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a great crusade

Do not be afraid. | am U-Mos, Sentinel of the Luminath. Please listen.
and hear of our world’s peril. Long ago, a cosmic object fell to our
planet, Aether, exploding with great force. A rift was torn in time and
space, and a strange power flowed over the world. Where once
there was one Aether, there were now two. One of light . . . and one
of shadow. each existing in its own dimension. It was

the end of peace on Rether, for & new race was barn that day

on the dark world . . . one filled with hate and terrible power.

They are the Ing.
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>the basics

MNo bounty hunter goes into battle without knowing what she's doing, and neither
should you. The following pages contain so much good, new info that even Metroid
Prime veterans should skim over them to see what has changed.

Visor,
and Left for the Scan Visor.

4 start butl:an

PRUSING THE

Light Beam.

@ morph ball controls

L BUTTON = CAMERR VIEL

Press and hold L to center the camera behind you. It
will take a second for the camera to move.
CONTROL STICK = MOVEMENT

Use the Control Stick to steer the Morph Ball around
the environment.

R BUTTON > SPIDER BALL

Hold the R Button to cling to a Spider Ball track. See
the Morph Ball Systems section on page 9 for
more details.

-
. Ll 4 player's guids

A BUTTON > MORPH BALL BEOMEB
Prass A to release a Morph Ball Bomb. See the Morph

Ball Bomb Systems section on page 9 for more details.

Y BUTTON = POWER BOMB

Press Y to release a Powear Bomb.

B BUTTON > BOOST BALL

Hold down the B Button to charge the Boost Ball, then
release it for a quick speed burst. See the Morph Ball
Systems section on page 9 for more details.

II'-\IhI-
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>the basics

. visors

¥ou begin the game with the Combat Visor and the Scan Visor, and you'll
acquire additional visors throughout your adventure. You can learn
everything you need to know about yourself, your health and the
surrounding environs from these handy little gadgets.

combat visor

are indicated by blue squan

L |"-1 F' l:'

Thigis a small map of your current location.
Press £ to see a larger map

- MISSILE COUNTER

ir missile supply, and the
nssile capacity.

ndholdL to
ing reticule,

> change display

If you're feeling claustrophohic
inside Samus’s helmet, try

changing some of the settings in

the Pause menu. Go to Options,

: I e then select Visor to I:ui'ing up

TUREEAT AETEE TAD | options for changing the opacity
 THRERTDETECTOR  § - and HUD lag, and toggling the
iter dot on I you are in d - 4 s hint system on and off.( ngmga

appear as DNMmEn C S0 [ ; you have this awesome guide,
; 1 ; you really shouldn’t need hints.)

ninformation
Il as to open
|ECTS INresd ang
| dre Mmere "| 'I11Tl’r
gsting. Green ; pady bee ed, L 1 S, foopen El ho Doors.
and may appear in you ; \CaUIR E 1K VISOR: PG. 56 ACOUIRE THE ECHO VISOR: PG. 73
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@&, armor

Samus begins the game with the Varia Suit, and can gain twao additional tupes of
armar. All three suits will allow you to breathe in vacuums and underwater, and will
protect you from falls of any distance.

dark suit

> the dark world

The atmnsrharﬂ of the Dark World
is incredibly dﬂngﬂl‘ﬂus‘—ESWGm“f
while you're in the Varia Suit.

Other armor will cut the damage

or halt it altogether, but you must

find it first.

=

The Dark Suit will decrease the amount of damage you e
Take nhe rld, but it 03 /
p s you see the world with a slight
rﬂddir;h tint,

ACOUIRE THE DARK SUIT: PG. 31

_2"-—-»--—-»«-"‘.--' = The Light Suit gives you
05 sssannasasinns : o Cevn  fullimmunity to the harsh
- . environment in the Dark
World II: .:Irn Ic.t~ you Ipdp

Lrl:jhl Suit, you can use e
transports to tel

S,

beams of l ight.
ACQUIRE THE LIGHT SUIT: PG. 88

® wea pon systems

It wouldn't be a first-person shooter without a little bit of shooting. Don't go ¢ h d b
off half-cocked—learn about your weapons before you pull them out and f > Enarge eams
start firing away like a crazy person.

Each beam weapon can be charged up, resulting in
a different, more ﬁnwarlul shot. To charge a shot,
simply press and hold the A Button. After a couple
of seconds, it will be ready to go. It's not neces-
sary to charge the shot fully before Iwu releaseit,
but it will be stronger if you do. While charged,
L 1N OPEn green doors. your beam will also draw in pickups.
ACQUIRE THE SUPER MISSILE: PG y
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ACOUIRE THE DARK E:.tﬂ.r'.'l PG
ACQUIRE THE DARK BURST: PG. 53

@®. missile systems

AL HlJIFI!- THE LIGHT BEAM: PG. 2
ACOUIRE THE SUNBURST: PG. '.|'1

=>the basics i

annihilator beam

35 and a whopping
EIJ units n}i hurh i.|[|':'|t and Dark Ammo

ACQUIRE THE ANNIHILATOR BEAM: Pl 80
ACQUIRE THE SONIC BOOM: PAGE 86

L|.4I1 | Ammu

Missiles are long-range weapons that pack a medium
amount of force. By the end of the game you'll own a ton of
them, so you'll want to master them.

missile launcher

Missiles are almost useless
unless you lock on to the tar-
get and home in. Once you
achieve lock, press the ¥
Button to let a missile fly. You
can fire multiple missiles in a
short span of time, but your
accuracy will usually suffer—
especially if you're jumping
around, You can also use mis-
siles to open red doors and
blast through some materials.

ACQUIRE THE MISSILE LAUNCHER: PG. 12

Vi | Mewela MM I MMM ofesbsWdil]

seeker missile launcher

AN (W 'ﬂp&*

¥ .

R\\l = 1 ‘\.f /?j

The Seeker Missile can lock on to five separate targets, or you can unleash
five missiles on a single hapless foe. Press and hold the Y Button to bring u¢a
targeting reticule, then move over the units you wish to target and release
when you're ready. Seeker Missiles are the only way to open purple doors.

ACOUIRE THE SEEKER MISSILE LAUNCHER: PG. 44



Getting around in a Metroid game has never been easier! grapple beam

Pimp your ride with a gaggle of fantastic, futuristic locomao- s GreodiaBa ;

: : - e Grapple Beam attach-
tion options. ) = : 5 10 S.:mJ |1.H arm, a:u:l

canatta
devices, cal
points, wh
small hook

wait for the icon aro
m turn from

1_h|-'| Button

You will continue
from the grappl

e EEE e

—_—— I-.Jrlq as you hllIrJ

'n.l".l'lu.'-m,'u_u're ready to
The Space Jump Boots : ¢ mount, simply rel
allow you l:namrrurlu :duu I L Button. If you
: 2 on the up i
nlil' tru,'-' for
reaching raised platforms
or another grapple point.

[IIE‘ l:r.JuErl:ll

deswred dire 2
ACGQUIRE THE GRAPPLE BEAM: PG. 50

ACQOUIRE THE SPACE JUMP BOOTS: PG. 21

The Gravity Boost gives you free and unhindered movement while underwater, ;5 o ut'uhtt ¥ lr:l‘u‘f.a 1,1 u |:; At
also all 1,'uuru fl t1|||1ulmnlir:|ra|1-1r||.-|:l .:.1 time. Toactivate the float feature, | z - You have limited mobi 119"-- e aIrnorme
| ACOUIRE THE SCREW ATTACK: PG. 76




& morph ball systems

The Morph Ball isn't just for reliving your ald Marble
Madness days. No, it's great for entering tunnels and cling-
ing to walls, and it's the fastest way to get around Hether.

ACQUIRE THE BOOST BALL: PG. 41

spider ball

w5 @|eee
| ———
7 4

S ——

—

WAL ATsra
— TR

e e
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e

T T e L L it
o e o e T

ACOUIRE THE SPIDER BALL: PG. 62
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=the basics

®. bomb systems

Your only weapon in Morph Ball form is a bomb, but it's one
that can wreak plenty of havoc in the right situation. In addi-
tion to their destructive properties. bombs are extra-handy
as a means to achieve upward mobility.

morph ball bomb
While in Morph Ball form,

39 = i oae press the A Button to
o /x drop @ bomb. Bombs
o aren’t the most powerful
FE weapons in the world, but
i et they re good enough to
b i . shake of f a Metroid,
¢ n':;m__ break open Talloric Alloy

or destroy an enemy
while in a tunnel. You'll
also usa bombs to acti-
vate Bomb Slots through-
out the game.

> bomb-jumping

If you drop a bomb and wait, it
will go nf'll and boost you up—this
is called a Bomb Jumgp. To per-
form a double Bomb Jump, drop
one bomb, then wait two seconds
and double-tap A to drop two
mare. The first bomb will explode
and detonate the second one in
s midair, which will set off the third
and boost you even higher.

SERACT

s LT g 8 B e P e it B ]

power bomb

Y/9 @[ 000
.. T

Unlike their cool but kinda wimpy cousins, Power Bombs will wipe the floor
with any enemy in range—in fact, they will vaporize most enemies instantly.
Power Bombs can also open yellow doors and blast through the toughest rock
and metal. They can even destroy Galactic Federation security gates.

ACQUIRE THE POWER BOMB: PG. 68

9
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>using the guide

The bulk of this guide is a walk-through that shows how to get every upgrade. log- i _
book entry and expansion. Not every expansion is called out in text, however—check B M
the index in the back of the book for specific infa on each one. St

by

- THE HIGH AT T

=dark beam

P connections

in each new
) I-J m the

Missile Expansion O Fortal @ Dark Suit
Energy Tank @ Energy Transport (requires Light Suit)
@ Super Missile

Power Bomb Expansion @ Mizssile Launcher

CENN Eeam Ano Exppasin . Boost Ball . Ball .Sumc Boom
@ Morph Ball Bomb @ Ll Sp-dur a

Strategy Tip

Save Station @ Space Jump Boots Seeker Missile Launcher @ Power Bomb . l.r'l]ht Suit
@ Map Station @ Dark Beam Gravity Boost Sunburst Dark Temple Key

@ Ammo Station

@ Elsator Ioso0 aron @ Light Beam @ Grapple Beam Echo Visor Sky Temple Key

IO nintendo player's guide
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>agon temple

A platoon of Galactic Federation Troopers has gone missing on Rether, and Samus Aran
has been contracted to track them down. What began as a simple search-and-rescue
op is about to become a lot more complicated. . . . hope the pay is good.

——

=
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weapon systems>missile systems

>missile launcher

The board is set, the pieces are in motion and it's time to go get the Missile
Launcher. What's that you say? You already have a Missile Launcher? Heh . . . wel-
ol come to the world of Metroid. friend.

temple grounds

)
I

& ) MISSILE LAUNCHER |

-

I2 nintendo player’'s guide ]
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@ temple grounds

After receiving a contract to find and assist a downed
Galactic Federation vessel, Samus Aran finds herself
crash-landing on Aether—a world that is on the verge of
collapse. Though Samus starts the chase well-armed and
confident, a chance encounter will leave her at a significant
disadvantage. Of course, that's par for the course for the
world's best bounty hunter.

1 landing site

bI_HNNEP-

IJIDL.[-r_[I h'- =tmng; g T' r-_;m the
[ar reen circlein the middle of the
s and hit it wath the Power Beam=—
sowill destroy it.

. > logbook entry
Research>Mechanisms>Vehicles>Samus's Gunship

=missile launcher )

1|r|-'l||||.'\rhr;r||.1r ram r|1
download a r'ﬂ‘:'!pl:lf the

a l..nrr-:-spnndlnq
map that youmust find
I"."I-t! p5ta load

g ou .1:1'_-' |1|.1p~
2 Dark World,

> |ogbook entry
Research>Mechanisms>GF Security>GF Gate Mk VI

> logbook entry
| Creatures>Aether>Grounds Tunnel Prowlers>Worker Splinter




4 command chamber B 5 hive chamber B

- CAPTARIN'S LOG - AFRRIO OF THE DRRK.?

f‘hﬂumr'r B will 'lrlr..]qu a {Llr scene llnt ﬂml"" IJ ark mumu 5—

sky temple grounds

the alnﬁ to prnﬁr . Onee y 1 the slot, drop a bomb to : L .
1hut:m:: r: e toslall . ! Going through the portal will give you your first taste of

Fether's Dark World—a twisted version of Aether in which
the very air is poison. After a fight against overwhelming
odds, Samus is forced to flee back to the Light World. The
brief trip comes at great cost—you will be missing your
Grapple Beam, Morph Ball Bombs. Power Bombs, Boost
Ball, Space Jump Boots and Missile Launcher. If there's a
bright side to the whole mess, it's that you’ll still have the
Maorph Ball, Scan Visor and Charge Beam.

> |ogbook entries

Lore>Trooper Logs>Force Two>GSGT C. Benet
Lore>Trooper Logs>Force Two>SPC B. Reevs

' Research>Mechanisms>Systems>Bomb Slot

. Creatures>Dark Aether>Darklings>Darkling Offworld>Dark Trooper

f|-4 nintendo player's guide



=>missile launcher J

- LOWER THE BRIDGE
. tempIE g!“ﬂundE e Watch for Splinters that explode from
F =3 : the wall—they're easy to il

> HIDDEN MORPH BALL TUNNEL SRR c2noften catch youur
= ' E the bugs, h
room until

LE L'l
e [ N, then shoot the
locks to make the bridge drop.

-
* > logbook entries

' Research>Mechanisms>GF Security>GF Bridge
ThL far end of Hive Chamber Bis ed of f, but there's anumber of sac-like " Research>Biology>Cocoons>Splinter Cocoon
growths to the right of the exit. Shoot them to reveal ahidden tunnel, then use " CGreatures>Aether>Ground>Predators>Splinter
the Marph Ball and escape to the other side, | ¥ Creatures>Aether>GroundsSurface Prowlers>Green Kralee

& ﬁ hive :hamher !

With your Missile | 4
Launcher missing in | > |logbook entry
action, fr'-lnrr'I\ |
J Lore=Trooper Logs>Force Two=PFC M. Veroni

. collapsed tunnel

| temple assembly site

Lhen you step into the Temple Assembly Site. you'll be
treated to a short cut scene that welcomes you to the
Temple Grounds. Though the place might have been a
bustling hive of activity at one point. it's now home only to
local animals and brok en-down machinery,

7  hive transport area
- GATE-CHASHING

P TR

tor to activateit, then take a ride to the I[I]I Go
i scan another panel to reveal a lock or |r|'H.=r sidde of a
sc-alt-n:rgate, 2n sh g o enter the blighted I:
Incustrial Site.

8 industrial site

- UP AND RWAY » WATCH FOR FALLING CRRATES

T = 1 I

N

create a bridge to the

metroid prime 2 echoes IS
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. dynamo chamber

- THERE'S NO GOING BACK NOLU

gate on the far
y trip from

&
' > |logbook entry
! Research>Mechanisms»>GF Security>GF Gate Mk VH

ntil you find the
djust the large

o
' > logbook entry
\ Lore>Trooper Logs>Force Two>PFC L. Brouda

[

13 trooper security statio

-

WO Merry

:': > |ogbook entries

¢ Creatures>Aether>Mechancids>Stationary>Growler Class Turret
. Lore>Trooper Logs>Force Two>SPC M. Angsath

A »_gfmc compound: missile launcher

Upon entering the GFMC Compound. Samus will find a com-
puter that contains a log of recent trooper activity. it
seems that they were forced to land on the surface of
Rether, but once there discovered that the local life-forms
were . .. less than friendly. The entire operation was wiped
out, but they did leave behind a present that a resourceful
bounty hunter can claim ds her own.

mark the map station

PR SS —— . Thereis a Map Station in the back of
P RE 'if:;::ﬁfw the G.ES. Tyr. To find it, you must scan
== T = L= adoorbetween the rows of seats.
. l —= *+'  Dnce youdownload the map, which
o yta— P a | === . = shows the rmaining portion of the
L e | l Temple Grounds, go back down the
- 'kt,' i ramp.
\
o 5 N
BN

locate the launcher

After you witness the
sad fate of the GES.
Tyr's crew, look for a
large box near the
ship’s ramp. If you blast
it open with a charged
shot, you'll find your old
friend the Missile
Launcher inside. Strap
it on and get ready for
battle.

{':[:iri-'_:

16 nintendo player's

the dark splinter battle

As soon as you get the launcher, a pack of Dark Splinters will attack. The
creatures are much more powerful than regular Splinters, so take them out
with Charge Beam attacks and missiles.

*_' > |ogbook entries

! Research>Mechanisms>Vehicles>G.FS. Tyr
Lore>Trooper Logs>Force One>CAPT A. Exeter
Lore>Trooper Logs>Force One>LCPL J. Brode
. Lore>Trooper Logs>Force One>PFC G. Haley
+ Lore>Trooper Logs>Force One>PFC S. Milligan
* Lore>Trooper Logs>Force One>SPC F Triplette
| Creatures>Dark Aether>Da rhlings:rﬂarkfing Ground>Dark Splinter



morph ball systems>bomb systems

Now that the grim fate of the Galactic Federation Troopers Is known, Samus can
continue on her way. But the simple mission will become a lot more complicated
s when the Luminath enter the picture. Bombs will definitely help.

temple grounds

:%“ __.,,-_v.r,. S SO0 ¥C 34 2L 3L 1L o
|
|
|
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temple grounds

. GFMC compound
= H HANDY HOLE

Return to the s
activate the
causing the cannon to |Jlr|,1.1_ you 111
acha door that's sealed with abl: ield. []|'||_n the shield with amiss
use the nearby Morph Ball tunnel to get Crany's loghook entry.

/g :
' > |logbook entries

Research>Mechanisms>Systems>Kinetic Orb Cannon
. Lore>Trooper Logs>Force One=PFC I. Crany

o
)

2  sacred bridge
> SLHN FROM BELOW

When you reach a sealed door, roll down the tunnel o
fight of f m of War Wasps. After thecoastisc
toacti other Kinetic Orb Cannon.

-hand side and
a panel above you

f - logbook entries

Lore>Trooper Logs>Force Two>PFC E. Denys
ﬂrallums}Aath&l}FIymg:-Smaﬂ Flyers>War Wasp

. 3 sacred path
= CANNOMNBARLL FUN

Thereisav ed wall on the left-

h;nd_sidl: le

awall crack 2 i
activate WOU g it—a Kinetic Orb
Cannon. Letitb ou through the
] km:l rock, thenroll down the tunnel,
- set of tracks and onward to
. The elevator beyond leads
to the Great Temple.

“

' > logbook entry

| Research>Biology>Cocoons>War Wasp Hive
Y

; ]B nintendo plauer's guiic

. transport A access
= ORIVEN BATTY
A swarm Ia.ll'ldh-ltﬂ'ulllapp-‘.:ras

le Fre dlffn..ult to
r[cln t wnrr'- 41 you

through thl._ i'lr_.alq‘ |r‘| 1h|-I left-hand wall.

tEIT!EIlE sanctuarg

cein the Temple Sanctuary
impossible to scan the
Htl‘ ceiling. You won't need to
IOVAREVET — i
f 3 the he room Lo
trigger abattle with th
inside. Take out the first e
group of Dark Splin
Beam. You'llwant t
for the later stages o

_—I - -
Ak Alpha.Splinter-——"

—|\.JL1' on -mrl use B
echnology.

> logbook entries

Creatures>Aather>Ground>Predators>Alpha Splinter
Creatures>Dark Aether>Darklings>Darkling Ground>Dark Alpha Splinter

9

controller transport

- TAKE THE SHORT LAY HOME

There is only one way to go from inside the Temple Sanctuary=—up. Head for the
only open door and [.Jkl‘ the elevator to the room above.




>morph ball bomb

7  main energy controller 9 transport B access

Inside the Main Energy Controller, you'll meet U-Mas, the cUiahl he RFERTHER 3

last sentinel of the Luminath race. He will tell you the histo- The tunnel to! or is filled with Lightflyers—glowing, airborne
2 : : drones that can : i them out with the

ry of his people, explain the increasingly unstable nature of Charge Beam, the :

Hether and ask for your assistance. Since Samus is never

one to refuse aid to anather (even if the pay is lousy), she " > |lpgbook entry

obliges him. . Creatures>Asther>Flying=Small Flyers>Lightflyer
W

@ temple grounds

industrial site

- PICKUPS AND FIREFIGHTS

When you emerge in the Temple
Assembly Site, t.-‘:lrEr' moment 1o
vl F 5 and grab the

Energy Tank behind the red door, Once
you have it, head back through the
Collapsed Tunnel to the strial Site.
Open the violet door an n the

d hbehindit, then con-
TINLIE QN YOUr Way,

> |ogbook entry
~ READ UP DN YOUR LUMINOTH HIS TORY . Lore>Luminoth Lore>Keybearer Lore>Cadre 2>J-Fme'sTestament

After speaking to you, U-Maos will heal

you then give you the ability to scan l
Luminath Lore and sealed doors marked 11 transport to agon wastes

with a violet hologram. Find one
- GET WRSTED

IR oM ek : Scan the Luminoth Lore near the chiff edge (it's hard tu find=look carefully) and
Temple Sanctuary. | shoot the webbing tore fir: on, then take the elevator. It
will transport you to a desertlike environment—Ag mn 1.'“';1..“:;,

> logbook entry
Lore>Luminoth Lore>History>Golden Age>0ur Heritage

> logbook entries

ﬂ - .E
Research>Aether Studies>Aether=U-Mos
. Research>Aether Studies>Aether>Energy Controller | '. agon wastes
Lore>Luminoth Lore=History>Golden Age>Origins |
R 12 transport to temple arounds
8 temple sanctuary

. HEY, THAT WAS ERSY i > logbook entry
When you return to the Research>Biology>Plantforms>Agon Bearerpod
sanctuary, turn right and
look for a sealed door
marked with a violet
hologram. Scan it 'lu

is tiny, but it contains twa |1r.l."lm_';t||_mk entries. The Lumites can be
!m.k. on to—youmight have better luck if you target them manually and

> logbook entries

Creatures>Aether>Flying>Small Flyers>Lumite
. Research>Biology>Plantforms>Sandgrass

19



. mining plaza

Head up by walking aroun

The Mining Plaza acts as a kind of hub for Agon Wastes. - ey N the room, then jump a
: S / | 2 : K to the door with an ar
Practice fighting the Sandiggers that burrow under the sur- | EEEs ; BREMN [oft andleap acro

face—you're going to need the practice when you reach the ; ; ' hen blas ijlhf' pil

end of Agon Wastes.

After that, "cu an blast them w |t|1 1n"
WEADON in your inventory.

"

> logbook entries

* Creatures>0ffworld>Pirates>Pirate Trooper
Creatures>Aether>Ground>Surface Prowlers>Brizgee

SRS ey,

o

temple access

> |logbook entry
Eraaturasmalha r=Flying=Large Flyers>Shriekbat

AT MIL.\

®, agon temple: bomb guardian

BRIDGE OVER T! 'r‘"‘IE"L"LI SANDS The Fgon Temple boss starts out as an Alpha Sandigger,

but guickly turns into a8 Bomb Guardian. Scan the alpha
VErsion as soon as you enter the room, ar you might miss
the opportunity.

battle the bomb guardian

dash around the
of the Mining Pl:
m .u.[un:J. 1f £
I o

' > Ingbook entries

Creatures>Aather>Ground>Predators=Sandigger
Creatures>Aether>Flying>Small Flyers>Sandbats

15 mining station A

- ARFAI PIRATES!

M“‘”"w""«,‘ﬂ e

The Bomb Guardian will crawl around the arena and drop bomhs in its wake.
Its only weak point is the pink end of its body. Use the dash move to work your
way to the creature’s tail, then fire off a missile. The closer you are to the
boss, the easier it is to do. Once you hit the tail a few times, the mouth will
begin to glow—get in front of the beast and hit it in the face with a Charge
Beam. When it falls, take the Morph Ball Bombs and bust open the doors.

miss I|L‘S m.r tl1n-= C

E :
ik . > logbook entries
: - Creatures>Aether>Ground>Predators>Alpha Sandigger
t L E E Creatulafs:aﬂarltAeth&rbﬁuardmnsﬁuhGuardlans:anmhGuardmn
step. .
"
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movement systems

>space jump boots

If you have any hopes of solving the mystery of Aether, ywou'll need to make a
trip to the dark side. Once there, you'll meet some of the meaner locals, including
a boss that you'll need to put the boots to.
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dark agon wastes

THE GENNY
Inthe C .ernII-‘r H-:cn'-

portal site

Mo creature of the light can withstand the Dark World's poi-
sonous atmosphere for long. You'll need to make use of
ancient Luminoth technology (and maube a few of the

[51'3"1'!“'3"1 natives] to traverse the area safely.
B
You'll
:ﬂl.'!
sin the -
n h;r Iurr' n

" > logbook entry
Lore>Luminoth Lore>History>Golden Age>Saving Aather

0 to eru'
1oa for a
| through the lo

' > logbook entry

Lore=Luminoth Lore>History>Golden Age>Paradise >USING LiGHT BEHCONS

e T

;*'i,; ha&j}ﬁﬁf_'...-' == .

- agon map station

> |ogbook entry
Research>Biology>Platforms>Blueroot Tree

' nnrtal site

To avoid Dark Aether’s poison air, the Luminoth scattered crystals and bea-
cons throughout the world. Crystals are always active unless covered in dark
matter, but beacons must be lit with the Power Beam. Beacons will stay lit
only for a short period of time, and both they and crystals will heal you.

> BOMBS AWARY

g = wee Activate the Bomb Slot on the far
g ARTT] Wil side of the room to clear a stubborn
i doar out of the way. Doing 50 will
L\ raise the corresponding door in the
). "4 ot Light World, but don’t worry about
v 7 W that just yet. Instead, head deeper
Ry L & into the Dark World.

> logbook entries

Research>Biology>Ing Storage>Bladepod
i A Research>Luminoth Technology>Light Crystals=Light Crystal
> logbook entries Research>Luminoth Technology>Light Beacons>Light Beacon

CGreatures>DarkAether>Darklings>Darkling Offworld=Dark Pirate Trooper
Lore>Luminoth Lam:Hnstort?Guldan Age>Light of Aether
CreaturessAether>Ground> Tunnal Prowlers>Pillbug

"
) >' ce Ji.ll;-m.i;_} player's quide



>space jump boots

e e ——

——=%% Inglets are the weaklings of the Ing
: s race, but don't get mgl!mmt—mw
can stnlhpank amlhp. he easiast
way to hit them is to target the crea-
tures when they expand from their
black of ooze, but you can
also target the puddle manually as it
shifts around. Save your missiles and
stick with the Power Beam.

> |logbook entry
Creatures>Dark Aether>ing>lnglet

> logbook entry
Creatures>Dark MMMIW:-MH Flyers>Nightbarb

= ING-SANITY

The Range is
- home to a Warrior Ing—
| one of the deadliest
- members of the Ing
| family. Lock on to the
| critter and blast it with
. the Charge Beam and
~ | missiles. When it dis-
‘' | solvesinto ocoze, aim
+ | manually and squesze
. | off afew more shots. If
you stand in a safe zone
behind a crystal, the
item will offer some

thﬂpﬁ:ﬂ from
Ing projectiles.

, Head up. To avoid taking
| damage, wait for a

| Lightbringer to wamltier
| near your position, then
l mm‘n the zone of

| safetyit prqat:ls and

| follow it. You'll need to
use two Lightbringers
to reach the door at the
end of the room.

> |ogbook entries

Creatures>Dark Aether>Ing>Warrior Ing
Creatures>Aether>Ground>Surface Prowlers>Lightbringer

o s e S

.@..judgment pit: jump guardian

Your Space Jump Boots. the handiest tool an explorer
could want, have been boosted by an Ing. To get them back,
you'll have to take the boss down to earth—which means
plenty of missiles and a little jumping of your own. If you run
low on ammo or energy. take out a few Bladepods.

=

fnrﬂuﬁﬁnt
1 ump
E%E!lnthusm-

Warrior Ing. .&:hu
|- Light Coya ol batweaa
yourself and the boss
| : hm“il'::"
. defense against
rmguataat:ks.mﬂwn
the Charge Beam and

missiles when you have
an open shot. You can't

d e the Jump
mwl'lﬂn itsin
the air, or for brief
moments before and
after it takes off and
lands. Wait for the
guardian’s blue shimmer
to vanish before

start firing miss

The beast will often
jump and hit the ground,
causing a quake—lea
wﬁt%mmp
and return fire. When
its life l:-:l;ue |

. empty, 5

. move very guickly. Use
- rapid blasts from the

. Power Beam to get in
shots when you can.

> |ogbook entry
Creatures>Dark Aether>Guardians>Sub Guardians>Jump Guardian

.’A 7 %a
NV EIRULD-DATABASE.CUM

e

s
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weapon systems=>=beam weapons

>dark beam

Ing pursue you at every turn, Space Pirates search the planet for any trace of your

passage...even the air in the Dark World is your enemy. When the going gets tough,
the tough reach for bigger guns.

dark agon wastes

agon wastes

) DARK BEAM
w_ §

24 nintendo player's guide _j
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dark agon wastes

"1 judgment pit
> TEST THE BOOTS

. T g

o —
— A

"r.l
7 20N pr
e | e B

W

= W'y

h

. III»-‘Q('

Head up and around the room. When you reach a seemingly impassable gap,
turn around and look for a ledge above you. Leap to it, then continue around
the room, going past the statue. At the top of the room, you'll find & red door—
blast it open with a missile and head down the hallway.

T2  trial tunnel

> GET THE FIRST DARK TEMPLE KEY
o —""".  Head into the Agon

"3 portal access
> HONOR GOES TO THE SWIFT

( - T, 4 1
iu :5.'. - : _::_g_ 1'
p—
3 = T
=B ﬁ W\ R
-p«“w —

"4 portal site
> THE BRETURN OF THE LIGHT

Wastes Dark Temple
and scan the wall in
front of the entrance. It

| will tell you that you
| need three Dark Temple

Keys to enter. Turn left
and walk down the pas-
sage until you see a
door on your left, then
enter to find the first
key. No muss, no fuss.

Jump into the middle of
the Judgement Pit
(save health with a
double jump before rnu
land), then l,nm|t:I

enter the first blue
door on the way up the
side. Take the shortcut
to Portal Site A via
Portal Access A. The
ACCASS anea has a
Lightflyer in the middle.
Defeat it with a missile
to create a temporary
safe zona.

Go to the far side of Portal site and double-jump to the platform, then scan
the lower-left red spot and head back to the Light World.

— Vim | Mawae/ I 1 M e e sd i

>dark beam . j

- transnnrt center

E MI

> logbook entry
Lore>Luminoth Lore>History>Dark Age>Cataclysm

1 central statlnn access

.!-..l- OUT THE PIRf
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- TURRETS

The final two troopers will leap into the Vigilance Cla and start firing.

to the turrets and take them out with a barr

> |ogbook entry
Creatures>Aether>Machanoids>Stationary>Vigilance Class Turret

50 you'll have to tunnel under it. Lay a Morph Ball Bomb on
ked plate at the corner of the room, then dro he floor and bomb
the crates to expose a tunnel. Take the tunnel all the way to the next room

10 command center

. Sy I -5

From your vantage point
under the Command
Center floor, you'll see
Space Pirates entering
portal to the Dark W
Rollto tl

Missile E

start blasting foo

are dowr rything you ca

to the second floor.

to open the d
Bealert

25, Once the bat-

In Security Station B, you'll find your
-albeit your evil, blue twan. ¥
find out anything about it n

head around the tunnel and into the

glass-enclosed room. Scan a computer

tolower the blast door in the Command

Cei then backtrack and enter the

door behind the fallen barner.

> |logbook entries

Lore>Space Pirate Logs>Cycle 4>Log 44681 Phazon Operations
Lore>Space Pirate Logs>Cycle 4>Log 48853 Local Conflict
Lore>Space Pirate Logs>Cycle 5>Log 50086 Great Discoveries
Lore>Space Pirate Logs>Cycle 5>Log 54421 Rift Portal
Lore>Space Pirate Logs>Cycle 6>Log 62217 Phazon Raids
Research>Aether Studies>Dark Aether>Dark Aether
Researche>Aether Studies>Aether>Aether

N biostorage access
- THIS I'T BRAIN SURGERY

Two turrets point a ntrance to Biostorage Acc
sile each, then use the Morph Ball to roll under the mon
your path.

last them with amis
q laser grids that block

' > logbook entry
Creatures>Aether>Mechancids>Stationary>Humility Class Turret

12 biostorage station
IS CALLED METROIO!

More Pirate Troopers will block your path, but you should be an old pro at dis-
g them by no aking of old, there ] friend waiting to
r part of the room—aMetroid. Sci ee beastie, 1
i thie main tank. Note that only the Metroids in the lo

will be recorded in your loghook; the ones in solitary confinement will not.

' > |nogbook entries

Creatures>0fiworld>Metroids>Tallon Metroid
- Lore>Space Pirate Logs>Cycle 6>Log 63622 The Hunter




13 security station A

- UNLOCK. THE PARTH

Th:l-' *1 up an impenetrable
to

cunty barner. Luckily, it's connected

the
Produ
them wit
the Char

adoor on the other side

> |logbook entry
Creatures>0ffworld>Pirates>Pirate Aarotrooper

15 ventilation area B

. WATCH THE LF|"'F“~.

Enter Morph Ball f
ach the tun

> |ogbook entry
Lore>Space Pirate Logs>Cycle 6>Log 67135 Security Breach

i | Maia WM™ I MM

w bn semli NI

>dark beam

‘»s main reactor: dark samus

To get a new weapon. you must defeat a new enemy. Dark
Samus might look like you, but she lacks your wit and
charm—=not to mention tact. It's a tough battle, but one that
you should be able to handle with a couple of Energy Tanks
and 20-25 missiles. Use all the missiles during the first
phase—theyre next to useless after that.

dark samus battle—phase one

Dark Samus will attack with missiles and a shrapnel beam. Neither weapon is
terribly powerful, 30 you can either hide behind posts or take the hits if you're
feeling brave. The boss has a shield, but can raise it for only a short period of
time. If you stand far away and fire missiles as fast as you can, many will
breach the shield. It's a good way to damage your doppelganger early.

dark samus battle—phase two

Once you whittle away half of Dark
Samus’s life, the boss will change her
attack pattern and begin firing much
stronger missiles, Don’t take any
hits—hide behind the pillars for cover.
The four pillars on the outside of the
room explode if hit, but the one in the
center provides good protection. For
a second attack, Dark Samus will horl
hersell at you. When the creature
rises into the air and begins to glow,
it's time to seek cover. Though the
explosion is fierce, the boss is vul-
nerable for a moment afterward.
Charge up your Power Beam and run
to her side, then wait for her to stop
glowing. The moment she does, hit
her with the beam. Upon defeating
Dark Samus, take an elevator to the
top floor. Enter the blue door and pick
up the Dark Beam and logbook entry.
Once you have it, use the gun to leave
the room and to activate the Light
Crystal in the following door.

| > logbook entries

" Creatures>0ffworld>Dark Samus>Dark Samus 1
"\ Research>Aether Studies>Dark Aether>Phazon
* Lore>Space Pirate Logs>Cycle 6>Log 69893 Shadow War

2 echoes E7
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weapon system>beam weapons

>light beam

The Ing may be a lot of things—nastu. strong, bitter—but they aren’t the best plan-
ners in the world. If they were, they certainly wouldn't have left the Light Beam luing
around where a resourceful bounty hunter could find it.

agon wastes




i
>light beam |

dark agon wastes

1 security station B 3 doomed entry
ES

» L CING DRI

> NULLIFIED BERCONS AND LIGHT CRYSTALS

e == Sometimes you'll come across a crys-
ATy e ""ﬂg T tal or a beacon that doesn’t provide
. g e any protection. Such items have been
!\, 5 250 nullified, and they're usually covered
, | A i‘ .| by some kind of shield or black ooze.
: ]

i | Afew shots from the Power Beam
{ || will clear up a nullified item. To cre-
| % ate aNullified Beacon or Light Crystal
‘f&@h - £0 you can add it to the logbook,
i r”'ar _ | shoot a normal Light Crystal or Light
: Beacon with the Dark Beam.

I et )
p——
> BREAKING RRTWORK

> logbook entry iy e e T
Lore>Space Pirate Logs>Cycle 7>Log 70136 Federation Attack _._:'F'_ | 9E= o A (e '::___
4 e - . 1 o | T — . j
J L0 3 i 1 R
\_ » I e e
| o ol . {
I G Y T E® ) o
4 g { . h‘_' / :". r‘ : -’.. -J-n'-.li
—— sl e W=

Use your Scan Visor to find a red carving. Blast it with a missile, then fire the
Dark Beam at the crystal underneath to lower a platform. Jump on the plat-
form to reach a Dark Temple Key, then exit through the dark door across the
room. Watch the Dark Preeds—they spew deadly gas when defeated.

> |ogbook entries

Creatures>Dark Aether=Darklings>Darkling Of fworld>Dark Preed
Research>Luminath Technology>Light Beacons>Nullified Beacon
Research>Luminoth Technology=>Light Crystals>Nullified Crystal
Research>Luminoth Technology>Lift Crystals>Light Lift Crystal

"4 pasis access
> METROID FUSION

\t / BH.. 0

The Warrior Ing in Dasis Access might try to use a fusion attack—a move in
= Iugh ook e ntry which the Ing launches itself at you and covers your suit in coze. As long as

Creatures>0ffworld=Pirates>Pirate Grenadier the gunk is on you, you'll take damage.

: metroid prime 2 echoes 29
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> TEIEI{Y CRYSTALS

:»_Iﬁghuuk entry %

Research>Luminoth Technology>Lift Crystals>Dark Lift Crystal

> BOMB JUMP

. M

There are three panels in
the Phazon Site that you
must scan before you can
continue. Head first for
the one at the top of the
room—you'll need to use
the ﬂumn platiorms to
reach it. Then activate
the panel on the other
side of a stack of crates.
urdwfml

| the
| quickly, since they exude toxic gas.

> TRERAD CAREFULLY

Blast the Nullified Crystal with the Power Beam to fix it, ﬂnn:l'mrtlhn
Lumites from the safety of the crystal’s field. nmuthfmm leap ac
tiorms to the door at the end of the room. Move past the Ingc

> THE CRYSTAL METHOD

(::- logbook Entr'g

Fall to the sa
Light Crystal

""E*E‘Zw

room and hit the Light Lift

E.M"mem
am to lower rs,

ﬂnnhnptuﬂiuppu

‘%.‘mg cache I: light beam

The Ing’s laziness is your boon: they've left a powerful
weapon lying around with no huge boss to guard it. Once
the Light Beam is added to your inventory, you'll wonder
how you lived without it—the weapon can cut through the
nastiest Dark World enemies like a hot machete through
nlan Equip it and take the fight to ‘Em.

30 nintendo player’'s _guide
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>dark suit

If Samus is to continue her long trek across the wastelands of Rether's Dark
World, she’s going to need a suit that protects her from the elements. It's time to
clear out the Dark Agon Temple and claim wour birthright.

dark agon wastes

?mnﬂtﬂhwm

agon wastes
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dark agon wastes "6 dark oasis
> THROUGH THE PORTAL DARKLY

o Continue through Doomed Entry and Oasis Access until you reach the portal in
m fEEdiFIE pit access Dark Dasis. Use the Light Beam to activate the portal, and return to Aethers
i Light World.

! > logbook entry

i Research>Biology>Darklings>Webling 2 II:IQ tll:ll:lk El'ltﬂ:l‘

. Research>Aether Studies>Dark Aether=Light Portal

" 2 doomed entry

> THROUGH THE WHITE DOORS ,.
= == ~—m. Head back to Doomed Entry and shoot agon wa stes
. o crystals and beacons with the Light

Bh“m to crehi te an;rg;;auersians,

your logbook. The Energized Crystal “ hlﬂEtﬂl’EgE station

will destroy any dark enemy that - OH, NOI ME TROIDS!

wanders into its field. If you're low on
Light Beam ammo, shoot the
Bladepods with the Dark Beam to
make them cough up the precious
stuff. Afterward, head through the
dark door to Double Path.

g’::- logbook entries

;| Research>Luminoth Technology>Light Crystals>Energized Crystal
"':k Research>Luminoth Technology>Light Beacons>Energized Beacon
"3 battleground
>IT'S A TRICK
T e S _:’_,r—ff‘-" " When you enter the e I
% e T " Battleground area, you'll & central mining station
N — v see a Dark Temple Key. As . THEIR OLWN LUE y TURNED RGRINS /
| . soonas you approach, it sl e e e :
LLlar | will disappear and you'll phd pe P e
T Py be swarmed by Warrior e v .
o Ing—your Light Beam will
f’.- » Tk = Ifake s:nrlt_v;wk lnfl:hem.
L @ - ter the fight, you'll get
L B the final Dark Tamplagiw.
o - § ? 3 L * | You'll need to scan the Ing
,-'" ] Ry . Webtrap over the door
A ‘1,‘\\& Sy o before the fight ends to
= [ﬂ e 4 R &R TN add it to your logbook.
o @\
F

' > logbook entry
& Research>Biology>Darklings=Ing Webtrap

> logbook entries

e
4" double path Research>Mechanisms>Vehicles>Pirate Skif
= TAKE THE LOW RORD Lore>Space Pirate Logs>Cycle 7>Log 71599 Two Hunters

Take the lower door through Doubla Path (the upper door is out of reach). Lore>Luminoth Lore>Keybearer Lore>Cadre 1>J-5tl’s Testament

Target and shoot the Darkling Tentacles with the Power Beam to make them

retract—you can’t destroy them. Double-jump over the toxic sludge to reach
the distant door. “ partal terminal

i HE

| > |logbook entry oz S W .

4 ] 2 Firate Aerotroopers m Mmind

;\ Creatures>Dark Aether=Ing>Darkling Tentacle vortal at the end r_l-‘ I[i--..: r-:',||:||1'|'|i -_-;-;JF I: it Ir,lllq .;-.-.:[":-.-.'1:.'::1_

8 ingcache 3 > logbook entry
= REFILL YOUR BMMO . Research>Aether Studies>Aether>Dark Portal

Inc Cache 3 contains an Amme Station, which will replenish your supply of
bombs, missiles and Dark and Light Ammo. Use it if you need it.

“ 32 nintendo player's guide
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dark agon wastes

0l juogmentor  Willdarkagontemple
> ELFIEI( IN TDDTH FlND ELFILLI_

> LF|5T CHANCE SFILDDN

" When you reach the Dark

| Agon Temple, walk into

| the light to place all three

| keys and unlock the tem-

| ple. After the cinema

| scene, jump down to the

. surface. The big boss bat-
| tle is about to begin.

Once you're in the Dark World, head for the Judgment Pit and use tha Saw
Station behind the dark door. If you are short of Light Beam Ammo or missiles,
resupply now.

i, dark agon. tamplc amothis

The guardian of Dark Agon Temple is a huge sandworm called Amorbis. The battle is tough. but the fact that the beast
spews energy pickups when it's hit will make it easier. Try to stad inside the range of a Light Crustal to avoid being dam-
aged by the atmaosphere. If Amorbis covers the crustal with ooze, you'll have to wait several seconds for it to reactivate.

‘amorhis 1 £ S i<k
- Mllr you ;tfﬂmﬁmmhs
@ few times, it will latch
on to the ré in the
middle of the temple and
- transform. Bﬁarg:llm.hu
Light Beam and
warm right in the face to
| break off part of its
shell—it will then try to
suck you into its mouth.
Roll into Maorph Ball form
and enter the boss, then
{ t bombs to damage it.
you do, it will leave
. the sphere and the battle
will begin anew. You'll
- have to fight two worms
in the second round and
three in the third, and
| they all become tougher
A m battle rn.:::.
you're
| tiple worms, Ihwﬁﬂ
. sometimes join forces

a3 #.mrhls wﬂI diwmdnr
" ground when the battle
| starts. Keep an eye on the

;. and fire an e beam
| at you. I.Iulhmi%ph_ Ball

10 sea the beam coming
and roll out of the way.

. radar 1o see where the = N : You can also double-jump
{ M!IIW“MI#MM | e | over the beams as they
it is going to su ace near | — come toward you.
your position, the ot ittt e TR
Cutmh; whlll nmhlav—k {
toutof g \
B As soon s Amossie. | | > Iogbook entries |

leaps into view, start fir- Creatures>Dark Aether>Guardians>Amorbis>Amorbis 1

ing away with missiles or | : . ; |
' the Light Baam. Several ! Gru_w:lluk Aether>Guardians>Amorbis>Amaorhis 2 )

hits will get you to the
next stage of the battle.
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>agon temple

You've stolen the energy from Dark Rether, no doubt infuriating thousands of dirty
Ing. But the job isn't done until the energy is safely ensconced in the Agon Energy
Controller, so get hopping. The Luminoth can't wait forever!

dark agon wastes

agon energy contraller

When you enter Agon Energy Controller, you'll witness a cut
scene in which you restore the power and please U-Mos
greatly. [At least we think he's pleased—LU-Mos holds his
emotions pretty close to the vest.) After you perform the
good deed, hightail it back to the Main Energy Contraller ta
receive your next mission.

"42' dark agon energy controller
= PURE ENERGY

. — _,_E{ we—m— » After you defeat Amorbis and acquire
2 g == . the Dark Suit, a platform will rise in
—5- ., W o front of the door to Dark Agon

i }:\ Generator. Enter the room beyond and

_— e e— use the Bomb Slot to reach the gener-
3 f e Tk — ator, then take the energy. Head back
-, - I to the Portal Site, but watch out for
L MLt T eh ¢ Warrior Ing in the Dark Agon Temple
Jrﬂf* o \ and Judgment Pit.
ST e

-F"""""‘\ 9 .-vf""'.-n..h‘

18 portal site _ -
> DEFEAT THE PIRATES AND ENTER THE PORTAL

i =07 Inthe Portal Site, you will
¥ o ! encounter Dark Pirate

Troopers that are
stronger than their Light
World cousins. If you can,
lure them into range of a
Light Crystal, then hit it
with the Light Beam to
disintegrate all three
pirates in one blow. When

| you're ready, head into
the portal and return to
the Light World.

1
=
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metroid prime 2 echoes

>torvus temple

When you think of a bog, you might imagine friendly alligators cavorting in the sunshine,
trading warm hellos with the locals. Well, that's not what bogs are like at all. Load up the
Arm Cannon and get ready to blast anything that moves. :

-
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weapon systems>charge combos
] L
>SUpeEr missile

Anything with the word Super in front of it has to be good—especially if the second
word Is Missile. To get the uparade. you'll need to trek through a swampy mess of
rain. sludge and angry wildlife. Good thing Samus knows no fear,

agon wastes = R
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sky temple grounds

=) one-way portal to templs grounds

main energy controller

ed
wvia the e

> logbook entry
Creatures>Aether>Mechanoids>Small>Harmony Class Drone

@ temple grounds

3 meeting grounds :

> |ogbhook entry
Lore>Luminoth Lore>History>Dark Age>Age of Anxiety

hall-of eyes

In 1 i talwith the Dark Be
detour int p on Light Beam Amm

MY EIRULAY VA I MR ZE =W

4

>super missile |

dark torvus bog

sky temple grounds

U5 abandoned base
> NEEDALIFT?

] == sas - The Corrupted Sentreyes
o 151 will fire lasers randomly
||]'| until you shut them down
with the Power Beam.
When you reach the end of
the path, roll into Morph
Ball form and ride the pis-
ton, then activate the four
Bomb Slots. Bomb the
first slot on your right as
{ + you hop up to the area,

q : then drop to the floor, ride

i the other piston and roll
as far as you can before
bombing the three remain-
ing slots.

"-\-\_-H--.-T‘._"_:- .-'.'___,._,_,-
g0 == — Y
LY

£
T
: @ |
R e - i 8 i
- v % *\ ¥ K
AN T 3 2 i

e, S F - .

While you're riding the gondola, the Contral Stick will move only your arm—
not your body. Use it to take out the swarms of Nightbarbs that dive-bomb
wi:u, then leap off the gondola and toward the portal when you reach the end
of the line.

LTy == e

i

> |logbook entry
Creatures>Dark Aether>Darklings>Darkling Mechanoids>Corrupted Sentreye
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It's a good thing your new Dark Suit is rustproof, or Torvus
6 path of eyes Bog would slow you down considerably. Watch out for the
- BLOCK AND WALK local fauna—the lack of sunshine has made them cranku.

& temple grounds 9 torvus lagoon

reen doo —-n_lumtull n
auper Missiles and the G

Toruos 8og

- SER HUNT

Missiles are good for
the right of Shredde u can often
the Path of Eyes exi hit multi switha
Roll through it until single pr
e Ll|m|r~|:r!hLDn: &a
the red door, then drop

Crystali 5 into the water and go
the crystal w Htruuqh Elu. dark d or. In
Light Beam, the bloc

...-|II maowe and r

the lift to Torvus Bog.

> |logbook entry > |logbook entries
Lare>Luminoth Lore>History>Dark Age>The World Warped Lore>Luminoth Lore>Keybearer Lore>Cadre 1>5-Dly's Testament

Creatures>Aether=Flying>Large Flyers>Shredder
Creatures>Aether>Aquatic>Small Aquatic>Hydlings

@, torvus bog
_ 10 great bridge

> FI KY SHRIEKERS
71 transport to temple grounds e

- = Until you get
> logbook entry | 2 I 0 appear and hit them witha

Research>Biology>Plantforms>Torvus Bearerpod 3 il Dark Beam shot, orignore them

r and head for the red doer in
the corner of the room

8 temple transport access

> |ogbook entry

Research>Biology>Plantforms:Torvus Hanging Pod :
> |ogbook entries

Creatures>Aether>Flying>Large Flyers>Shrieker
Research>Luminoth Technology=Utility Crystals>Sentinel Crystal




>super missile

11 torvus lagoon

OPEN THE PATH

dark torvus bog

If you follow the path beyond the Great

Brldqﬂsnuﬁ le do u'll appear on 13 dark fl:lrgl:lttEI'l bridge
the other side of agate : > A BRIDGE OVER POISONED WUATERS

2y= e = o
D-)r-r r:m the other i Y- ,

: > o |

: \ . _ '..

) o
12 forgotten bridge S o B = \\ TR
e STl e

H—]EHI HLERS THROW DOWMN
- Once you're in the Dark World, cross the bridge again and drop a bomb into the
now-active Bomb Slot. Doing so will rotate the bridge in both worlds and let
you access a new door. But there’s still the matter of getting home . .. fall to
the lower level (watch the purple water!) and wait for the Dark Phlogus to
show its mouth. When it does, shoot the monster to flip it over, then use it as
a stepping-stone to reach a lpalr of tall, mushroomlike platforms. Leap up the
‘shrooms to reach the portal and return to the Light World.

7{" > |ogbook entries

| Research>Biology>Ing Storage>Ingsphere Cache
. Creatures>Dark Aether>Darklings>Darkling Aquatic>Dark Phlagus
" Research>Luminoth Technology=Utility Crystals>Dark Sentinel Crystal

them, so charged
your best bet. Focus o
l:|r|||_=

When the bea
r|rn|'_|:|:H:I mh H

the room’s evil twin

&
> |ogbook entries

Creatures>Aether>Ground>Predators>Grenchler
| Research>Biology>Plantforms>Bloatsac

' > logbook entry

f Creatures>Dark Aether>Darklings>Darkling 01 fworld»Dark Pirate Commanda
. 1
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15 abandoned worksite .

= ANGER BOTANISTS THE WOARLD OVER

There is a Sporb mount-

hu'l u1|‘tr| then,
it's mvulnerable,

To reach the end of l:Iw

room, you'll need to use
Eul'uh-..lun p. Drop a
b next !nthcrm:l

ontraol Stick
When
f

L» torvus temple: super missile

Oh, the sweet Super Missile. The weapon launches five
missiles at the same time. creating a fiery streak of
destruction that takes down andthing stupid enough ta get
in the way. Naturally, the Space Pirates want to protect

such a powerful weapon. Wipe them out

first wave

As you run to the Super
Missile, Space Pirates
will appear on the
scene and mess up
your happy reunion.
The first wave con-
sists of a Trooper and
two Aerotroopers. Use
a charged Dark Beam
on the Trooper, and
missiles on the air-
borne fellows.

> |ogbook entry
Creatures>Aether=Ground>Predators>Sporh

16 great bridge

= CANNON FODDER

-ﬁ.L.t:"ﬂ!E‘ the dormant
rh Cannon at
of th Graat

s hF Cannon

bridge, thenc
enter the door. If you

drepeat
the cannon tnck.

.

The second wave con-
sists of multiple angry
Troopers. The charged
Dark Beam is effective,
but the charged Light
Beam has benefits,
too—such as setling
your enemies on fire.
Once all are dis-
patched, grab the
Super Missile and ride
the elevator to the top
of the room.



b . 4" !
3 2@:5,5 ,@ L@ . L

morph ball systems>morph balls

>boost ball

Tired of slowpoking it around Rether? Wish you could travel in speedy style? \
LWell, we've got the solution—a Boost Balll LWith the upgrade in place, you'll also be
able to take half-pipes like a skater pro.

torvus bog

dark torvus bog

Tl ' {2 el P D D LI DG P DL
¢ ,‘Qh ‘4
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@, torvus bog '
1 torvus energy controller

> A MESSRAGE FROM BEYOND

After youattain the Super
that leads to Controller Access, then blow it open with a Super M 1
Bomb Slot inside and enter Torvus Energy Controller. Scan the hologram and listen
to A-Vioq to earn the power to translate emerald Luminoth doors,

|2 Upgrade, ride the eleva i

> logbook entry
Lore>Luminoth Lore>Conflict=First Phase>Dark Aether

2 great bridge
> PLAN YOUR NEXT MOVE
: Bpiurpyuumhwnm.l'l )

the emerald door on the
ledge. Behind the door is
the Map Station for
Torvus Bog, which
should prove quite handy,

3 torvus temple

EID!_LIN AND THF”:”.J':H

Head back to Torvus TFmp ea

the Ilulugram in thy

to unlo elevator F'ldr*l'l dow
scan th ald door and follow the
pathto Xt area.

4 underground tunnel
- UNDERGROUND FALLS

Sl —

Grab the Missile Expansion under the
grat&.ﬂ the entrance to the

mies as yo

'g"aurl‘al"hrl' 13l opening,
roll under it with the Morph Ball

> |logbook entry
Lore>Luminoth Lore>Conflict>First Phase>0ur War Begins

5  torvus grove
> SAMUS VS. COMMANDOS

pose—to hunt down §
bad boys are iny

the center of the
ful explosion Whe

drop—move on.

' > lngbook entry

Creatures> Offworld> Pirates> Pirate Commanda

B meditation vista
= INTO THE DRREK

Scan the portal at the edge of
When you get the Screw Att

ditation Vista, then stepinto the Dark World,
k, return to the vista to claim an Energy Tank




e e

~ dark torvus bog

= NIGHT OF TH

E HUNTERS

> logbook entry e B IS
(SRR Dasvin ther=tug=Hantog g

| | >R FLOORNO MORE

| A sss . Follow the path through Dark
N 7 MI% Hlmlnﬂlnuf
r L3 outo

= mmmﬁm |mliu

- tunnel,

tlnch‘:“ﬂnn:mwuwi ar.

You'll have to Bomb-Jump up at

end of the line to continue.

P 7 [ Ar o
There are Hunter Ing in the Polluted Mire. The creatures phase in and out of

existence and are hard to hit. Your best bet is to lure them close to a crystal
or beacon, then shoot that with the Light Beam.

T T S e e i e i e o

.@‘“ dark torvus arena: boost guardian

Reclaiming the Boost Ball will necessitate a fight against

the speediest guardian of them all. It's a pretty difficult fight,
so go into it with full energu. You'll want at least four extra
Energy Tanks—the more the merrier. s

form. If the monster rams one of the
four pillars, an Ultra Energy Unit will
| out. There are four in all, and

| Il prove invaluable.

R e O S T Y S

> |logbook entry -
Creatures>Dark Ae Guardians>Boost Guardian
t =
Vo, O FUFT P FCEC P e R O P Be  BC R D T R IR I TR R T
4 LT 4
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>seeker missile launcher

You've probably been wondering what's behind all the purple doors you've seen in
your travels around Rether. Soon, you'll wonder no more—the Seeker Missile \
Launcher has all the answers. x

dark torvus bog

temple grounds

i‘)i nintendo, player's, guide |
EIRULV*VHIRDAZE.CUI ;



>seeker missile launcher ©

4 forgotten bridge

> ROUND AND ROUND SHE GOES

dark torvus bog

1 dark torvus arena
> SK8 OR DIE

[ == ess - On the way back from the Boost
Guardian battle, pick up the first Dark H
‘Q'l."'. ¥’ Temple Key, at the top of the half-pipe Y f Lideats
N at the end of Dark Torvus Arena. To
Lt reach it, hold B to build up speed, then
release B while pressing toward one
side of the pipe. As you roll up the
pipe, press and hold B to build speed,
then release it on your way down.
o After a couple of trips, you'll reach
the top of the pipe and the key. Use
X e— the pipe again to escape the room.

- LUHEEEEE!

" > logbook entry
E. Research>Mechanisms>Systems>Spinner

LIBE ro

3 agrove access

> |logbook entry
*  Creatures>Aether>Ground>Surface Prowlers>Krocuss

.‘

6 service access

=

o hall of honored dead: seeker missile launcher

The Seeker Missile Launcher allows unlock the launcher
you to fire five separate missiles at
five separate targets—or hit the same 2 L

target five times, if you prefer. The
Luminoth have kept the powerful
weapon in lockdown for a long while,
but it's time for you to release it and
take it home. To use the launcher,
press and hold the ¥ Button, then
move your Arm Cannon around until
you start locking on to targets. To hit
the same target multiple times. move
the cursor over it repeatedly.

You'll need to rotate the locks so they turn beige, and you want to work from the outside in. Use the
Spinners in the following order: purple, blue, yellow, red. Sometimes the inner ring will change colars
before the outer one. When that happens, keep spinning until the outermost ring changes. When you've
turned all the locks beige, you can walk into the middle of the room and take the Seeker Missile Launcher.

</ metroid prime 2 echoes 45
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wa movement systems

>gravity boost

Isaac Newton discovered gravity while sitting under an apple tree. You'll discover it
deep in the bowels of a water-filled tank guarded by a many-toothed monster, Seems
like Newtaon gat the better end of the deal.

B

ey

&ﬁ\ tﬁﬂdﬂ#iﬁg% g'Edi.uul :



=gravity boost

- UNLOCK. THE FIRST LOCK

@ temple grounds

Look for a depressionin the side wall,
then rollintait and drift up toa plat-

form. Jump to the main platform, then
1 hElll Df hEII"II'_'lI'Ed dEEd look for a 'I:I'I'I"lll bridge t1l:r.-;|1 le oa
3 3 scannable panel. Scanit to extenda
- SEEK THE EXIT platform abo and unbolt the first

' Toleave the hall, use the Seeker Missile of three locks. Then enter the tube in
Laun'..hr-r to target the five purple cir- . the middle of the room—it will take you
cles around the door, then | r back to the top, from where you'll need
missiles. If you don't hit gircles, o descend to the purple door on the
weait amoment for t a side of the new platform and grab
then try again. On the nearby Missile Expansion.

2 landing site
- FREE REFILLS

Detour to the Landing Site, then scan a fallen Luminoth and refill your weapons

and energy. Fire the Light Beam at the statue’s Dark Crystal to move it out—it

makes agreat step back up.

LR > |ogbook entries

> 10gbook entry Creatures>0ffworld>Pirates>Preed

Lore>Luminoth Lore>Keybearer Lore>Cadre 2>M-Dhe'’s Testament Creatures>Aether>Aquatic>Large Aguatic>Elogg

3 hive chamber R 6 = vy
. THE DARK MISSILE TROOPER _tl'E ning chamber

ElErDrc.hr.adlnqb o Torvus, detour into the first area you visited for a 0 - ROTRTE THE FLOOR
ssile Ex i ained by defeating the Dark Missile Troop '
g p es, and be sure to scan him! The second is behind a
sealed turh'lE.*l in Hive Chamber B. When you have both, return to the bog.

> logbook entry
Creatures>Dark Aether>Darklings>Darkling Of fworld>Dark Missile Trooper

4 underground transport

= FINDING THE LIFT
To start your trek back to the bog, use the ball-sized tunnel in service 5
g Site). Go back to the Torvus Temple and the elevato
en look for a Morph Ball tunned near a red patch of wall, Dropin
: » the Super Missile to blast the door open—you'll end u ulruaruﬂlr-mmr
akes yol to the Hydrodynamo Station.

% hydrodynamo station

>IN THE DEPTHS — n"n-u thuuqhtaruu whup 'I:IE'ar-
_ . T amus alre:

water and takr:

one of the mons

thenhit it in the m
you're ready, ! C
bottom of ttm FOom, | 3 3] rollinto the Spinner, align t
Watch out {ur the | red sections of floor and roll to the dark
Blo they're tough daor through the resulting tunnel.

> logbook entry
Lore>Luminoth Lore>Conflict>First Phase>Recovering Energy




> BGET TO THE OTHER SICE

Use the Morph Ball to get
through Transit Tunnel
East andinto the
Catacombs area. Drop
mm the water and walk

the bottomuntil

dagroup of plat-

that you can use 1o
jump to land. Once there,
hr-'.dd for the d

11 gathering hall

Drop into the water and

shoot the spi

forms from below

the Dark Beam to flip
1hr'|1 retu

side of the room. If you
drop a bombinit (and
hey, why wouldn't

Lok 5 -2 you?), it will opena gate
g path will lead : > ! that bl portal,
1,'1:|||har'l to the Hydro- b \ . Head f portal and
dynamo Station [ : shoot h the Dark
witch worlds

' > |ngbook entries

Lore>Luminoth Lore>Keybearer Lore>Cadre 1>G-5ch’s Testament
Lore>Luminoth Lore>Conflict=First Phase>The New Terror

" 8 hydrodunamo station

:-I JNLOCK. THE _JFL,lJNl_JllJI'_I’

r1|l: [IJIJr'ItII:I]f
rad back to th
> logbook entry

Lore>Luminath Lore>Conflict>First Phase>New Weapons

50 I,,-m.u.alm..nn!h. egdburste

the loghook.) Once you' n_ there, use
the Spinner to ling up the blue parts of
the floor, then roll to the light door and
head through

dark torvus bog

> |ogbook entry 12 crypt
Creatures>Aether>Aquatic>S$mall Aquatic>Bloggling > LASER LIGHT SHOW
35 EER ..‘

. > logbook entry
| Creatures>Aether>Ground>Surface Prowlers>Seedburster

10 transit tunnel west

CHANGE THE CURRENT

Take out the two Dark Pirate Commandos with either Super Missiles or a
charged Light Beam. When the coast is clear, |'un'|];I to the platform and use
the Spinner to move the laser, then head back to the Light World.



1

>gravity boost -

@&, torvus bog ' ! 14 hydrodunamo station
| >THED AT THE BOTTOM

=) : : B Scan the final panel in the

13 gathering hall oy -

. LAUNCHER POWER : men
: - amn pl

floor. Drop

reach anew area.

ic: Orb Cannon in the Light :

ey ! t point, then pass through | _m
wdynamo Station one last time. | hl_-ldl'ﬂ dgnamn. Ehaft
| -~ HEAD DOWN

| K cending unti ach the bottom of the shaft. If you're low on energy
or ammuo, blast a fev 5 torefill.

I
‘ > logbook entry

Creatures>Aether>Aquatic>Large Aquatic>Alpha Blogg

o main hydrochamber: alpha blogg

You've heard of a blog, but the Rlpha Bloga is much less user-friendly. It's most certainly not here to help you share your
thoughts with strangers the world over. The big fella is the first real test of your new Gravity Boost's mobility—as soon as
you leave the room where it's stored, you'll fight him.

get the gravity boost the alpha blogg battle

— el The Alpha Blogg fight

becomes easy with
practice, but it can be
pretty tricky the first
time around. Like regu-
lar Bloggs, the Alpha is
vulnerable only inits
maouth. Stay as far
from it as you can and
charge your Power
Beam. When it thrash-
es a couple of times
and then bolts toward
you, unleash a Super
Missile and sidestep
simultaneously.
Sometimes it will fire
sonic blasts—avoid
them, or you won't be
able to see or fire your
weapon for a moment.
If you're having trouble
hitting the boss with
the Super Missile
{which can be a chore
because of the slight
delay in firing), switch
to a charged Dark
Beam.

&

The Gravity Boost is in a small room at the very bottom of the Hydrodynamo
area. The new device will let you move eﬂnltlessh{ in water and float for a
time after a double jump—simply press and hold B (as long as you're in water).

metroid prime 2 echoes 49 |
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>grapple beam

Make like Tarzan and swing from point to point with the Grapple Beam, a nifty
attachment that makes you airborne. Once you're swinging free, you can even turn
around by moving the Contraol Stick—now that's handy,

torvus bog

dark torvus bog

50 nintendo player's guide
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>grapple beam 3

dark torvus bog
"6 dungeon

> E-HUMF-"‘T’ EHENEHLEHS

|T active

dark torvus bog

Dark Grenchlers move and act like
their Light World cousins, but they're
a bit harder to take down. You can
aven the odds by using charged Light
Beam attacks on their vulnerable
backsides. Once you blast the
chumps, make for Undertransit Two.

)
"8 undertemple access
= DRRK TEMPLE KEY

"‘"M:___._-_____‘..r-"" Once you're in the Dark
| O waas World, grab the Dark
—— g Temple Key, then turn
? '_ « = | @round and go back to the
5 as | Light World. It really is
¢ (| that simple—there’s noth-
ing else to see here.

> |ogbook entry
Creatures>Dark Aether>Darklings>Darkling Ground>Dark Grenchler

metroid prime 2 echoes Sl f
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The tube is filled mth

that can smash the mrnul
uimwutfurthuln out of
the way before you advance. If you're
feeling brave, try to clear them all

' with one swift Boost Ball run.

You'll need to use Bomb
Jumps to make it through
Undertransit One. Go
down to the bottom pipe
mlbndluft then use
mg:thuckto

t"I!zcrn isa luli'mlu
Expug:m hidden in the
top pipe. It’s at the far-
thest-left edge of the
tective barrier formed
the crystal.

You'll appear hnhnd a force field in the l:r'rpt Openit with the Dark Bnmand
blast the Dark Pirate Troopers, then jump around the room |start zlnyug.t'

mnﬂﬂmﬂmmhﬂmhuh1 platform on the left-hand s
retract, so time your jumps carefully.

= TWIST AND SHOUT

i ~ ess . Drop to the bottom of the room and
defeat mm:?_':'ﬂ'l‘h'mﬂ::

- an energiz rystal if possi
After that, use the Kinetic ﬂlpi:]

Cannon to launch yourself back to the

| top of the room. Drop down one level

| soyou're standing on top of a metal

| cage, then enter the cage and use the

| Bomb Slot to rotate it. n it stops

through the accessible
lnl; rnul for another boss battle.

.@. sacrrﬁcual chamber: grapple guardlan

Poar Grapple Guardian. All it wants to do is steal your
Grapple Beam and smash you into jelly, and you have to go
and shoot it in the back. Man, some hero you are.

H-glhul , the boss will
tmrthlmlumwhm

it
wlllru i
ilhu :llnlht ind
mnllhu two blue pillars—the
beam will usually attach to one of
~them and trap the boss, at which

m can get behind it and
Super Missile.

Dnumudhllsnlf.dnuummm:lmm::nlmﬂmﬂm

When the boss comes after you again, you can't use the pillar-tether trick.
sawliuqnud:l-ﬂmud tuvduuhhulmnﬂnf its tail.

> logbook Entru
Creatures>Dark umﬁmsm mﬂimpﬂn Gnrdun

'x__,,,_/'

=~

-52 nintendo_player's, guide
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e weapon systems>charge combos
>darkburst

Enough of this messing around with small guardians and wee monsters—it's
time to take down the king of Torvus Bog. Before you rush off to battle. however,
return to Agon Wastes and retrieve a great prize—the Darkburst.

dark torvus bog : dark agon wastes

/

15

SN -
YUY ETRULV-VATABASE.CUIN
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dark torvus bog

"1 sacrificial chamber 4 hydrodynamo station

> HERD FOR THE HILL TO THE TEMPLE
=~ ———- = After youstrap on the Grapple Beam,

: T climb the pile of rubble at the back of
=f- L= | the room and leap from it, over the
b &% | gap and toward the blue door. To use
} i f the beam, jump toward a grapple
\ \ | point and press the L Button. When

you swing toward another point,

release L, then hit it again once you're

:&\ S in range.

. torvus temple

ER AND YE SHALL FIND

) agon wastes

E. > |pgbook entry . 6  agon temple
BHCK

| Research>Mechanisms>Systems>Grapple Point GOING ¢ TO WHERE

2  undertemple shaft
> RETURN TO THE CRYPT

e _ﬁ/[?-‘?, . When you exit the tunnel,
= 7 &L
r""'"_l_

N By e turn to the right and look

for a grapple point. Use it
to swing to the nearby

LA platform, then go through
the door and head back to
| the Crypt.
ik
]
13
— \ e
W e i5Y
e

3 crypt

> BACK TO THE LIGHT WORLD

The portal back to the Light World is at the bottom of the room, and you can
use it at your leisure. If you encounter Space Pirates there, kill "em dead.

"

4
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>darkburst

10 dark transit station
» ROLL OUT =BUOST RWAY

@? mining station B

- MA. DRILLER

(- [T1] Use the Boost Ball when
= you enter the open tun-
nel—MNightbarbs and
| other flying creatures

will damage you other-
wise. When you reach

I fat e 1 the end of the line, fire
: b BN : N up the portal and step
: v . | back into the Light
: . - World.

%, mining station B: darkburst

The Darkburst Charge Combo is your reward for all the
trouble. The weapon allows you to fire a charged Dark
Beam shot that causes massive destruction. It takes five
missiles and 30 units of Dark Ammo each time you use it,
but it's well worth the price.

\g\/\ﬁ.\:-_;:_:_.,,ﬂ-r

§ i
il oy nam por
: - o .I T =~
> logbook entries Ty, 50 (8
1

Lore>Luminoth Lore>History>Golden Age>The Stellar Object

l%h Creatures>Aether>Ground>Surface Prowlers>Kralee | N.:}...g b
- ' ¥
39 4 #
dark agon wastes t |
9 trial grounds e | !r".'& ":\E“
> LIKE BREADCRUMBS. BUT DIFFERENT. - rﬁf \ \\l‘}.\ﬂ
S — Wait for the Nightbarbs to clear out, E., s f '

I
e = ; i Wl N e |¥|‘
.," W (== ", e then go through the crack in the wall | s A W\ ‘.!
: ' Lo=s  nexttoanother deceased Luminoth. m A b : \
L =055 Jump up to the ledge and follow the o o
: { trail of beacons by leaping from ledge
ER- i to ledge.

| B

) | ¥ _5 .
--"El -.,}.\\.\Lﬁn 1
i P *“""‘-I'a
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J L 4
>dark visor

Enough detours=it's time to clear out Torvus Bog once and for all. The Dark Visor
will help you on the rest of your journey, but you'll have to claim it from a boss—and it
won't surrender the item without a fight.

agon wastes

e

E.Gn"'f‘.*;“‘i‘}’.-?“‘#“f AYEToN 1




dark agon wastes

I-9 from agon wastes

& agon wastes :

1  mining station B

> HUMAMN CANMNONBALL

Station B. Roll back through the Mining Shaft and toward
amaze, but if you keep heading right, you'll find your way out,

2 transport center

- BACK TO THE BOG

H_E!'ﬁd back to To

. EERARE
10 = via the s

m—::.'ﬁ!l

fhm Nl MMM ™o = stwfi]

>dark visor

dark torvus bog

b0 (@) DARK VisOR

@, torvus bog

3  agreat bridge

>¥0U LIGHT UP MY DOOR

G e
T, T
NN e l,,_‘-"'_.'a

; ! —_— :

A

neath the bridge. The
locked until you defeat the Pirate
Commandos.

4  abandoned worksite
SLWINGING FOR EXPRNSIONS

Use the Grapp
Abandoned Worksite.
the Morph Ball tunnel, turn aro

hea k and the tunnel,
mowve to Forgotten Bridge,

to the middle of the bridge and jump to the le

_ _ inder the Spinner, From
eapright to the portal and use it to enter the Da

57



> RISE FROM YOUR GRAY

IG: 1 .|__ S A~
r-&-‘ T K

Go through the green door
at the end of the bridge,
then enter the Brooding
R Ground and fire the Light
/8% (A | Beam at the Liftvine
Crystal in the water.
Doing so will cause it to
rise out of the muck and
rovide a handy platform
or your travels.

> logbook entry
Research>Luminath Technology>Lift CrystalssLiftvine Crystal

e

Roll into the tunnel to
ur left, then use the

rru Q:Enm to nIE:: the
ina w& s
Drop, and take a detour
through the dark door to
grab a Missile Expansion
in Portal Chamber and a
| Beam Ammo Expansion in
- | Cache A—off the
.| Poisoned Bog. After that,
i head for the Dark
“ | Temple, stopping only to
use the Save Station
behind the red door,

> REFILLS Fll"-'il_E ON THE HOUSE

S __v ; 'I'ﬂﬂn'pu enter the bot-
ey f:';"‘;,-.'h-'?':-"-"" - tom of the Dark Torvus
h ! s 2 it Temple, avoid the red
L ,.{, FHrT e Eln area in the mid-
By T/ A . | 78 | dle at all costs. Enter the
T e two doors on the outer
Li T LR ey :-3&*" | edges—one holds an
‘ii e m-,..,,_}.{; Ammo Station that will
o o bkt e  replenish you supplies,
g ; - and the other contains an
[ : e Energy Tank. After
Fy " | stocking up, enter the
] : . red area and proceed to
P AR jw the boss battle.
¥k
\ L=}

.@.ﬁdark torvus temple: chykka

The Chukka Is a multipart boss battle that will require all of
your skill and cunning. There's also a number of things to
scan, so if you're trying to fill the logbook. be sure to get
everything. To begin the fight, you must free the boss from
its prison. Target the four spots that hold the cocoon in
place, and give each one a few shots with the Power Beam.
Then it's time to play exterminator.

—_——

Vinswaan B

:!1\3 . o .'I ::i.' ’ ? 2::_’.
x ~.':\-h = L

water. After taking
some damage, the larva
will occasionally

onto the platform

try to catch you with it's

I the face with multiple
Light Beam attacks.
| Don't much ul_nut

28 oiredo ArumasigsC




adult Chykka before ¥
ult a you
::uilmm‘uﬂ‘l.h crea-
ure is

Light MW won't work
very well. Lock on and

boss is stunned, use the
Gra Beam to

from island to is and
mmmm

usually ha ho
oy oo <pace i it

AT 0nod you'rs behind the
i I:hri a, tunalnmul
| htumhmatlu
| the it with
o a

won I'mntlm!u
l Iudmm after
, 50 start charg-
the Power Beam as

ing into
front
k of the

i look
| similar—if you keep
- locking on to the body
of the wings,
re aiming at the
: mmmmn
the problem, watch
. which way the bug
| turns when you stun it,
then grapple in the
- opposite tion.
Dnee you've blasted all
four weak points, you

| you'regr

portion of the
_rﬂ:. If you don't elimi-
~nate the Dark Chykka

on the first go-around
{and you

won't), you'll have to
shoot the wings again.

[ % %',
‘\

Y'Y ETRULD-VATABASE.CUM

can move on to the Dark

so from a
need to hit it with the
Power Beam. If you get
very close, however, you
can switch to the
guquhtBa-.

you'll blast them all, and

get Light Beam ammo in
the prnuu.
> Iugl:u:nk Entnes
Creatures>Dark Aether>Guardians> rk»ﬂwkh Larva
Creatures>Dark Aether>Darklings> ling Hnmn:rk Shredder
Creatures>Dark Ae

ther>Guardians>Chykka>Chykk
Creatures>Dark Aulhur:ﬁuldiaubl:hﬂ:mhrt 'Bhrltu
'Brulmn-lhrl hﬁunﬂuﬂﬁm:ﬂhﬂkﬂﬂh’f lings

tance, you'll

will devastate the
creature. When it releas-

lings, take them
ot wih theDorkburst—

iy
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restore power

>torvus temple

With the Chukka's reign of terror at an end, you can restore the energy from Torvus
Bog to the Light World Energy Controller. (Actually, it wasn't much of a reign of terror,

The thing was sleeping in 8 cocoon, after alll)
@, torvus bog

L 12 torvus energy controller

When you step into the Energy Controller, you'll see a cine-

dark torvus bog

"9 dark torvus temple
= THE DARK IS BELINOING

- &H"'""l-.ﬁ_ i J_.r"‘““'*""’/ | ma scene in which the power is restored and sunshine
LR AW E‘“-.---——-—- breaks through the dense clouds that covered Torvus Bog.
i | S ; With the weather cleared, return ta U-Mos for your next

: ' 3 assignment. Step lightly, bounty hunter. You're about to

, X ; 2 enter a world unlike any you've ever seen.
- @
e _- .- —

___,..-"-- = k ’ -""‘--\‘ .

Pick up your newest toy, the Dark Visor, and use it to find a series of invisible
floating platforms. Leap up them to reach the top of the room, and enter the
Dark Torvus Energy Controller. Fi

b

"0 dark torvus energy contraller
> STEHRL THE ENERGY

. \'\‘-n_.__"_:,_ﬂ"'ﬂ “* Stepinto the Ennrgr
N ot T r— e Controller and steal the
Lot 1 08 e e energy from Dark Aether.
=3 e et Once it's safely inside
your suit, head back to
Dark Forgotten Bridge,
disposing of foes along
the way. The new visor
will even let you see
those annoying Hunter Ing
and Dark Pirate Com-
- mandos. It's payback
| time!

i

o

"M dark forgotten bridge
= SUNSHINE ON YOUR DRRK SUIT

Use the portal in Dark Forgotten Bridge to access the Light World, then high-
tail it to the Torvus Energy Controller. Luminoth everywhere will applaud you
for your efforts, but unfortunately, they ran out of ticker tape.

: *%
n‘vi 60, nintendo player s guide
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metroid prime 2 echoes

>sanctuary temple

It might be called Sanctuary Temple, but don't expect a peaceful welcome. The temple is
home to an army of crazed robots who long ago turned against their Luminoth masters.
Grant them no mercy, for none will be granted to you.

BT T T TR R R S

S

.

VVYETRULD=-VATABASE.COM




SO L & ()
“*M";')-&!h; ’ '_“J‘i' - I
morph ball systems>morph balls

>spider ball

From the Gravity Boost to the Spider Ball, Samus Aran knows a thing or twao about
breaking the laws of physics. To claim the ball, however, she'll have to defeat a foe
that demands precision timing, lots of smarts and a little bit of luck.

\
torvus bog great temple
' 1

-
E

=
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>spider ball

ing hive S5
& b ;-._h'.r
S
e )
0: | .

(T | (N

1 path of roots 4 sacred bridge

- GRAPPLING FOR M . SACRED BRIDGE IS FALLING DOWN

o
' > logbook entry
Lore>Luminoth Lore>History>Dark Age>The Ing Attack

Yol rl:.n.h the GFMC
Lompound.

] A | s €
Head throt

near rhr' mid :II|:: of the path, o . L | > IHITLOWVILTO

. gFEEt tEanIE . : turre I_ ¢ ; _.-_. _hl-n,rrl*:uu:r*ﬂlr._r*l

> |logbook entries
Creatures>Aether>-Mechanoids>Stationary>Luminoth Turrel
3\ Lore=Luminoth Lore>Conflict>Second Phase>The Sky Temple
Open th
d the Save Station before continuing

'y metroid prime 2 echoes 63
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6 temple transport access

» HLL SHALL PRSS

@ sanctuary fortress 8 power junction
> WATCH OUT FOR THE OCTOPEDES

n:rdru,
ers. Blast the two turrets in yo

| > logbook entry
L Creatures>Aether>Mechanoids>Small>0ctopede

> logbook entry -

Creatures>Aether>Mechanoids>Small>Serenity Class Drone 9 reactor access
- LFID:{TE THE FIVE POINTS
7 sanctuary entrance

Sanctuary Fortress is an imposing sight for even the most
seasoned space adventurer. From the multiple Spider Ball
Tracks to the bizarre futuristic architecture, everything
about it speaks of danger and musterd. Too bad wou don't
have any time to gawk—the pirates are coming.

Dark Beam and wait for
the Rezbit to drop the
blue shield, then fire

' > logbook entry
L Creatures>Aether>Mechanoids>Small>Rezhit

10 reactor core
. FIGHT HEADFIRS
-‘H\-\- :::E?“"—l-_ —_—

L r3|] T

{;'..
L '-I“"‘"--....l__
-:r"'!":“'L"h._f

“Sanctuary Fortress

. —

runintoit ¥
lhr: Ilght 1o appear
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>spider ball

- i hall of combat mastery
'“"——-"""ffJ befo o1 i the . ERDWITH U

Ggmeeeme |,

r toclimb to the top.
toblast them nto obl

ing hive

E’} logbook entries

Creatures>Aether>Mechanoids>Large>0uad MB
Creatures=Aether-Mechanoids>Large>0oad CM

After you use the portal in the Hall of
Combat Mastery, find the elevator in
Central Hive East Transport and ride it
to the top floor. You'll battle some
Warrior Ing along the way. Take them
down with your weapon of choice.

Research>Biology>Ing Storage>Ingworm Cache

?gi::; logbook entry

% hive dynamo works
= SOARING THROUGH THE AIR

S ——

e You'll have a tough time

. grappling across the gap
until you eliminate the
Nightbarbs. You can blast
them all with the Power
Beam, but if you want to
earn some style points,
try the Seeker Hgssile.
Once you get across the
gap, turn around and use
the Echo Visor to find five
red circles, then blast
them with the Seeker
Missile to drop the barri-
er to the portal, which
you should use.

) HE, =esansnn
—_—

The Menigyro's
m. R

e ¥
|
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18 sanctuary temple

- DARK. QUARDS

- THE PERSON UMDER THE FLOOR

hl |'| e 5 it | of them ical menaces, cllnlh
rnﬂllrl‘u[r:d Lrlliactlznfhlzntrwr:j B Lo ) to the top of the scaffolding and use the
i e ) a 8 S N ". L F L 1 i L - 3
drop bombs to disable R = = EPC BRI
the Mechi Crea-

ar IlghT show
|'|"t be aruur'u:l :
Mechlops cai i > |pgbook entries
Wl car Creatures>Dark Aethers>Darklings>Darkling Mechanoids>Dark Quad MB

the entrance and 5
Vo r.m'l:fa rl;_-al annay- Craahrranl.'lark Aether>Darklings>Darkling Mechanoids>Dark Quad CM

ance,

' > logbook entries 19 sanctuary energy controller

> YAK, YAK, YRK

* Creatures>Aether>Mechanoids>Small>Diligence Class Drone .
J!'.rm fallen Luminoth w

| Creatures>Aether>Mechanoids>Small>-Mechlops

> logbook entry
Lore=Luminoth Lore>Conflict>Second Phase=Agon Falls

8 l'lc-hruj
nd. .
fo o 20 sanctuary temple
i - EIrIN'T LOOK DOWN

ou enter the

-..__ -

-ul]ﬂ i
Afterward, use the Bomb . 3 ——
walk on the B A Hﬁ, v —

main pI;'n fo i
nd head for the cobalt
am door. |r1,'|:|4

makeit toth
out fightin
YOU are to
you fall, yo
pretty t
Seeker M

leqs and drop them from
the platform, then run—
they self-destruct.

> |logbook entry
Creatures>Aether>Mechanoids>Large>Mekenabite

legs-first. If you

the head and th
legs, more heads wi "
appear. And no one
wants that.

then head
n the far
er
refurn trip).




=>spider ball J

525ndgnamu works: spider guardian

Scan the Spider Guardian before you enter the tunnel at the beginning of Dunamo Works—if you don't. you'll never get
another chance. The battle is more like a puzzle than a fight, and parts of it are very tricky. If you don't have full energy and

plenty of patience, come back after you've refilled both.

‘stage one TR RS

i sse  The only way to dam-
19— ety Lt mwslﬁzrmmm
is to make it run into
Seire R
50, you' todrop
bm::lh': next to the boss
_until it turns green,
then hurry to the near-
by Bomb Slot. (The
?idur Guardian has

different colors—

@ and green—
Lt will be
n::::] nnhr mnil: is
('] When you a
: bmhhiﬂulul.it:vﬁl
open a striped
that will allow the boss to run into the pylons. The real ﬁum- g your
bombs so they explode next to the boss, but giving yourself enough time to
escape the electrical field it generates. In the first stage, try di ing bombs
on the left-hand side of thu lower gap. If the boss hits a bomb, roll left and
use the Bomb Jump to climb up the left-hand platforms and escape the elec-
trical field. Drop hnulv'ils next to the boss—if you drop three, you'll
have to mul to gunmrntu another bomb for the j jump, during which time the
boss can attack. You can use the X Button to zoom in and out of the puzzle.
This isn't very important in stage one, but it's invaluable during the later
stages. Also note that each stage has a couple of decent places to wait and
drop bombs—experiment if wu’m having a tough time.

- stages two and three TSR
EEEERAE oy In ’tm lm use th
e e — i Bonst Bnl to get onto
e
en u YOUr perc
. and lay bombs as the
St :‘:’“mp; thuSpnd
L ter you hit er
i Guardian, use the brief
pause to build up speed

on the half-pipe and

| reach the uP'P:-Iaft
platform. If the boss
“| turns , roll to the
" ° Bomb Slot. If not,
repeat the process.

- Instage three, geton
. the top platform and
P02 wait on the left-hand
/= side of the gap. When
~. &5 thebosse ches,
w21 drop straight down and
im lay s, then start
- : building speed on the
half-pipe and return to

2] | the top platform. If the
- N boss turns green, roll
% . down to the Bomb Slot.

« & While on the top plat-
T | form, roll to the far-left
FZonr edge to escape the

_/ boss’s electrical field.

L

CVYETRULV-VATABASE.CUI

DE EnEEEEE

. There are three Bomb
Slots in stage four. Go
! to the bottom and wait
. to the right of the gap
between the middle set
of platforms, then drop
bombs for the boss and
jump back to the left-
hand platform directly
} alnm wu. {Il wu slay
middle of the
aifurm the ene
ield won't hurt you.
From that position, you
can keep dro Ip
down to the lower pht-
form and layi

: Whnnthbms'lunu&mm mhiothlnmrﬂmhﬁhtmﬂﬂmu h—

wait until the Spider Guardian is on the right-hand side of the screen! If it's on
the left, it will hit the panel and you'll have to start over. Use the same strate-
ggw the second and third pylons, dropping bombs in slots from the top down.
‘t wait 1o see if the boss turns green before you start toward the
upper slots. You don't have a lot of time to reach each one, and the extra few
seconds you'll gain from a head start outweigh the inconvenience of having to
drop down a level and try The Boost Ball is u;:lpli_nntm in this part of
the fight—you can use it to boost through the boss while it’s stunned, and it
will also let you II':'!I across small gaps and save precious seconds. In many
ways, the § vardian is the t est boss in the game, so don't worry if
it takes you a cnuph of tries to get the hang of the battle. If you keep failing
on the last stage, an extra Energy Tank might help. Be sure to collect all the
lms you can before the ﬂghl begins, even il it means backtracking out of
the fortress.

> logbook entry
Creatures>Dark Aether>Guardians>3Sub Guardians>Spider Guardian

metroid prime 2 echoes 57]
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Ty morph ball systems>bomb systems

>power bomb

Now you're playing with power! The Power Bomb is the biggest, baddest bomb in
your arsenal. It's capable of decimating security gates, rock piles and large enemies
in a single, blinding flash.

68 nintendo player's guide ;
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=>power bomb

@& sanctuary fortress ' .3 temnle access

B il .Cl.lll:l-'rdg,h-'dt.rlql:lm
. 1 duynamo works _
» FLEE THE LAIR ; hnrangr-
i les around

(s g LLLLE0 th-.-m El|-:h|: th

C Il:ar the wall.

f}f,%w)ﬁ.cﬁ\ =

!-bﬂ“l- R LY "4“““ P [

o i 4

X i W 4 EALR ] { -NIIH . I
B W*ﬁ%ﬁf— -' ﬁ-ﬁf-..--..q

biue or br
nd climb the wall via the Spider Ball to avoid
der Ball . that leads to adoor, and scan
iminoth body. Then go through the door and take Central Area Transport

East down to the 1|r§H|:qu

' > logbook entries

| Research>Mechanisms>Systems>Spider Ball Track
. Lore>Luminoth Lore>Keybearer Lore>Cadre 2:C-Reh's Testament

DER BALL TRAC AS SHORTCUTS
-F._:-:p.;lns-.un Use the blue Spider Ball
1’.[. :III-I p
" . R ugq_l:nlnuf the

Lu mmmh_LDrr_ first. Pick
upal"u1 ile Ew.:n-:l-.. in

SAMUS THE SPIDER

" > |ogbook entry
Lore=Luminoth Lore>Conflict>5Second Phase>The Final Crusade

A
e S

for amoment and return to Torvus Bog.

metroid prime 2 echoes 55
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“r

ehind you, then
1 the end of

Boost Ball andr track on the othe

.f"“""h-;._

B 9 main hydrochamber

> POTENT PORTRBLES

d
ck

_undertemple: power bomb guardian

To get your Power Bombs back. you'll need to take down a big plant at the top of a column. You won't be able to damage
this boss by direct means (just like the Spider Guardian}—you'll need to call upon the power of poor construction to assist

in the deed.
E"I EEEEEEEN ..‘
r C -
' '.‘E.':n'-!: '
! " . . =
‘ I pe 3
_‘\." N
_l-"
; e | A— =] iy .
Power Bomb GYardian Wl
& 93 *EER |
Ak ] :1'1 ) (e L
i e # &

To destroy the boss, you must activate four Bomb Slots. To start, zoom along
the Spider Ball Track that leads up the wall. The rest of the tracks are in
ieces. Use bombs to reach tracks above you, and quickly release the R
utton then press it again to reach the track below you. This quick sequence
will let you drop off the track and attach to another one.

L

" 4
S 70 nintendo plauer's guide

save the easiest for last

e (11} 1| e (11}

The boss begins firing more Power Bombs as the end of the battle nears, so
start with the slots to the far-left and far-right sides, and work your way in.
The Inglets will cause problems for you as well, but they're vulnerable to the
boss’s attacks. If you run low on energy, shoot or boost through the Inglets on
the ground for iclcufps. Once the boss is defeated, head back up the Spider
Ball Track and look for a piece that leads to the very top of the room. Follow
that and drop onto the ledge to get the Power Bombs, then use them on the
yellow blast shield at the end of the line to clear the exit.

i
> |ogbook entry
Creatures>Dark Aether>Guardians>Sub Guardians>Power Bomb Guardian
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E, \—Q&&/h !:!‘.‘.',1. m \ _ _ >sunburst l

weapon systems>charge combos

>sunburst

The Sunburst Charge Combo is an incredibly powerful weapon that could elimi-
. nate scores of people and even small towns if it were to fall into the wrong hands.
L Good thing Samus gets it.

dark torvus bog skl temple grounds

i
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i
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dark torvus bog
W crupt

> THE LONG WRAY

Head back to
Undertemple Shaft and
save your game, then
head to the Crypt and use
the portal there to enter
the Light World. There's a
closer portal, but the far-
ther one will give you an
extra Missile Expansion.
¢ Now that's worth going
out of your way for!

%, _grand windchamber: sunburst

'-__ }." “.J: -_,l_..._

The Sunburst might have a pleasant-
sounding name, but dont be fooled—this
baby is not all sunshine and lollipops. It
consumes 30 Light Beam ammao units
and five missiles, and the resulting fire
will decimate anuthing standing in the
way. It's a fairly slow weapon, so use it
on an enemy that’s going to stay in one
place for a little bit. And. above all, have
fun with it.

"4 grand windchamber

- - J

sky temple grounds

"5  ing windchamber

> TWICE THE LOCKS EQUALS TLWICE THE FUN

;;;'! p— The contraption in the

. - | middle of Ing
Windchamber contains

| four locks, each with two
| color settings. Use the
corresponding Spinners
to rotate the ?iacns 50
that they're all highlight-
ad the same color. (You
can travel from one
Spinner to the next via
the Kinetic Orb Cannons.)

b ——

Once all four locks are
lined up, shoot them with
the Seeker Missile
Launcher. Repeat the
process, highlighting the
color you didn't use the
first time, then use your
Seeker Missile Launcher
again. When the locks
drop off, you'll have
access to four new grap-
¢ le ﬁ:inls in the Light

rid.

g sasssssss

— T

Once you've blasted both sets, return to the Light World and grapple to the outside platform. Use the can-
non to reach the middle of the room.

rwin+Er~!f{c, r1'|l1.| .u--rff; '-_]"i-l.'.'l—
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=echo visor

&

visars

>echo visor

} You'll enter a new sound spectacular with the Echao Visor—a face shield that
allows you to see the world through a bat’'s eyes. The only hitch is a garumpy gal
named Dark Samus . .. but you can handle her. Can't you?

temple grounds sanctuary fortress

VY EIRULU-VATHBASE.CUN

STEEE.
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@, temple grounds ' .4 hall of combat mastery

You need to move
-1 gfmc compound 9_ — d : through the hall to reach

. LUHAT AN ODD PLACE FOR A MISSILE i LI | : “ GRS sl et
i 3 . . = g ast, ested
Power-Bomb the door and return to Sanctuary Fort an- et i i M : y with Ingsmashers. If you
sion on top of the ship with some effort, but it’s easier wi ck. : TR AWS don't feel like fightin
- - | : .-'I
|

sanctuary fortress = ‘ AN oo
: # the room. When you

s . reach the lift, takeit to
2 sanctuary entrance . 2 s o [
- CROSS THE RUINED BRIDGE o, e | L

Hop to the Spider Ball Track on the right-hand side of the door, thenuseit toroll
across the gap wi the bridge used to be. Get the Power Bomb Expansion there
if you're feeling frisky—check the Expansions section for more info.

> logbook entries

Lore>Luminoth Lore>Conflict>Final Phasex>Twilight
Lore>Luminoth Lore>Keybearer Lore>Cadre 2>5-Jrs’s Testament

Power Bon

§ o 4. P camisters toreveala
3  reactor access ; YT ® = Bomb Slot. Activate the

> sMRSHING THE SMASHER i s iy \ slot and line up the col-

nd ring of the
o freeze inplace.

masher comes tolife,

ile. Whenit
brings up a colore hit the crea-
ture with the opposite- 2
disrupt it. If you u

! o ong the outer ring, then look for a Spider Ball

onds, ther aPa 1 ed over on the inner ring. Crawl up the track and boost of f the
Bomb—the e xplosion wi &
vaporize the creature.

r Inside the Checkpoint Stati a pla i
> logbook entry Pirate Trooper ' ue paper. Stock up on supplies from the boxes

Creatures>Aether>Meachanoids>Large>Ingsmasher | andget ready to fight your ner e

L 74 : :
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®, aerie: dark samus
Caf -

Dark Samus has a few new tricks, and she's just as
speedy as ever, making it very difficult for you to use either
the Power Bombs or the Sunburst. Stick with more-tradi-
tional, faster weapons to get the drop on her. Keep moving
at all times—a target in motion is harder to hit.

t “:"" Morph Ball
urns into a
+and rockets around the
- room, you can hit her
with a charged Light
b
stay o
pi ity
St et
another t
Beamor a
i st time
&y tostrike is just before

- orafter she initiates an

Creatures>0ffworld>Dark Samus>Dark Samus 2

ey Iy o e

YOYEIRULU-VAT ABASE.CUN

>echo visor

L\ oL inthe Light World. The device allows
% you to see things in terms of sound,

< 1o turn the elevator on, then exit.

The Echo Visor is waiting for you back

and comes in very handy when trying
to track down unseen bugaboos.
Switch it on and use it to identify the
devices that are blocking your exit.
Shoot each one with the Beam

metroid prime 2 echoes 75]
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movement systems

>screw attack

From time to time, the life of a bounty hunter takes an unexpectedly enjoyable turn.
We proudly introduce you to the Screw Rttack—the move that's just as much fun as
the name implies.

sanctuary fortress e ing hive

{®)) SANCTUARY TEMPLE KEY |

The Transit Station has a group of
one-way portals that connect the
and Dark Worlds. Start with
out B and work your way
lhrnun

—

7‘5 niptendo. player's, gui !
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>screw attack P

&, sanctuary fortress ' ing hive

"1 checkpoint station "4 hive portal chamber

LI:II:HTE ANOTHER SIGNAL > BATTLE THE DARK INGSMASHER
b = ™| " o -

ing hive
72" culling chamber — A x"w k
| / va@jess There are two reasons to
e enter the Dark World at

= ONE KEY DOLWN, TWO TO GO e B8 ===

H:l.ll-tll L] searesses L l.hlt

e
“?‘\.—.\.'::"" i

this point. The first is to
add the Dark Ingsmasher
to your logbook, and the
second is to find a Power
Bomb Expansion. Dispose
of the creature, then use
multiple partals, tunnels
and Spider Ball Tracks to
make your way to the far
end of the puzzle.

o
A

Look for a red Spider Ball Track in Culling Chamber, then use it to roll into the

glass-enclosed area, which holds a Dark Temple Key. Drop a bomb on the

obstruction, then roll on through and get the key. When you emerge, head

back to the Light World. > lo gI:IDDk Entr'ﬂ

Creatures>Dark Aether>Darklings>Darkling Mechanoids>Dark Ingsmasher

& sanctuary fortress
- tran5]t Etatinn
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. 6 main research

- HELLO-0-07 ECHO-0-0

@ sanctuary fortress

8 main research

- DEFERT THE CARETAKER CLASS DRONE

Usi 2 Echo Vis ; inateit tofree
up th up to ch Station

10 | watch station

' > logbook entries

g Creatures>Aether>Mechanoids>Stationary>Caretaker Class Drone
r Lore>Luminoth Lore>Conflict>Second Phase>Torvus Falls

S

ing hive

1 staging area
= RAISE THE FLOOR

Take down the Hunter Ing,
then use the Eche Visor to
disable the beacons
around the room. When all
are down, a door will
lower to reveal a panel.
Scan the panel, then jump
to the bottom of the room
and enter the portal

there.

e ene
AT TN d
LS

b ek
i o A

S

Nihs= =

> |logbook entry
Lore>Luminoth Lore>Conflict>Final Phase>Sanctuary Falls

™
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L
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ing hive

1N judgment drop
= SWING, SWING, SWING

? Bﬁmbll‘g the slot in the
Watch Station wall let you
access a portal. Go
:hmu?h it and enter
3 Aerial Training Site, then
<S5 take out the Dark Pirate
| Commandos and haad
through the nearby blue
door. %Iaﬂ all the Dark
Preeds before you
attempt to grapple
acmss the gap, then
ln% away and use the
al on the other side.

@ sanctuary fortress

ULT PORTAL

ing hive

"13  vault attack portal
> GRAPPLE ACROSS

Swing all the way across
the gap, then turn around
and scan the Dark War
Wasp. It's a rare creature,
and this is by far the easi-
est place to locate it.
After the logbook entry is
made, go through the por-
tal and back to the friend-
lier confines of the Vault.

> Logbook Entry
Creatures>Dark Aether>Darklings>Darkling Flyers>Dark War Wasp

5 e Nk VMM o s

=>screw attack j

& _vault: screw attack

There's no boss guarding the Screw Attack—just five
Fezbits. Keep your Dark Beam charged at all times; one
hit from it, followed by a missile, will eliminate the pesky
ENEMIES.

" round and round

. There are platforms at the four cor-
t ners of the Vault, and each one holds
n p— a Spinner. Leap from platform to plat-
“ptias | form, using the S nners to lock four
§ lasers in place. (They should all point

. il b J /7 atthe center of the room if you do it
Sime e HlU=s=l | correctly] With that done, head back
Yo MR to the portal and ?n through it. Are
el B you tired of portals yet? Of course

not. Portals are fun,

e/u@|eee

HHEW

back and forth

Grapple back across the gap and enter the other mrlal. If you ignored our
sage advice last time, scan the Dark War Wasps before you go.

the screw attack

ei@|ese

Return to the middle of
the room and activate
the Bomb Slot on the
bottom portion of the

'~ cage to gain access to
the Screw Attack. By

* double-jumping then
pressing the B Button a
third time, you can acti-
vate the attack and
leap as many as five
more times.

LIE bk
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Tt weapon systems>beam weapons

>annihilator beam .(‘\.

Feel like annihilating things? Then we have the beam weapon for you! The last and
greatest beam uses both Light and Dark Ammo. can track foes across a room, and 1

causes Ing to rush to their own deaths. Who knew annihilation was so entertaining? '*,‘

Y

e ——————— %

5anctuarg fortress ing hive

(1)) ANNIHILATOR BEAM |

B ot g s S Ul 1



=annihilator beam >

@, sanctuary fortress | 4 | central hive west transport
> WALL-JUMP TO THE TOP

1 grand abuss
- SCHEW-ATTRCK RCRO

Use the Screw Attack to Wall-Jump up the transport. Wall-Jumping is a little
tricky at first. Double-jump at the wall, then press B to leap to the other side.
Wait until you are touching the surface to press B.

1 > |ogbook entry

| Research>Mechanisms>Systems>Wall Jump Surface

"5 aerial training site
> YOU ARE THE KEYMASTER

Grab the Dark Temple Key,
then scan the panel and
lower the shield. Get over

! " L. — tothe portal and Wall-

B 15 | ..'-. Jump up to find a Missile

% fer=] -t v E:pansmn then charge
= . T & < { 'thn ortal and return to
; N e K e ;Fj ther’s Light World.

".- ‘h

ﬁ\{: {
. . g8 - Ry
ing hive N —

"3 staging area '
> FINDING YOUR WAY @ sanctuary fortress

X
;I;L\:]r 7] L

.-."'.- e

Jump onto the raised platform that rings the center cylinder, and leap to a
platform on the wall. Turn left and jump to another platform, then head
through the blue door.

N metroid prime 2 echoes 8l i
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b Use the portal in Dynamo
|| Works tﬂntnrlﬁw
Dynamo Works, then go

through the light door.
Defeat the Warrior Ing
waiting on the other side
% and open the Echo Door.

J Tj‘EJ r;:x

Junpmthelargurhmhamdﬂnlﬂiuﬂym{:hmhr,uﬂammwur
Spider Ball form to reach the top. At the end of the track, boost up to another
track, then boost across the circle to snag the last Dark Tamplnlzqn

> ATHLETIC BOOSTER
“ AR L

If you fall off the orb,

;:I:II:I “?i‘dh to Spd-arﬂall
] up. There are
I Thent G0 Ry

s B bnr{hcludim
., | Station), but the Darkling
=~ Tentacles make them

; t to reach. Don't

bo with the plat-

forms—instead, line your-

* self up with the room of
choice and boost your

' !-'f%.QlI!siiLbi'rlﬁaj TR

a .]_".

T ]

—% %>, The top door in Hive Gyro Chamber
" will lead you to an Ammo Station. Use
| it torestock, then go back to the
| chamber and boost to the red door _

you're for battle, go
ough the door that has red beams
of light on either side. Don't touch the
light—it will damage you.

‘fﬁ‘ hive temple: quadraxis

Hooo. boy. Quadraxis is hundreds of feet tall and armed to
the teeth with missiles, lasers and all kinds of diabolical
tricks. It's also incredibly well-armored and able to sustain
unbelievable amounts of damage. If that sounds like an unfair
fight, just remember—uyou're Samus RAran. With the Super
Missiles in one hand and the Boost Ball in the other, uou
stand a fighting chance. The key word, however, is "fighting”

Lﬂklhlhkm
~that is glowing blue.
Blast it with a pair of
&purmmnml:
d -u_thltrg:nr:‘nfhllh
agans
s spheres. Quadraxis will
. launch a variety of

Eﬁ\awﬂ?ﬁmﬁamw om |

. weapons, including
% - missiles, beams and a
' . ground quake, but you
can boost & from
most of them.
robot will 5 as
Huwo each knee
lhtlut
onafdrlrl hhrdlnl'ul.lh
simplify things early on,
ﬁimﬁupumm!
 ateach of the four
hwnbthnﬁ:qu-
E one—that
| ‘;: need 1o hit
each of the final three
. only once. Also look for
*"l red balls on the feet. If

Ball to roll under the

| feet and strike them

S e piﬂ::p:
spew

all over the place.




locking on and spinning out

- wu]ees - Quadraxis has alaser
33 —'—.'_l Srl e .I B targeting system that
S o y does a lot of damage. If
o B ‘f it locks on to you, three
rings will ap

+ ammdwu. n that
2 .-+ happens, use the Boost
cz==="t==.  Ball tobreak the lock.

Quadraxis also has a
spin attack. There's no
" surefire way to avoid it
unless you are at the
edge of the arena, in
which case you can fire
at the red spot that
appears between its
legs. If you're drawn

. toward the spin, try to
boost a it—the

: - _= force of the pull plus
- __,r S \\ % the boost can slingshot
ﬁ__ s e you around the boss and

MI I N out of danger.

‘d"c-r’r

Once the head separates,
use the Echo Visor to find
the antenna that emerges
from the body, then
destroy it with the Screw
Attack or a charged Light
Beam to stun the head.
While the head is
stunned, use the same
visor to find antennae on
it, and destroy them with
the Sunburst. Scan three

things during the fight—
the , the head and the
5 head.

VMYEIRKULY VH I HDHZE .U

destroy the final head

e —

> logbook entries

Creatures>Dark Aether>Guardians>Quadraxis>Quadraxis
Creatures>Dark Aether>Guardians>Quadraxis>Damaged Quadraxis
Creatures>Dark Aether>Guardians>Quadraxis>Shielded Head Module
Creatures>Dark AethersGuardians>Quadraxis>Stunned Head Module
Creatures>Dark Aether>Guardians>Quadraxis>Final Head Module

=annihilator beam j

. In the boss's final farm,

stun the head with Super
Missiles or the Sunburst,
then watch for a moment
to see which way it

= drifts. Boost to the next

leg it will pass, then
Spider-Ball to the top of
the leg and baost of

*_= when the head floats by.
=~ Antach to the head (keep
“-. pressing Rl, rollinto one

of the two holes and drop
a bomb. Perform the move
twice for victory.

metroid prime 2 echoes 83 E



>sanctuary temple

With the power of the Ing Hive in hand, it's time to return ta the Sanctuary Energy
Controller. But before wou do. you must complete one final task. It will be a little while yet
before your mission is truly accomplished.

sanctuary energy controller

e EP T o, _ The energy from all three temples has been returned! The
m hive energy controller fll forces of good have triumphed, and it's time to fly away in
> CLAIM WHAT'S YOURS your ship. But wait—not so fast, adventurer, Though the

i ; i Lumninath I '
Use the Spider Ball to climb to the top of the platform, then jump over to uminath are pleased with your progress. they want you to

the door that’s surrounded by small red squares. Enter the room beyond and visit the Sky Temple and finish the job
Errinrrﬂ a familiar ritual—take the power from the Dark Aether Energy
ontroller.

ing hive

"M temple security access

> GET BACK TO WHERE YOU ONCE BELONGED

Return to the middle of Hive Temple and pass through the only door other than | ., - ey TR B % i . -
the one you came through. Scan then boost through the Ingstorm and leave as | o B G URTMREL e T T = ety

uickly as possible—it can cause tremendous amounts of damage. Follow
the path until you reach the Aerial Training Site.

> |ogbook entry
Creatures>Dark Aether>Ing>Ingstorm

"2 aerial training site - ~.
= SUPER CRYSTRALS RND SUFER BEACOMS

Shoot your Annihilator Beam at a Light Crystal to make a Super Crystal,
and at a Light Beacon to make a Super Beacon. (You'll need to stand close
to your targets when you shoot to avoid tracking other enemies within
range instead.) You can scan both of your creations for your logbook, and
use them in the future to lure Ing to their deadly energy fields.

> |logbook entries

Research>Luminoth Technology>Light Crystals>Super Crystal
Research>Luminoth Technology>Light Beacons>Super Beacon

@, sanctuary fortress

t"e,
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m>§iE(gmtemple

Those crafty Ing. Not content with oozing around the ground like overgrown mud pud-

o8
=1l= :lﬁﬂgﬂ;#“ dles, they've taken residence inside a flying fortress. The Ing leaders have nowhere to
1626262020962 %; run—smoke ‘em out of their holes!

EIRULV-VAIABASE.CUII ’
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: <SS E
weapon systems>charge combos

>sonic boom

Yes, we know that you're itching to return to U-Mas and get a new assignment, but
roll with us—you'll be glad you did. Rfter all, it's not every day that you can improve on
o something as mean-sounding as the RAnnihilator Beam.

sanctuary fortress

|3+ = f= )

(@) sonic soom |

e — e s




>sonic boom y

@&. sanctuary fortress | dark agon wastes

"8 phazon site

> SCREW-ATTACK YOUR WAY TO VICTORY

- — AOL 2 shortcu
”:‘*-...___—::__—-""FT,. out of t (" e —"'TIA/
X . !Ili EnsmEEanE 1 LA L TH O ‘- h =

| "l‘-l “lll“u

158 Ca
% . ;E. il "}ﬂ
F b A .
| i
2 M ]
B 5 i |
'] 3 l-. L ] ll
7 1 10 4
ey
) 8
5 ~
Lial] R
il H:" H"'“'h-.,_ m——— _ﬁ
' > |ogbook entry LI —— 2
_i‘ Lore=Luminoth Lore>Conflict>Second Phase>Shattered Hope '\Z,I £ &

TTITITITL -.Elll-/

When you reach the Phazon Site, you'll find a swarm of Dark Tallon Metroids.
Hit them with a charged Light Beam shot followed by a missile. If they land on
you, drop a Power Bomb to blast the buggers into nothingness. When the
coast is clear, hop to the middle platform, then jump to the far door by using
the Screw Attack.

r|~t 5 BUSTERS ) oo 6~,‘ 14 i\
T—— '

> |ogbook entry
Creatures>Dark Aether-Darklings=>Darkling 0ffworld=Dark Tallon Metroid

@9, _ing cache 2: sonic boom

Sonic booms are earth-shattering sounds capable of
breaking glass and leaving entire towns staring at the sky
in wonder. Sounds fun. doesn't it?

= =i The Sonic Boom demands 30units of .~

Wil Light Ammo and Dark Ammo, plus five
L— missiles. Yeah, it's pricey, but the
e el ensuing explosion is powerful enough

to wipe out nearly anything. Try not to
use it around small children.

" > |logbook entry
" Lore>Luminoth Lore>Keybearer Lore>Cadre 1-B-5tl's Testament

v metroid prime 2 echoes 87
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armor

>light suit 1
even the most dangerous atmosphere without the slightest care, and give you the abili- m
ty to warp between the four main temples. s 2

Light up your life with a brand-new suit. The sharp threads will let you move through \

= 3 L

agon wastes




=>light suit ,,

dark agon wastes

"1 dark pasis
> BACK TO BASICS

After you add the Sonic Boom to your collection, head back to Dark Dasis and . ! and then the remaining
enter the portal that whisks you to the Light World. . " . rqrﬂl 5. 1f fe

> Logbook Entries

Research>Biology>Cocoons>Metroid Cocoon
Creatures>0ffworkd>Metroids>Infant Tallon Metroid

)] |I'Ij|.|.\1.rli!l| E-
mbly Site. Make for the

Main R 3| ons, then
[ure them o d5—or |.J~ T rur 1|n'L-J t m

ity _main energy controller: light suit

The Light Suit is the product of years of
research. It's the perfect marriage of Yo
Chozo and Luminaoth technology. The

suit allows you to enter poison water in

the Dark Waorld, as well as resist the

rusting affects of the Ingstorm. And let's - -
not farget the fact that it's a blinding
metallic color and just looks really

freaking cool Now that you have it, it's :
time to take everuthing you've ever J
wanted from Rether.

O metroid prime 2 echoes 89
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>temple grounds

U-Mos has bestowed you with a mighty gift, but like all good things, it comes at a
price—in this case. you must promise to rid the world of Ing once and for all. Of
course, you could take the gift and book, but that wouldnt be very sporting.

temple grounds

sky temple grounds

SKY TEMPLE KEY

SKY TEMPLE KEY |

SKY TEMPLE KEY |

‘ ,%anmw.n'r*umw&iiu...



@&, temple grounds |

- hall uf Eues

sky temple grounds

W2 base access

> MORE MISSILES

Drop off the ledge and blast open the green door, then walk until you find a
large structure with a door in it. Use the Dark Visor and the Seeker Missile to
open the door and get a Missile Expansion, then head for Shrine Access.

"8 shrine access

= LASER NO MORE

Roll through the tunnel, using the Bomb Jump as necessary to clear obsta-
cles. On the other end, blast the Corrupted Sentreyes with the Power Beam
to stun them, then go through the purple door.

"4 skutemple gateway
> HOUSE OF HEROES

v 't g T Eet . l_.
il

Sky Temple Gateway is your portal to the stars. To use it, you must find nine
Sky Temple Keys that have been scattered all over Aether’s Dark World.
(Couldn’t just lzave them all in one place, now could they?) Scan everything in
sight—there’s quite a list—then leave the room with new clues in hand.

> |ogbook entries

Lore>Luminoth Lore>Keybearer Lore>Cadre 1>A-Kul's Testament
Lore>Luminoth Lore>A-Kul's Clues>Cadre 1Clues>J-5tl's Key
Lore>Luminoth Lore>A-Kul's Clues>Cadre 1Clues>B-5tl's Key
Lore=Luminoth Lore>A-Kul's Clues=>Cadre 1 Clues>S-Dly's Key
Lore>Luminoth Lore>A-Kul's Clues>Cadre 1Clues>G-Sch’s Key
Lore=Luminoth Lore>A-Kul's Clues=Cadre 1 Clues>5-Jrs's Key
Lore>Luminoth Lore>A-Kul's Clues>Cadre 2 Clues>C-Reh's Key
Lore>Luminoth Lore>A-Kul's Clues>Cadre 2 Clues>D-1sl’s Ke
Lore>Luminoth Lore>A-Kul's Clues>Cadre 2 Clues>M-Dhe's
Lore>Luminoth Lore>A-Kul's Clues>Cadre 2 Clges>J-Fme’s Key

-

MIE IRULAYTVH I R W

>temple grounds>sky temple keys j

"5 defiled shrine

= BGET THE FIRST OF NINE SKY TEMPLE KEYS

--..,__ ——
\-‘H“-“_,___ - :_::H-#_FH,,.-"‘"'
Nl 5] menunnunnan

Y
{
- l,:.,\
SRR 36
m ' 3 @ . ey
M ; ; i g |
e T T Head out of Sky Temple
1 ‘h—__“_,.,_“——‘."ffj . Gateway and keep walk-
- 5] temmammmnan . ing until you hit a green
| door. Pass through it, then
i A use the Dark Visor to find
Lt a Flying Ing Cache. Shoot
Il,d'_‘:,- it once, then switch back
T = to the Combat Visor and
N ¥ blast it out of existence.
i | It will leave a key
behind—the first of the
/ nine. (To scan it, you'll
ﬂ s need to shoot it once with

. the Dark Visor active.)

z=ilk

> |pgbook entry
Research>Biology>Ing Storage>Flying Ing Cache

@, temple grounds

L 6 temple assembly site

metroid prime 2 echoes 9']



sky temple grounds

"1 plain of dark worship
> GET AN EXPANSION AND GO THROUGH THE DOOR

Use the portal and grab the Missile Expansion that’s sitting all by its lone-
some, then turn around and go through the purple door. Shoot the Venom
Weed to avoid damage.

'8  accursed lake
= BET THE SKY TEMPLE KEY

i s e
P - ——
o S————

<8
ﬂ‘\ - ——

Now that you have the Light Suit, you can dive into the purple water without
fear. While you're sglashmg about and enjoying your newfound freedom, taks
out the Hunter Ing that want to ruin the party. The Flying Ing Cache is in the
far comer of the room. Blast it once witﬂ the Dark Visor, then wait for it to
drift to a position where you can grab the key before finishing it off. If the key
is in a tough spot, you might need the Screw Attack to reach it.

| > logbook entry
;‘L Research>Biology>Darklings>Dormant Ingclaw

& temple grounds

= 8  dunamo chamber
g

> BREF HE SECURITY

10 storage cavern A

- FHLLEN LUMINOTH

> |logbook entry
Lore>Luminoth Lore>Kaybearer Lore>Cadre 2>D-1sl's Testament

k"
v \,ﬁ’ Q2. ninteado Player s guide

sky temple grounds

~ phazon pit

> THE METROID SHUFFLE

Use the Echo Visor to open the door in Profane Path and get a Beam Ammao
Expansion. When you enter Phazon Pit, a Dark Tallon Metroid will appear and
“."’.EF you grief. Take it down with a charged Light or Dark Beam followed by
missiles.

18 phazon grounds
= SCREW OR JUuMmP?

’
I

/) \\

i o :

To get the Missile Expansion, you can either use the Dark Visor to find float-
ing platforms, or be like the cool kids and leap to it with the Screw Attack
(which has the added bonus of killing Mutruitrs in a single hit). Either way,
head through the purple door when you're done.

14 ing religuary
> ADD TO THE GROWING COLLECTION

-

Jump up to the top of
Reliquary Grounds and
make for the blue door at
the end of the room. You
can gither dispatch the
Warrior Ing or ignore
them. Inside Ing Reliquary,
use the Dark Visor to find
another Sky Temple Key.
After that, it's off to Agon
Wastes. You've collected
all the Sky Temple Keys in
Temple Grounds, So return
to the Main Energy
ﬁqnlmﬂer to test out your
SUil's new moves.

¥ | BE ssstennansne
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. St ; : {d L >agon ivastg;;-sku te_rnple key-_s .
sky temple keys N
e . e ...\_\ K
The return trip to Agon Wastes will take you to a couple of new places, as well \‘xx
as some familiar haunts in the Dark World. With the Annihilator Beam in your hand o~ e
and plenty of experience in your head. the battles should be mere formalities. N e oy il b
b
|e— e —— - S —— - e e e e e s et e ——— e S — P
agon wastes

Il;.—;?i Bt e = = i = e =T ..;_ :-______________ -;...._..-. “_.- .. = -_.;..._.-.- A
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dark agon wastes

«®,_great temple |

"1 main energy controller

"4 dark oasis

> AN DR5IS IN THE WARSTES

DL Sassssranes 0rCT[9%% ™ Take the dark door and
move through Dasis
Access. When you reach
Dark Dasis, use the Scan
Visor to find a weakened
wall, then lay a Power
Bomb to blow it up. Fall
into the water beyond and
use the Dark Visor to find
the Fhring Ing Cache and
another Sky Temple Key.

"5 doomed entry

> FEED MEI

Go back through to Doomed Entry and grab the Power Bomb Expansion hidden
in the Feeding Pit area. Then swing back around and take the top section of
Double Path to Battleground.

"6 battleground

>BGET THE SKY TEMPLE KEY

e e + Take out the Warrior Ing,
then use the Dark Visor to
: find the moving platforms.
- Leap to the other side of
tha room and blast the
Flying Ing Cache, then
head for Warrior's Walk.
Don't fall off the top level
of the room, or you'll have
to go back through Double
| Path and try again.

X ~ e
‘.-'i_:j LT

. 2 sandcanyon

IT LURS BRO RART ANY LAY

=0

U7 portal site

> ONLWARD TO TORVUS BOG

In Warrior's Walk, bomb the floor and grab the Missile Expansion, then contin-
ue to Junction Site, where you can rotate the room to retrieve yet another
expansion. Dne more is waiting for you in Ing Cache 4. Once you've cleaned up,
head back to the Light World via Portal Site.

@&, agon wastes

B 8 transport center




\Q\. oF \@ f wI.} o ) L ~ >torvus bog>sky temple ""E“J

= #
_—
sky temple keys e g
. o
You might be feeling a little wistful as you continue the long march through
! Rether, clearing out the goodies and leaving the region behind one last time. Or uou Q
£ might bid it good riddance with a sneer. Either way, it's time to drain the bog. \ R o ! = [

\'.

torvus bog : dark torvus bog

A®)) SKY TEMPLE KEY |

(@) SKY TEMPLE KEY |

b
|
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sky temple grounds

1 forgotten bridae 6 dungeon

= SKY TEMPLE KEY
. g sesssasansases 9!‘10".-‘
T —— A AT, T T 4

dark torvus bog

©2  poisoned bog
> THE WATERY GRAVE

e

o~ v -
Drop and take the yellow i . - *

door that leads to Putrid

Alcove, then grab the

Power Bomb Expansion ”',
there. Continue on to -

Poisoned Bog, then drop -

underwater and find the

Flying Ing Cache. Once | ¥ oo

you get the key from its
corpse, head back the

Way you came. Use a pair of Power Bombs to break the barricades over the doors in

Sacrificial Chamber, then roll through Undertransit Two to Dungeon. When you
arrive in the Dungeon area, drop into the purple water and walk until you find a
creature called a Watchdrone. Shoot the beacon above it with the Light Beam
to make the beast move, then roll through the tunnel and do the same thing
with a second Watchdrone. You'll find a Flying Ing Cache in the room beyond.
Defeat it, then surface and go back to the Light World.

"3 dark forgotten bridge

= 0OVER AND BRCK

L“E'UII]liha side of Dark Forgotten Bridge and hop in the portal to go back to
the Light World. We bet you're pretty good at this by now.

> |Dpgbook entry
Creatures>Aether>Mechanoids>Large>Watchdrone

@, torvus bog

@, torvus bog
71 | transit tunnel south

4  underground transport - TUNNEL TR

iE TRE . THEN BACK TO WOREK

8 | training chamber

- BEHIND THE STATUE

ORLO

" 5 main hudrochamber
. DAR HO!

i 2
along the

> logbook entry
Creatures>Dark Aether>Darklings>Darkling Aquatic»>Dark Elogg

"
(U . 96 pintendo player s guidg
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The world of robots and Las Vegas-style neon will be but a distant memory

once you've grabbed the last two Sky Temple Keys. Take a whirlwind tour so you xx A
can say goodbye to the world of the future . . . todaul 1_ <

N

sanctuary fortress ing hive

({8)) SKY TEMPLE KEY ]

- SKY TEMPLE KEY |
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L) sanctuary fortress | & sanctuary fortress

BRACK TO THE SCENE OF THE C =

ing hive

12 hazing cliff

> SCAN THE DRONES

Hang a right from the portal and go into Hazing Cliff. Battle the Dark Tallon
Maetroid and Dark Diligence Drone, using charged Light Beams on both. Grab
the Missile Expansion behind the drones and go to the Hive Reactor.

> logbook entry

Creat Dark Aether>DarkHi ing Mechanoids>Dark Dila Drone = -
ures: lings>Darklng gence in g h =

"3 hive reactor _
-~ DEFERT THE DARKNESS “ hive dynamo works

Go over the Spider Ball Track shortcut >BGET THE LAST SKY TEMPLE KEY
in Culling Chamber, then use either 2

the Screw Attack or the Dark Visor to P wio@eee ?rs:: Lh:n?lpl;g:;tgrgltha
cross the gap in Unseen Way. Drop to ™ .

the bottom of the Hive Reactor moving sphere. ol

3 ‘-" onto the red dot and
= {watch out for the Dark Ingsmasher), wait until your sphere
o | || o then go through the yellow door at the is higher than the other
= & j . front of the room. b one—then boost to the
L L4, second sphere. Boost
} - to the Spider Ball Track
1" | along the wall and use
he——==a\ L the Dark Visor to
. T locate the Sky Temple
"4 entrance defense hall ) Key. After you claim it,
> DARKLING SWARM DS AP drenl] el
On your way to the entrance to Ing Hive, you'll find a swarm of Nightbarbs. battle awaits you.
Shoot the beacon to clear them out, then go down the tunnel. Move backward V
to scan the Ing Larva Swarm. 1 meeea—— T T RN T T — wing@jese
. g .

5’:.-: logbook entry
%‘ Creatures>Dark Aether>Ing>Ing Larva Swarm

s

"5  hive entrance

> SKY TEMPLE KEY

Use the Screw Attack to
get across the gap and to
smash the Dark Preed
into dust. Then ride the
beam of light to the top of
the mountain and use the
Screw Attack to jump

| back to the other side.
Blast the Flying Ing

. Cache, take the key and
Gl head back into the Light
o World via the portal in
¥ Culling Chamber.

8 §
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sky temple

>final battle

Keus?Check. Energy Tanks? Check. Missiles? Check. Courage? LWell . . . if uou
don't have that, it's a3 wonder you've made it this far. Fortunately, Samus has guts
galore. She'll need to be at her best to make it out of Rether.

great temple temple grounds .

sky temple grounds

sky temple

( EMPEROR ING

TR

metroid prime 2 echoes 99]
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sky temple grounds

U1 skytemple gateway
> FOREWARMNED AND FORERRMED

™ * Once you have all nine Sky Temple Keys, you can end the
- g LTT Ing's mign of terror once and for all. Head back to Sky
- we Iy Temple Gateway via the portal in Hall of Eyes, and step
va A L into the red light. (There's no Ammo Station nearby, so

%= restock at your ship before you start the long journey.)
5 When the keys are in place, they will unlock an e
transport to the Sky Temple. Step into the yellow light,
then save your game once mmﬂ the temple. Go
through the blue door, and Wall-Jump up the side of the
o tube until you reach another blue door—the final boss is
just on the other side.

& », Sanctum: emperor ing

The Emperor Ing has three stages and can be scanned five different times. The Annihilator Beam (especially the Sonic
Boom Charge Combo) is the best weapon for the first stage, but it will burn through your ammo. If you didn't grab all four
Beam Ammo Expansions, you could be in for a long fight,

g ~_ stageone:theeye
} 5 T b L : ":‘F . : o 4
= ] - T s L] f."" p e : l ] e ;
| Cgre ﬂ(r 1.}?3 Bed [
::ff- e : -~ -.'.; i . . - L) *\ ‘_.! . I

As v

' g ; o aal H

. 5 one: e sinlkels iRt .
\ istageone: tentacie STl S0 TR e A
e Bl | heEmporor ing uses qepgre, | retract, the Emperor Ing

| tentacles to whip you will transform into a large

| into the Phazon pools. " eye. The only weak point

| Blast the arms with the | is anarrow slit between

| Annihilator Beam—the : two half-spheres, and you

| shots will home in on - must target it manually.

| the tentacles, so use The Sonic Boom will take

| only a few shots for off a ton of the Ing’s ener-

| each one, and save your gy in a single hit, so use it

| ammo. When the Ing if you can. Otherwise,
swings the tentacles * + launch Super Missiles.

around, double-jump to _ Dash to the side to avoid
avoid them. It can also ] ; \ ~ the red laser that the eye
' warp them through por- il shoots out.
w3 tals—watch for that. —_— 5 —

‘?IOO nintendo player's guide
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stage two: chrysalis : .

"] E EEEREEENAEREREE

:
"‘I

1wn10@|eee

In the second phase, the ermg:rur will form a hard shell. Spider-Ball along the
surface and drop bombs on the tentacles that emerge from holes. Wait next
to a hole until you see purple bubbles, then drop three bombs and scoot away.
Hit the lower holes first, because poison gas will rise from the floor later in
the battle. Also note the Inglets roaming the surface—they come in unlimited
numbers, so bomb them for all the energy and ammo pickups you want.

-

stage three: the emperor

The third form is a mas-
sive creature, Keep moy-
ing at all times to mini-
mize the effectiveness of
its attacks. The heast’s
attacks include a charge
that you can avoid with a
ick dash or the Morph
I, an earthguake that
must be double-jumped,
and a multitude of laser
and beam attacks—dash-
ing works well for those.

I Ml WM N o sk

»>sky temple>final battIEJ

stage-three strategy

Pay attention to the
color of the Ing’s
mouth, and counter
with the appropriate
beam weapon. The
Annihilator Beam is
effective against all
thrae colors, but using
it for everything will
burn through your
ammao. As an alterna-
8 tive, use Super

- Missiles for orange, the
Light Beam for purple
and the Dark Beam for
white. If you run low on
ammo, shoot the
Nightbarbs and clouds
of white squiggly
things that occasional-
ly appear around the
boss—these often
appear when you are
low on ammo. Finally,
look for a small hole on
the back of the emper-
or'’s head. If the beast
charges at you and
misses, you can unload
your weapon into the
haole and cause damage.

escapel

After you defeat the Emperor Ing, a countdown will start. Don't get cavght up
in your flashbacks to the NES Metroid—just jump on top of the middle plat-
form and Screw-Attack over to the door.

> |ogbook entries

Creatures=Dark Aether>Emperor Ing=Emperor Ing Body
Creatures>Dark Aether>Emperor Ing>Emperor Ing Head
Creatures>Dark Aether>Emperor Ing=Emperor Ing Eye
Creatures>Dark Aether>Emperor Ing=Emperor Ing Chrysalis
Creatures>Dark Aether>Emperor Ing>Mutated Emperor Ing

metroid prime 2 echoes 101
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sky temple gatewau: dark samus

Thought it was over, did you? The Emperor Ing was just a
warmup for the true boss of bosses: Dark Samus. You'll
have to use whatever energy and ammo you have left over
from the Emperor Ing, as there's no stop in between. And
as if you needed another challenge, you've got it—a timer
ticks down throughout the entire fight. Work fast. hunter.

stage one

1713 -nnﬁﬁ'_“i\

i — o

Dark Samus

P

Dark Samus begins by ris-
ing into the air and
unloading a massive beam
’ of pure Phazon. You can’t
w00 s damage her at this point,
. so sidestep the beam and
wait for her to land on the
round. When she does,
it her with a Super
I Missile. Do it quickly, or
she’ll disappear and force
you to track her with the
Echo Visor. If that hap-
pens, shoot while she’s
zooming toward you.

The task is done. the mission accom-
plished. Dark Rether has fallen, and
the Luminoth are once again free to
pursue their lives of intellectual

curiosity and peaceful self-enlighten-
ment. Though statues are sure to be
erected in her honor all over the plan-
gt. Samus isn't one to stay and gloat.
LWave goodbye ta your new friends
and head back to the stars.

(v i IOE pintende playenscguide

stage two

1

After you blast away
some of Dark Samus’s
health, she will assume a
different form. Lock on to
' her while she floats in

. the air, and move side to
side to avoid the projec-
tiles. Keep your Charge
Beam going at all times—
your evil twin will oeca-
sionally fire Phazon bul-
lets that you can ahsorb
and shoot back at her.
Repeat the process until
y she goes down.

> |logbook entries

Creatures>0fTworld>Dark Samus>Dark Samus 3
Creatures>01fworld>Dark Samus>Dark Samus 4



metroid prime 2 echoes

>preference

If you need a better look at the world, this is the section for you. All of the maps for all
of Rether’s lands are here—including both the Dark and Light Worlds. It also contains
detailed instructions on finding every expansion, and a list of all the logbook entries.
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metroid prime 2 echoes

>maps " i IS

Your trek through Rether will span many areas in bath the Light World and the Dark
World. Use the following pages to maintain your bearings: You'll see how all of the
maps connect and where to find every expansion, power-up and helpful station.

A.J!u temple grounds

) e
104 nintendo player's guide
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SKY TEMPLE KEY |

49)) SKY TEMPLE KEY

"

({@®)) SKY TEMPLE KEY |

sky temple

( EMPEROR ING

-
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8, agon wastes

() DARK BEAM ] PG. 24

LY mnergy transporct

@ ) MORPH BALL BOMB| PG. 17

=

() DARKBURST ] PG. 53

| g portal

=—{F) to torvus bag
€

W) onm-way portal to dark agon wastes

By from dark agon wastes

o=
'boimpllgmumu
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dark agon wastes :

{8)) SKY TEMPLE KEY |

L[5 rrom agon wastes

SONIC BOOM | PG. 86

(<) LIGHT BEAM] PG. 28

o

{#)) SKY TEMPLE KEY |

{#)) AGON TEMPLE KEY |

4{@)) AGON TEMPLE KEY |

(2
~N ) SPACE JUMP BOOTS | PG. 21

(1) DARK SUIT] PG. 31

4 portal _
.n[j o

i

T T ———r———
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@, torvus bog

hmm

Y
() surermisi] . 36

L

h.gunm

TRt GRAVITY BOOST] PG. 46
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dark torvus bog

(86) BOOST BALL| PG. 41

N {8)) TORVUS TEMPLE KEY |

(48)) SKY TEMPLE KEY |
(&

L portal-

(@) TORVUS TEMPLE KEY |

PG. 56

(&) POWER BONB] PG. 68
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ﬁ.ﬁ..x sanctuary fortress

£ one-way portal to ing hive

g from ing hive

~—({@) ECHO VISOR | PG. 73

(&screw arack | . 76

?rmwm- Qmmm

Them isa nmxnf

lhasI::m Station
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one-way portal to sanciuary foriress
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EXpansions>=Deal mmo

>expansions

The game’s 4 Energy Tanks and Y3 Missile, four Beam RAmmo and eight Power Bomb
Expansions are listed in the order you'll find them if you follow the walk-through. Note
that the Missile Launcher and Seeker Missile Launcher each give you five missiles.

o E1 storage cavern B

- TEMPLE GROUNDS

Whien vou get the
edge of Temple Grounds.

A M transport to agon wastes

> TEMPLE GROUNDS

When you enter Transport to Agon Wa urn to the left and|
of webbing. Shaot the green circle in th le to find the expa

morph ball bomb

A& M2 sand cache
- H

GON WARSTES

After you visit the Agon Energy
doors. Go to the top level of Mi
When it drops, go tf

or a bunch

< [E2 mining station access
. AGON WAS

Enter Mining
nel. Doine

4 M3 portal access A

- AGON WASTES
After using the
reach the far 5
roll of f the

space jump boots

A M4 transport center
» AGON LWWASTES
After you return from your first trip to the Dark World, ta

g the left-hand door at

the fz of Portal Terminal and activate the Bomb Slot

slayers quids

A M5 command center

When you first enter the Comm
rolling under the floor. Roll throw

left, two in fhl_. i
right, then doubl

- AG0ON LURASTEES

After you get the
go through the dark d

4 B1 central mining station

- AGON WWARSTES

2 M6 storage B

1, defeat the Metroids in Biostorage Station and then
por on the top floor,

force fie




u =>expansions

m boost ball / seeker missile launcher

A M7 temple assembly site A M11 hive chamber A

» TEMPLE GROUNDS » TEMPLE GROUNDS
T—— o e

The second time you
enter Hive

[iminate the
Il be reward-
aMissile
Xpansion

tor, Thl-':'||u j:T
the tunnel and grab the

A~ M8 transport B access
. GBEAT TEMPLE A M12 hive chamber B

» TEMPLE GROUMNDS

g wmq L.l"l"Lf th mti
next to the tunnel you
us L.ddt 1h|.= qginning of

e bomb

0 blast the

cover off, thenroll down
the tunnel and claim the
EXPAnsIon a5 your awn

A2 M9 forgotten bridge

- TORVUS BOG
After you activate the Bomb Slot in Dark Forgotten Bridge, go back to the Light

World and walk across the bridge. The Missile Expansion s sitting on aledge in
plain sight. No tricks here—just pick it up.

A M3 hydrodynamao station
= E4 temple access . TORVUS BOG

= TORVUS BOG fte aling the first lock in Hydrodynamo Station, you'll be able tores
phtfnrm in front of a purple door. That's where Missile Expansionis waiting.

twao round circl gravity boost
floor, then drop aMorph

E-1|i Ell:ml:mrnhu rFr 5t
< E5 transit tunnel east

- TORVUS BOG

u enter Underground Tunnel from Torvus Temple, roll under the grat-
door and grab a Missile Expansion

13
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A M14 undertransit one '

- DARK TORVUS BOG

Orop to the bottom tube and roll as far left as you can, then Bomb-Jump to the
top tube and go through the gear at the top. On the other side, drop to the bottom
tube and roll as far right as you can, then Bomb-Jump up and left (so y 2
middle tubel. From there, Bomb-Jump up and right to get the Miss

grapple beam

@ E6 mine shaft

> HGON WARSTES

Boost left until you square stone with a crack. Bomb-Jump on top of it, then
jump left to another le post as far |F‘f1d\"f|2lll['aﬂ then keep pressing Left
while the brown blo ot roll onto a ledge. Boost and hold Left wntil
! of it. Roll athe blocks and keep
ou enter the cracked wall, Stay in the mi I
roll onto the brown block) and Bnrnh mp uu a|u1 Ir'-1t tola 111 r:-n F
one more time, then kee ;

& M15 crossroads

- DARK AGON WRSTES

wp

b=y

Use the Boost Ball to reach the top of
the half-pipe in Transport [Z-‘nn:r When
viou land on the le

gne-way portal Head intc

World and grab the Mm

that is stanng you in the face,

| &

A M16 abandoned worksite

- TORVUS BOG

U e the Grapple Beam to fly through the air and land on the far ledge whe
Expansion waits. If you enter from the Great Bridge side, you
le over and then turn around and grapple back.

A M17 portal chamber

- TORVUS BOG

o ——R

Pmtk :Illdrﬂ” |:I1r1:urq HdL I:I % DS
IEI.H-IM World, then snag the expansion.

Bog, then double-jump up to the
down and use the portal toenter

& B2 cacheR

- DARK. TORVUS BOG
Go to the purple door in Poisoned Bog and blast it open with a Seeker Missile, The
Beam Ammo Expansion is waiting on the other side

o E7 cacheB

- DRRK. TORVUS BOG

Nave rn]nln['-m,' avoid v
d Ighit I::-uh:rc 11|ag|:||1|r| it or you'll have towait until after the Torvus Bog
attle.

A Mi8 path of roots

TORVUS BOG

:«[ enter from the
2 of the room to find the
grapple point

e
& M19 torvus lagoon

- TORVUS BOG

Jumpln[u the water nt lhr fmnt of 1h|a

@ E8 windchamber gateway

- TEMPLE GROUNDS

Enter Windchamber Gateway through the green door in Path of Eyes. Use the
Kinetic Orb Cannon to get across the gap, then grapple to the Energy Tank.




A M20 transport A access '

ERT TEMPLE

axt to the pile of
S100

spider ball

A M21 dynamo works
TURRY

up. i
tion of the boss's I:

A M22 hall of combat mastery

CTURRY FORTRHE

er Ball to grab
track. Jurnp and roll
going until you find th

Fi |Maweslf VMM IMEM™Mofiewtill

=>expansions

power bomb

A M23 gathering hall
- TORV 5

a1 :--—q 7] Eemssmes

k the glass and seal under the pool and drainit
pipe and grab the Spide 0 & :

on the oppo
Ay up the wall,

® P1 sanctuary entrance

. LA FORTRH

] EmaeEsEe
retafibolatel

three things: t
the far mownta

new hole, Hop
nnon and let it

15
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e —

— i
& P2 transit station ez
g |

e e -~ _‘*w .
3 r.- I £ : t—"-{‘m--q-...!!.h 1 _;I

-

When you reach a large mass of Spider Ball Tr;

drop Bomb-Jump from the

an ick to get from there to another, high
tunnel and go right v e |f throwgh a pane o
from the camera

UseaP omb to break the cracked glass, and enter the portal behindit. m
Defeat th k E:

] irk Ings and | tal behind the spot where
standing, then roll throwgh the tunne another portal. Use the Spide

Spider Ba &
Track to access another portal, thenuse another track to cross the room and get A _M25 central area tran sport west

a Power Bomb Expansion. . SANCTUARY FORTRESS

A M24 main research

> SANCTURRY FORTRESS

Go to the top of the room and dro ne level, or three holes in the
floor, then fall d “hiang Take two more right-hand paths to land

of the e Expansion.

A M26 azerial training site

> ING HIVE

Look for the Wall Jump

|
IS a pretty tnck)
soitmight take

.

e
[ N B L

]
i

4 B3 watch station

> SANCTUARY FORTRESS

R siiidonh R < E10 watch station access
. o S room and takeit to the > SANCTURRY FORTRESS
.

nmn the ; ; .
Vi via the door in Watch Station and grab the Energy

n the far

aad right until you annihilator beam

n.u".-mg-tr
A M27 sentinel's path

Hald still ;
from one rotating - SANI

CTURRY FORTRESS
o the next. Put on Vi f Anrihilator Beam at the Echo Door to hear the
| pattems, then shoot the Echo Key Beam Emittersin th rect order.
~
»



>expansions

%2 M28 temple access : A M32 storage C

= SANCTURRY FORTRESS = AGON WASTES

v st out to the
roll around to the
1 to the ledge
green door, Blast it with a Super
to find the expansion.

Drop to the main floor and use the Dark Visor and Seeker to find a Kinetic
Orb Cannon. Useit, thenuse the Echo Visor to find ani le sonic device. Blast
it, then run back to the cannon and use it again. Whirlin a Spinner to escape.

©_ P3 main gyro chamber

> SANCTURRY FORTRESS

Urop to the bottom floor of Main Gyro Chamber and use the Echo Vis
Annihilator Beam to open the door, Hopinto the cannon there tobe b
space and reveal a Power Bomb Expansion

A M29 ventilation area A
>~ AGON WASTES A M33 mining station R

ersifi] wen Roll to the right-h loc d take oL ey =T
the Pillbug, th : - AGON WASTES

A M30 main reactor

= AGON WASTES

Spider Ball track near the eleva

] _... g _. sl a5 I ges, then p .-“ T Uppe
the o =r11-|1IF'.:rJ 'luddml:llurrl' e E1 mining DIEIE
1 I -

: = AGON WARSTES
the next lraLL_. tnmlnq your leaps soy
rly I:I1ruu-..'|l1 I:Iu gaps |n1h|3 m |::H1 A'l I:Iu

sonic boom

M31 sand processing
-~ AGON WASTES

1IItiI1ru£tuI|:u: ps n:rl1r uan-* 'dl‘ll:il:llJr'H
a small holein 1hL cliff face.

Use the half-pipe to reach a small tun-
nel that leads int Il control room.

Scan the panel and use a Bomb Slot tc
sand from the othe f.::L. on of 4 M34 war ritual grounds

collect t 1*'E|-’f|':fl‘””|:“.:.k AENE = SKY TEMPLE GROUNDS

'ime 2 echoe g |



A M35 plain of dark worship '
= SKY TEMPLE GROUNDS

Walk into the base of the Ingworm mass and grab the expansion. It’s that kind of
complex strategy that makes this guide so valuable.

& P4 dynamo chamber

> TEMPLE GROUNDS

Use a Power Bomb to destroy the securily gate, then drop another Power Bomb
near the weakened wall to reveal a Power Bomb Expansion.

A M36 communication area
= TEMPLE GROUNDS

Double-jump up to the ledge near the entrance and look for a round pane of glass.
Drop a Morph Ball Bomb on the glass to shatter it, then enter the hole left behind
to find the Missile Expansion.

2 M37 GFMC compound

= TEMPLE GROUNDS

Jumpup to the ledge across from the
ship, then use the Screw Attack to leap
on top of the vessel. Walk all the way to
the rear of the ship to find the Missile
Expansion. Look carefully—it’s behind a
Iip on the very edge of the craft.

@ E12 fortress transport access

> TEMPLE GROUNDS

Stepinto the bright yellow light, which will warp you into a room with an Energy
Tank. Note thatin real life standingin a bright beam of lightis usually abadidea, as
it could easily be a train’s headlamgp,

& B4 profane path
= SKY TEMPLE GROUNDS

Use the Echo Visor to decode the locks on the door on the ledge to access the
Beam Ammo Expansion.

~ M38 phazon grounds

= SKY TEMPLE GROUNDS

Use the Screw Attack to
fly though the air and
reach a Missile
Bl Expansionin the far-off
i clitf. You can alsouse the
Dark Visor and hop on
B invisible platforms, but
| the Screw Attack will
B destroy Dark Tallon
N Metroidsif they touch
S you—a useful bonus.

A M39 storage R

> AGON WASTES

Use a Power Bomb on the cracked wallin Mining Station B, then open the light
door and grab the tasty expansion within,

= AGOMN WASTES

Jump to the middle platform by using the Screw Attack, then drop a Power Bomb
next to the base of the statwe. It will crack and fall away, leaving behind a Power
Bomb Expansion.

& P6 feeding pit

= DARK AGOMN WASTES

Dropinto the purple water and walk to the rear of the pond, where you'll find a
small nook. The Power Bomb Expansion is inside.

A M40 warrior's walk
> DARK AGON WASTES

i EEmdEsaEEREE

Look for a weak section of flooring,
then drop a bomb and fallin. Roll to the
far end of the Phazon-filled chasm to
g&l a Missile Expansion. Even the Light
uit won't protect you from the harmful
effects of the Phazon, s0 move quickly.

A M41 junction site

> DARK AGON WASTES

Bomb-Jump up to the Spider Ball Track, then roll up and activate the Bomb Slot to
rotate the entire room and reveal the Missile Expansion.

A M42 ing cache 4

- DARK. AGON WRSTES

Go through the dark door at the base of Duelling Range, walk forward and tum
around. The Missile Expansionis inside a small tunnel that can be accessed by the
Marph Ball.

A M43 torvus grove

= TORVUS BOG

Ei] Eifrsiistad

Scan the tree to find two
weakened legs. Drop
Power Bombs next to
each one to fell the tree

B and break ahole in the

1 wall. The Missile
Expansionis inside the
hole, soleap up and grab
it. What are you waiting




o E13 meditation vista ;

> TORVUS BOG

Look for the moving platformin Thu. dis-

tance. You'll need to time a Screw
Attack jump so you land on the |.|I.:t
form, which will 1hr_=.r1 take you to the
Energy Tank. There isn't much strategy
for this one=it's mostly a combination
of timing and luck.

||'|m4tl |E’F!pllltl:l the wal g,r .-|r:|| dropa F‘ r E. ]r‘rﬂj rl:l-';HT to ‘HIH
It will explode and spit out a Power Bomb Expansion.

A M44 plaza access

> TORVUS BOG

e t! Wﬂ| ]

G Erer——

Use Bomb Jumps to move up and around the red tunnel. You'll need to access an
use two Bomb Slots—each one will turn the blue flooring $o you can pass through
the tunnel. Once that’s done, use a Bomb Jurmp to reach the tunnel on top of the
second piece of flooring. Roll down the tunnel and boost for the expansion,

< E14 torvus plaza
. TORVUS BOG

L] sasnemssssass Use the half-pipe 1o
= reach a Spider Ball
Track, then followit toa
log. Roll down the log
and grab another k,
then follow it to a
ond log. Grab more
tracks (watch out for
the Sporh) until you hit a
third log following
the track u i
acannon that will shoot
you to 1h£: Energy Tank.

¥ o 0 e ele i o I 1l _ et 4 RL 1

>exXpansions

& P8 great bridge
. TORVUS BOG

Look for apile of roc

1 front of a red tunnel on one of the ledges. Drop a Power
Bomb to clear thero

then roll down the tunnel and grab the expansion.

~ M45 undertemple

» DARK. TORVUS BOG
Drop to the Main Hydrochamber in the
Light World and take the portal to the
Dark World—you'll have to use a Spider
Ball Track betund a bunch of 5 sl
In Undertemple, use the Screw Att
to Wall-Jump up to an expansion. As ;
homage to the Super NES classic Super
Metroid, it’s still hard as heck toper-
f | Jump. Keepwithit—you'll

2 M46 transit tunnel south
. TORVUS BOG

win ] eee
—

Activate the bo over a yellow dot. Double-
Bu:‘nh Jump up and right, then go to the other Bomb Slot and us 1 YO

way to the upper path and head right until you see the last Bomb Slot. Use Bomb
Jumps and the current to reach the Missile Expansion.

~» M47 training chamber
» TOARYUS BOG

]

m Bomb Slot, then jump up $o you'

saoi] ees

Defeat the dark Bloggs and locate the Spider Ball Track in the water. HrJII upit and
Fa

boost to another, then roll along that until you reach 2 ole
from there to the statue and activate the Bomb Slot to find so

4 M48 sanctuary map station

= SANCTURRY FORTRESS

Stepinto the beam of yellow light to be transported to a magical wonderworld!
Actually it’s just a small room. But it does have a Missile Expansion

4 M49 hazing cliff

> ING HIVE

Enter Hazing Cliff via the door in Culling Chamber. Blast the Dark Diligence Drones
with a charged Light Beam and grab the expansion.




logbook entries '

Here is a list of all of the logbook entries needed to get 100% in your logbook (organized alphabetically.) The page number
tells you where in the walk-through you will have the first opportunity to add the entry to your logbook. Rlso, if you're look-
ing for strategy for a tough enemuy. find the enemy on the list and turn to that page in the walk-through.
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metroid prirﬁe 2 echoes

i >multiplayer

B Ba®a®et : b The Metroid Prime 2 Echoes experience goes far beyond purging Ing from Rether. You
59 . can unlock many features by pushing Samus in the single-player mission, while your
'L" o j own limits will be tested in multiplayer sessions. Gear up and head out with our tips.
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| >multiplayer 1

5amus vs. Samus vs. Samus vs. Samus . . . that's a recipe for destruction! Get
your friends together and start blasting away in one of the most creative multiplauer

i
|
i
|
|
|

experiences to date.

Echoes contains twao different multi-

player modes—Deathmatch and

Bounty. In Deathmatch, you and your

mates slug it out to see who can

record the most kills in the time allot- "

ted. In Bounty, you slay your enemies _ = ' ,ﬁ. {.m_
to collect coins, and she whao finishes e s - : ' -
with the most coins wins. : a5 o '

.
B o
Gl e Pous (eam

S

You can find different

weapons in multiplayer, but

everyone starts with the

same basic upgrades. This

section shows you what

you'll have land what you'll be !

up against) when you take up - "'%\,\3- X

arms against your friends. Dark ljl,"qm * pPomer Meam
r p ot

31-—-—-—

an any other in
tiplayer mode




>multiplayer

additional upgrades :

In addition to the default abilities, you can grab a host of
other items on the battlefield. Most of the following are ran-
dom in terms of where and when they appear, but they all
behave the same as they do in single-player mode.

upgrades out of the box

The black-and-yellow boxes hold either a Light Beam, a Dark Beam,
an Annihilator Beam or a Power Bomb. If vou already have a certain
beam and it appears again, you can pick it up to replenish your ammo
(each pickup, except Power Bombs', contains 50 units of ammuni-
tion).

= LIGHT BEAM

The Light Beamisn't the most powerful weapon around, butitis oneof the
fastest. The charged beam also fires a spread shot that's good for hitting enemies
in a crowd. [t will sometimes light a foe on fire, causing her to leak energy.

= DARK BEAM

£ T

= v

" Tap @ rapicly bo broak free.

The Dark Beamis slow.
Really slow. If you're using
it, try toget close to your
enemies—they can usually
avoid the shot at any
range. A charged Dark
Beam shot (which freezes
your enemy in sludge) fol-
lowed by missiles is a great
way todrain a foe's energy.
If wou're on the receiving
end of a shot of sludge, tap
B tobreak free. If you'rein
Morph Ball form, drop a
couple of bombs,

= ANNIHILATOR BEAM

The best beam weapon in single-player games is also your best friend in multiplay-
er combat. The charged shots are powerful, but not as useful as the single
shots—which follow your target around the arena

- POLWER BOMB

The Power Bomb can drain the life from your pals in a single hit. As long as they're
standing in the blast radius, they'll lose energy at a tremendous rate. You can
sometimes grab Power Bombs from the corpses of defeated enemies.

stand-alone upgrades
> MISSILES

Missiles are scattered around the arena, and each one gives you five
units of ammo. They do 20 points of damage and track the other
players for long distances, making them very useful

- ENERGY
Energy is scattered all over the place, and comesindifferent
amounts. If you want to be mean (and we know you do), collect it
while you're at full health so your opponents can't recharge,

- SUPERMISSILES

Super Missiles are rare, and for good
reason. They do much more damage
than regular missiles (two will fimsh of f
all foes nno time) and are easy to fire.
There’s no need to charge a Super
Missile; simply aim and ?nrn with the Y
Button. They are also timed, so don't
waste precious moments. Note thatyou
can't use regular missiles until the
Super Missile wears off,

F
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hologram powers

Each level contains a pair of question-mark-shaped holograms
When you run through one, you will 2arn one of the temporary pow-
ers listed below. After a player usaes the hologram, it will disappear
for a short amount of time

- UNLIMITED BEAM AMMD

This power gives you unlimited ammo for any beam weapon. If you don't have a
beam weapon, it will apply to any you pick up while the power is active

- UNLIMITED MISSILE RMMO

Missiles fire at a pretty slow clip, soif you get this power-up, shoot fast. You can
usually get of f about 15 missiles beforeit goes away.

- INVULNERRBILITY

Invulnerability does just what it promises—it prevents you from being damaged
Get close to your opponents and fire away while you can.

= INVISIBILITY

e,

Opponents using the
Combat Visor won't be able
to see you while you're
invisible, but those using
the Dark Visor wall. When
you're invisible, however,
your Arm Cannon will
appear in faded blue on
your portion of the
screen—a hint to foes who
sneak peeks. Switch to the
Dark Visor withits gray
toned screen—your anm
will be far harder to see.

S
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> MASSIVE DAMAGE

You can take down enemies in just a few seconds with the Massive Damage
power, Hit ‘em with everything you've got

- DEATH BALL

The Death Ball is a double
edged sword. While you
have the power, anyone
that you touch will take
major damage. On the
other hand, you'll be stuck
in Morph Ball form until the
power wears off and you'll
be unable touse the Boost
Ball. Remember that you're
not invincible whale rolling
around in the Death Ball.

_-t{m vt e

G LT T )

While in Hacker mode, you
can scan opponents and
cause their energy to
start draining away. It also
makes it tough for your
enemy to see what's going
on, since static interfer-
ence will fill her visor
view, Until you hack an
opponent, you won't be
able touse the Morph Ball
or any of your weapons.




advanced multiplayer strategies

We'll give you specific tips for each multiplawer arena in a - DEALING WWITHDEATH
moment, but first you should learn a few strategies that will T
help you in any arena. The following tactics apply anyplace,

anutime, anywhere. Yeehaw!

> LOCK ON

Lock on to an opponen
and don't let go. You

> BEWWARE OF KINETIC ORB CANNONS

wpire, the rﬂll

} .mlllrirﬂpnr*.:r—.s gru:u:lwm'tn.du E:

- USE THE "F#Dh:-

It doesn't
oftenandit

ith the Dark, Light or Annihilator Beam and y

Bounty mode has a few tricks of its own. Since your score - CHARGE BEAM? CHR-CHING!
is determined by coins instead of kills. the lead will change

many times and the last few seconds will always be a nail-

biting affair.

> GOFOR THE BIGHITS

£

IFowier B adm

n, leap off the edge nark Beam
UL O YOUur OWn
E:::;rm sck e o The Cha xam can suck up coins like a vacuum. The suctionisn’t nearly as
e el PHCE TNEm L offec g -;ul:g,u r mode, 5o you'll need to get close to pick up the loot.

¥ grab cons by simply running over them.




sidehopper station

Sidehopper is an outer-space amalgamation of Spider Ball
Tracks, Morph Ball tunnels and Kinetic Orb Cannons. Oh,
and did we mention that you can plummet off the side and
fall to your doom?

= SPIDER BALL TRACKS
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On the second floor of the room with the grapple point, you'll find two tunnels
that lead to a Spider Ball Track where you can find missiles or just hang out.
The passages will be closed in Bounty mode.

= ON THE VERGE

e _ PP The two cannons on the

. . outside decks will shoot
ia 1 L .- | you from one side of the
k r _ | station to the other.
Al While you're running
= 4 g T | e around uiutl:ha:la. Ihg'rf
i » . St aware of the edge. If you
—rea 1y = get too close, you might
d fall off and plummet

[
| through space and time
T until you run out of air or
R | - 1 = burn up in a star. Actually,

you'll just respawnin a
couple of seconds, but
it’s still no fun.
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>multiplayer

, setting up a multiplayer match

Before you start a battle. you must decide on the terms. Though it's good. theoretically, for all participants to agree, in reali-
ty Plauer One makes most of the choices. The others can like it or lump it. Try to play nice.

> TUNNEL VISION
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The two inner cannons will launch you into tunnels in the upper part of the
station. The floor is destructible, so watch out for attackers from below. If
you jump up through the hole in the ceiling, you'll have a nice perch from which
to see all the action or just fire each time someone runs by.

> UP ON THE ROOF TOPS

If you getinto the upper
tunnels and jump through
the hole in the ceiling to
an even-higher walkway,
you can make your way to
a small black platform
that usually contains
nifty power-ups. Most
players don’t visit the
platform often—it’s pret-
ty out of the way—soit's
a good spot to take a
quick breather.
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¢ », spider complex

The action in this arena centers around the giant bronze
orb in the middle of the complex. Although the Spider Ball is
fun, it makes you an easy target—use it carefully.

= THE MASSIVE ORB

(5, 99 L — [ j '
\ L R T

b #
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All of the Kinetic Orb Cannons will launch you onta the orb in the middle of the

arena. If you and hold R as you fly out of a cannon, you'll attach to the
orb and be able to roll around like crazy.

o »_ shooting gallery

If you long for & King of the Hill mode, you can make your
own in Shoating Gallery—it usually becomes a matter of one
player taking the turret and everyone else trying to dislodge
her. Shoating Gallery is perfectly suited to four-player fun.

> WE LOVE THE_ :I'I..IFiFiET!_

T ks Rl el et : s
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ilm:a you're in the turret, you can pretty much rule the roost. It has a slow
rate of fire, but the shots do a ton of damage and their range is great. Your
foes can swarm up the side ramps to reach you, so pick ‘em off as they come.

i _\]
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> FLY THE FRIENDLY SKIES

L Jleee

T,

: to gain one of
© | powers—they're tempo-
~ rary, but they can tip the

While you're on the orb,
nﬂmﬂnﬂ
tton to up your

boost, then release it to

on

balance in your faver.

To get back on the orb

betflen fthe
n press X as

:muwumnhﬂun{h.
start to enter

mlrnldthllmlm If

rumllrith you'll go
rom the air to the orb and
be able to roll away with-

| out a care in the world . ..
| except that other Samus
l'hhthN

you.

So somebody’s in the fur-
rat blasting you to

i srrilhurnns? You have a

of options: You can

“mmw pn

Slot behind the turret—
which will cause it to
explode—or you can hit

' and run from below. If you

take the latter course of

The room with the turret
also contains poison

. water that's covered by a

metal grating. The grating

~ can be destroyed e

so watch your step while
runming amak. If you're in
the turret, blast the grat-
ing to send a friend into

"~ the water, which will sap
- energy at a rapid pace.
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crossfire chaos

If you're looking for some wide-open __!h e

spaces to reduce to rubble, Crossfire il ‘ i
Chaos is for you. No muss, no fuss. no Bl L
turrets or tracks or grapple points to ¢ Lo h‘-
contend with—just Super Missiles and a B ; RN o
= g e
whole lot of fraggin’. Plus, you can = =
destroy some walls to reach hologram 1 ] 4 "-71 : & &)
points, which is both a fun and distracting L4 NV :
pastime. = {- %W;_.—-g--
i [ T o
I. Fpiisre DA "lliuul'l' e am
pipeline spires
Mot to be confused with the beach-party song of the same The Spires arena consists of two separate platforms that
name, the Pipeline arena is a watery environment that is are connected by a series of Kinetic Orb Cannons. Since
made all the more fun if you boost through the narrow tun- you're floating in the sky, it's possible to fall off the edge—
nels. See page 128 for details on unlocking Pipeline. be careful.
¥ ( =iiog e , 99 i ) —0P0ee
* @ () L DN/~
Ty D NSURER MisSileras
; ' oo ey acquireg! Presss
Jh i _ Mg p- _'Aiﬂ@*u.a'
A\ ; " i Y g capia s g | " - 4 -
¥ Rl — | — Wy md e
BIE ouer neam E:] R Light Bram VR | Light bRy no & T ,‘3‘.
RV L \ i o N e — -
T [yl = S e 0@l00e :
) o & = .
L 5 '. ¥ .
Wi - M) : . . i Ty,
A ‘( o e i e %_e-;' '
L d LY
(| ‘I - 1 {
H s % E! " kb ] - —
ot U.T‘Hm b - ﬂ :-.- J Dﬂ-l"'ﬂl!l:q e E] o o Ilr-.m}m\" -
_,:'.'l-_. ‘-.;’ ) “ \ 1

You'll find a Super Missile hidden on a high ledge—fight your way to it. You can Wait for the Super Missile to aplpunr between the rings before you Eu flyi
also vse the Gravity Boost to skim across the ceiling. If someone gets the through. Other fun activities include blasting your friends with the Kinetic Orb
Death Ball, jump out of reachin the tall underwater platform. Cannon and firing missiles at them from the opposite platform.

end-of-battle stats

RAfter a match concludes, both sides must lay down their - OERTHMATCH = BOUNTY
arms and count up the cost of battle. Your toatal kills will ’d ™,
be listed. as well as the number of times you perished. In 4% RANK 2 *.."*“: RANK 3 £2 'RANK 2
Bounty mode, you'll also see how many coins you collect- _TH'I u:::;:: 1 \ DE:'::;ﬂ it :‘:::;""
ed. The winner should immediately start ridiculing the \‘_i_ 7 :
other players’ pathetic gameplay skills (and perhaps - o B e g
throw in @ comment or two about their questionable Ye RANK1L &% RANK 2 [ "*!9 RAMA 1
parentage), while the losers should mutter guietly about FI* - musio F musa {1 poanys weo
DEATHS 3 ! DEATHS 4 | | oo

the winner's unsportsmanlike camping practices. ! 44
e 2 vl -, : ————
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>unlockables L |

Hs if reading all of the fantastically witty musings in this guide weren’t reward
enough, you can also unlock a bevy of goodies by completing tasks in the single-
player game. We'll leave it up to you to decide which is more fun.

 art galleries

The art gal-
leries feature
some really
wicked concept
art. You can
unlock most of
it by completing
dif nrungwr-
tions of the log-
book, but you'll
have to beat the
game in Hard
mh:;d; to nrd
the Story
Gallery.
L
| \ ) > unlockable galleries
, g L - Promotional Gallery>40% of logbook scans
_ ok Character Gallery>60% of loghook scans
) b DY Creature Gallery>80% of logbook scans
1 Boss Gallery>100%: of logbook scans
\ Rough Sketch Gal Complete the game in Normal mode
h Storyboard Gallery>Complete the game in Hard mode
_ cinemas
If you track down and collect 75% of the items in the game, you'll get to see
- Samus outside of her suit after you beat the final boss. (And no, we won't
show you what she looks like in the screenshot—that would ruin the whaole
\ thing!) If you get 100% of the items, you'll unlock a special ending that fea-
. turés none other than Dark Samus.
~ hard mode RERIRFRAEL S o > unlockable cinemas
If you beat the game once, you'll unlock Hard mode. As the name implies, it's Samus Body Suit Cinema>75% of items found
hard. Quite hard. No doubt, this is the mode that will push an elite legion of Dark Samus Ending>100%: of items found

Metroid fans to the forefront of their game—good luck with that.

multiplayer action

In-game events trigger ¢ %
multiplayer unlockables, > unlockable multiplayer bonuses

:ll'l"; ﬂri!u:lm ii?ﬂ:”:ﬂt Luminoth Soundtrack>Talk to U-Mos for the first time

- " Pirate Fear Soundtrack=>Restore energy to Agon Temple and talk to U-Mos
E“aTngt:“ “‘:’;:';2?:' Torvus Bog Soundtrack>Restore energy to Torvus Temple and talk to U-Mos
amm"; 2 ndh'::pm Sanctuary Soundtrack>Restore energy to Sanctuary Temple and talk to U-Mos
sosiiiratls o - Darkness Soundtrack>Complete the game
savien the Limiaath™ Dark Echoes Soundtrack>Complete the game

e ) Pipeline Arena>Restore energy to Torvus Temple and talk to U-Mos

Don't say they never gave 3 i
you anything. Spires Arnnu:-ltusrnra.mﬂgr to Sanctuary Temple and talk to U-Mos

>
-
e 128 nintendo player’s, guide
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SUBSCRIBE TODAY! VISIT .

STORE.NINTENDO.COM

OR CALL 1-800-255-3700.

Please allow 4-6 weeks in the USA and 6-10 weeks in Canada for delivery of the magazine and
free gift. Offer good while supplies last. Prices subject to change without notice. Only VISA or
MasterCard accepted with phone and online orders.

*$27.95 Cdn.
**Free with paid subscription,
*** Not actually guaranteed. Dark Earth does not exist.
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