with a green light above it.



3. YoulU reach a staircase (figure 8-41). Climb the stairs and
follow a corridor. Take the first door on the left to reenter the
massive chamber (seen in Figure 8-40), but now you're on the
second level. Explore this level carefully and throw another
odd-looking switch. Take care not to fall to the lower level.

Fig. B-41. Climb the staircase.

4. Return to the corridor and follow it past a mess hall (which may
contain Field Charge) to a morgue (figure 8-42). Climb the spiral
staircase in the morgue and go through the door at the top.

5. Beyond ttiedobr, a corridor leads to the third levetof the big chamber. Throw ano
here, and then return to the morgue. .

6. Go through another door at the top level of the. morgue.



9. You'll descend to a large room with strange architecture
(figure 8-45). Find the tunnel out.

fig. 8-45. The rClllmdllwllstairs has ellllrmllUS;eXPllsed ducts.

5. Continue along this path. Stairs and catwalks lead to
another lift. Descend to where catwalks cross pits of molten
lead (figure 8-47).

Fig. 8-41. FClllllwthe path 1I11 the right. AVllidthe mllitelliead.

6. Follow

-¢- Marines
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6. Follow the path (shown on the right-hand side of figure 8-47). Press a switch and go through a door.

7. You'll reach a plateau overlooking a construction area. A ship
descends (figure 8-48). Wait until it comes to a halt, and then leap
aboard to end the level.

fig, 8-48. When the ship has settled int~ p!af:ej jump ~nt~ it t~
end the epis(lde.

Your ship has t~k,en you to a Marine-controlled Alien habitat. The Marines here are in the process of ,"
".obtaining Aliens'for research purposes. Your task i~ to make your way through the ca~~rns leading to the
'nabitat, enter the habitat itself, and approach its core.

If you succeed, you'll move along to Episode 6, which pits you against the Alien Queen.

<> Marines are your foes early in the mission. Once you break into the Alien habitat,
clearly defined border, you'll face Aliens and their kin. •

<> In addition to the usual enemies, you'll encounter a Xenoborg (remember tOJJs
of Praetorians.
The early~tiJges of the missioqulre stealt~y;.lpethodical ki
must speed up.

<> Beware the narrow bridge near the mission's end. A speeding Alien travelin
could make you fall.

Into the Caverns

nnel. Follow it;tp,a·Je(!ge overl()
'APe parked Irrit~figure 8-49).



2. Traverse a tunnel to an open area with a staircase leading up
and another j:)assage leading into the rock (figure a-50). Take
the passage.

6. Examine the lift (figure a-52): it's broken, so you can't
ascend. Inside, take careful aim at the cable that holds the lift in
place. Shoot It, and the lift falls through a hole in the floor. Drop
into the hole.

Fig. 8-52. ShlJlJt the cable alld watch the lift drlJp.

9. There

10. Destroy
Xenoborgs.
through.

TheA!"

1. The tu
wrecked
nel on the



a. Both paths lead through a small room (you must negotiate a
very narrow ledge if you take the upper path) to a larger room
with an APC parked in it (figure 8-54).

9. There are two huge doors in the larger room. One has a button near it. Press the button.

10. Destroy the Xenoborg behind the door. (Use the Disc. It's far and away the best weapon against
Xenoborgs.) Then destroy a pair of gun turrets that face a door, press a button near the door, and go
through.

,w~"
1.The tunnel beyond the door takes you to a chamber with a
wrecked APC in it (figure a-55): Run through the ApC into a tun-
nel on the other side.

fig. 8-55. Runright thr~ugh the wrec~ed APC.





2. You drop into a cavern with the Alien Queen and some
Facehuggers (figure 8-59).

fig. S-5~.Citf:le-straf~ thn~ugh this larg1tf:arern.
,,', ',' C;' . . ';'@F8

f:"

3. Immediately start to circle-strafe. Stay in motion, or the Queen will make short work of you.

4. When you've got a good shot,occasionally fire a spear into the
Queen (figure 8-60). Don't, if the shot isn't certain: your ammo is
very limited. (Shoot Facehuggers if you must, but concentrate on
the Queen.)

fig. 8-60. Shoot only when you're almost certain to hit the marff.






































































































