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Introduction

Kyoto, Japan, 2455 AD Ancient Greece, 1200 BC Medieval Norway, 560 AD San Francisco, USA, 2030 AD

Far in the future a young Japanese man named Hiro Miyamoto, while alone in his dojo, is paid a visit.  His 
caller this particular stormy evening tells him a story of a mighty sword named Daikatana.  This legendary 
weapon, forged by one of Hiro's own ancestors, Usagi Miyamoto, has been stolen from its rightful owners 
and used by the ever-controlling Emperor of Japan, Kage Mishima, to travel back in time and alter history.  
Hiro is begged to help save the man's daughter, Mikiko Ebihara, who has been captured during her own 
attempts at retaking the sword.  Shortly, Kage's minions move in and although Hiro is quick to slay them, it 
is too late for the old man. Following the rich tradition of his clan, Hiro vows to rescue Mikiko and retake 
the Daikatana.

Daikatana, by Eidos with Ion Storm, is a first-person shooter unlike any other.  The rich detail in the 
scenery and sounds of the four time periods you journey to, combined with a healthy dose of puzzle solving 
and a creative "sidekick" feature, help this game to stand out from the crowd.  If that wasn't enough, throw 
in several multi-player features such as "Capture the Flag" and "Death Tag" and you have a game with 
tremendous replay value.

The single-player version of the game will take you on a journey through four different time periods, or 
"Episodes" as they are dubbed.   Each episode in Daikatana has a number of missions that logically 
progress to your final confrontation with Mishima.  Throughout your adventure you will need to locate 
save gems to save your progress.  Also on each mission are  numerous "secrets" that, when found, reveal 
items that will increase your chances of survival.  Those who explore most thoroughly will be rewarded.

Due to the vast differences in weaponry and items throughout the game (there were no Glocks in Ancient 
Greece!) this strategy guide is set up by episode.  Each section will provide a walkthrough of each mission 
in that episode, including where to find the save gems and secrets.  Also, a brief description of those who 
will try to stop you, as well as the weapons you use to kill them, is given at the beginning of each section.

By: Doug Walsh

The Marsh

Sewer System

Solitary

Crematorium

Icelab

The Vault

Processing

Lemnos Isle

Catacombs

Athens

Acropolis

Lair of Medusa

Plague Village

Passage

Dungeon

Wyndrax Tower

Gharroth’s Throne

Crypt of Nharre

Alcatraz

Beneath the Rock

The Tower

Mishima Labs

SEAL Training Center

Mishima’s Hideout
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Items for All Time
Before launching into the first episode, it should be noted that several items will pop up throughout the entire 
game.  These "boosts" and power-ups are an instrumental part of your success.  And for that reason, they are 
usually kept hidden in the game's many "Secrets".  

Save Gem - Varying numbers of Save Gems are scattered throughout each mission. Although 
your progress is saved at each map change, Save Gems allow you to save at any point 
in the game.  You may only carry up to 3 at a time.

Goldensoul - Adds 100 health points to character's health total.

Mega Shield - Brings character's armor total up to 400 points.  A very good find indeed!

Mana Skull - This item makes Hiro invincible for 30 seconds.

Wraith Orb - This item makes Hiro partly invisible for 30 seconds.  A sharp-eyed enemy may catch 
a glimpse if Hiro is moving.

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

Power  green: Increases destructive force of weapons.
Attack  red: Increases firing rate of weapon
Speed  yellow:  Increases speed of character
Acro - blue: Increases jumping ability
Vitality  purple: Increases maximum health limit 
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Episode 1: Kyoto, Japan - 2455 AD
The player will notice from their first encounter in the marsh that the future is very different indeed.  The 
majority of carbon-based lifeforms have gone the way of the dinosaur and have been replaced with a robotic 
facsimile.  Whether it's the Robocrox or the Battle Boar you're facing, don't expect to see a lot of gore in this 
landscape.  Here, it's a trail of scrap metal and spare parts that you'll leave.

Disruptor Glove  This is the weapon you begin your journey with and default to whenever out of ammo.  
It packs quite a punch in the water and excels with close targets.

Ion Blaster - The blast from this gun ricochets off of objects so its best to shoot at an angle.  Also, 
keep this one out of the water as it will discharge right in 
your hands.

C4 Vizatergo - This gun sends C4 plastic explosive arcing through the air.  The explosives then 
detonate whenever anything comes in close proximity.

Shotcycler -  The first semi-automatic introduced in the game.  This gun will fire 6 shots at a click 
but takes a while to reload.  Devastating with close targets.

Sidewinder - A powerful over the shoulder missile launcher.  Perfect for making quick work of 
distant enemies.  Beware the explosion at close range!

Shockwave - The gang killer.  Fire this explosive sphere into a crowd and run like hell.  After its 
initial explosion, a rippling shock wave expands outward, bringing down anything in 
its reach.

Chromatic Armor - Despite providing a mere 100 points of armor protection, it absorbs 50% of all 
damage and 90% of damage due to hits with the Ion Blaster.

Plasteel Armor - Provides 200 points of armor protection and reduces damage by 75%.

Berry Bush - Nature's energy bar.  Eat a fruit to gain 10 health points.

Health Packs - The small packs give you 25 health points.  The large ones give 50.

Weaponry

Armor

Special Items
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Hosportal - Step up to the Hosportal for a big dose of medicine.  Place your hands on the pads when they 
are green to get a large health boost.  Unfortunately, this bonus is only for Hiro.  Superfly and 
Mikiko need not apply.

Roboskeet - A mechanized version of the mosquito.  Although its sting can be deadly, the loud 
buzzing noise it produces can be heard well before it attacks.  Picking them off from a 
distance with the Ion Blaster is your best bet.

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

Protopod - This is the egg from which the Roboskeets hatch.  Smash them to prevent a massive 
swarm from attacking later.

Robocrox - A robotic crocodile with speed and ferocity.  Destroy them from a distance with the 
Ion Blaster or get in the water with them and run, run, run.

Rockgat - A well camouflaged automatic gun hidden among the Marsh's boulders.  When 
encountered, the Rockgat will rise up and fire steadily at anything within range.  
Approach slowly and destroy the Rockgat's power supply from a safe distance.

Cambot - This hovering sentry poses no offensive threat, yet is best let alone.  If you happen 
within its search lights it automatically signals enemy forces to converge on you.

Thunderskeet - The "Queen Bee" of the Roboskeet clan.  This bird-size bug fires poisonous streams 
at you during battle and causes every Protopod to hatch at the time of its death.  Often 
a special item can be found in its carnage. 

The old man's plan almost worked.  Almost.  Now, instead of successfully making it into the Mishima 
fortress by way of the bone collector's wagon, you find yourself stuck outside in the rain.  With Mikiko 
Ebihara's life in the balance, Hiro must not waste time.  

E1M1: Marsh

Enemies

Walkthrough
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Walk ahead and pick up the Ion Blaster.  With it as your weapon wade cautiously 
through the stream to your right.  A couple of Froginators and Roboskeets will 
attack as you make your way to the pond ahead.  This is a good place to practice 
luring enemies into your sights one at a time.  Keep them at bay with the Ion Blaster, 
but if they get in close be sure and switch to the Glove.  Once free of attackers and 
able to enter the open area, head to the waterfall on the right.  Behind the cascading 
water, against the rock is a ladder.  Climb this ladder and proceed down the path to 
the door on the left.  Enter the small room to pick up the Goldensoul.  You found your first secret. 

Leave the secret room and proceed back to the ladder.  Leave the fruit where it is in case you need it later.  
Descend the ladder and cross the pond to the Ion Blaster ammo.  Grab the ammo and head up the stone steps 
near the Mishima Industries sign.  Take a left at the top and grab the Save Gem and berries from on top of the 

rocks.  Head out the way you came and continue straight ahead to the other cave.  
Shoot the Froginator that approaches with your Ion Blaster and walk towards the 
puddle on your right.  Dive in and swim to the bottom to grab the red Attack Boost.  
Quickly swim to the surface and continue on your path.

As you approach the ledge two Roboskeets and several Froginators will attack.  
Shoot down the 'Skeets and then pick off the Froginators one by one as they try to 

climb up the slippery rocks.  Grab some fruit from the tree behind you and then drop down into the water.  
Make your way across this larger pond towards the stepped waterfalls on your right.  Leap onto the lower 
ledge of the waterfalls and take a close look behind the water.  Similar to the earlier secret, climb the ladders 
behind the water to the top of the falls and enter the alcove.  Grab the Chromatic Armor and descend back to 
the pond.  Continue on through the cave to the left of the falls.

Here you will encounter your first Rockgat.  Approach the far wall slowly 
and begin to shoot at the control box with the red light to the right.  If you get 
too close and get detected, simply run backwards while weaving to avoid the 
Rockgat's impressive firepower.  Once he retreats to the rocks, continue your 
assault on the power box.  Once the coast has been cleared, grab the health 
boxes and continue on to the left.  

As you approach the large body of water ahead, be sure and destroy all of the Froginators and Robocrox 
from a safe distance.  Once in the water, switch to your Disruptor Glove and head for the two berry bushes.  
Head to the right just beyond the trees and shoot down the incoming Roboskeets.  Continue on slowly and 
destroy the Rockgat as it comes into view.  Before heading off to the right, go left around the stone arch and 

grab the Save Gem.  Destroy the Froginator beyond the Rockgat and head for 
the water on the right.  Blow up the Robocrox from the shore and make a dash 
across the water towards the sign ahead.  Make your way up the path to the 
large boulder at the bend in the cave.  Jump up onto the rocks and push against 
the boulder.  Proceed down the path hidden by the boulder to the next Secret.  
After grabbing the goodies, return to the cave and continue ahead towards the 
red light.
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To your right, as you exit the cave is a red-lettered "Private" sign.  Blow apart the 
sign and step onto the rock ledge beyond it.  Hug the rock wall and proceed across 
the ledge to the hidden Mana Skull near the platform.  Double back to the cave exit 
and walk out onto the platform and collect the health.  Run across the bridge before 
it explodes and draw your Ion Blaster.  With your back to the wall, aim to the sky.  A 
squad of Roboskeets led by a solitary Thunderskeet will attack.  After taking out 
your winged foes, try and pick off the Robocrox and Froginators in the water below 
before jumping in.  Pick up the ammo in the corner and, if necessary, climb the ladder to get the remaining 
health boxes.  Wade through the water to the cave exit and follow the path to the next map area.  

Ahead, to the right of the pipes, is a berry bush and another Save Gem.  Make your way onto the lower pipes 
and destroy the Froginators swimming below.  To the left of where you entered is a locked door.  To unlock 
the door , turn your back to it and walk up the lower pipe on the right.  Cross over to the other pipe via the 
connection and turn around back towards the door.  Make a running leap to the other pipe and then up onto 
the top platform over the door.  Take out the two Froginators standing watch and then destroy the red-lit 
control box for the door below.  Jump back down to the lower platform and enter through the door.  Turn left 
to grab the ammo and then battle the many Roboskeets on your way to the Control Center.

The worker you see to your right is actually standing over a secret hatch.  Take him 
out and then enter the hatch to find the Mega Shield and Power Boost.  Back on the 
surface, cautiously walk around the right of the Control Center and destroy the 
Rockgat hiding in the rocks.  With the Rockgat demolished, destroy the control box 
in the upper right corner of the Control Center.  Head back around front to the now 
open door.  Shoot down the Roboskeet and Froginators and enter.  

Head immediately to the large Mishima computer terminal and use the keyboard to open the hatch to the 
sewer system.  With a way out of the marsh, step onto the lift and ascend to the upper 
level of the room.  Ride the lift at the end of the catwalk to the marsh below.  Step out 
into the water, kill the Roboskeets and head towards the waterfall ahead.  Jump 
down and head to the right.  Grab the berries in the corner and climb the ladder to the 
helipad.  Leap over the rocks in the right hand corner, kill the Froginators and 
continue ahead to the secret Goldensoul.  Double-back to the ladder down off of the 
helipad and re-enter the stream.  

Before exiting the area, let the stream carry you past the sewer entrance, towards  the fallen column of rock at 
the end of the stream.  As you swim towards the secret area, be sure and grab the Save Gem.  Don't be 
tempted to shoot the Thunderskeet just yet. Climb up the stone steps ahead of you to the right and walk 
to the top of the rock ledge and jump down to the illuminated staircase.  Run up the stairs to grab the C4 
Vizatergo.  Turn around and run ahead to grab the C4 explosives.  Now, return to the top of the ledge 
from where you jumped and launch some C4 towards the Protopods ahead.  Leap across to the 
platform, and destroy the Thunderskeet.    Return to the yellow-lit staircase.  Before pulling the lever 
on the left, drop down into the water and swim under the platform to grab the Shockwave ammo and 
ascend the ladder.  Now ride the lift to the helipad.  Drop back into the stream and head for the sewer.
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E1M2: Sewer System

Enemies

Walkthrough

Roboskeet - A mechanized version of the mosquito.  Although its sting can be deadly, the loud 
buzzing noise it produces can be heard well before it attacks.  Picking them off from 
a distance with the Ion Blaster is your best bet.

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

Protopod - This is the egg from which the Roboskeets hatch.  Smash them to prevent a massive 
swarm from attacking later.

Sludge Minion - A hulking robot with a deadly shot.  Luckily, an audible signal alerts you to the 
oncoming fire.  Strafe side to side and use your C4 to take him out.

Mishima Guard - The first human enemies you encounter.  They can fire a rapid stream of bullets but 
don't take much to put them away.

With the help of Usagi's spirit, Hiro is granted access into the sewer system.  Head 
directly up the staircase and ride the lift up.  Open the door to the mixing chamber 
with the keypad on your right.  Shoot down the two Roboskeets from the opening 
and then enter the mixing room.  Dive down in between the paddles to grab the 
hidden Vitality Boost.  Wait for the opening and then swim to the surface and enter 
the tunnel marked #1. 

Blast the Froginator and proceed to the top of the stairs.  Before heading down the staircase in the next 
room, leap over the railing to the landing below.  Make quick work of the Sludge Minion and grab the 
Chromatic Armor and health.  From the ledge, shoot the Robocrox and Froginator and then jump in.  Crawl 
through the small opening across the room.  Head immediately to your left and jump out onto the metal 
walkway.  In the next room climb the staircase to the computer, blast the Froginator and then use the 

keyboard to open the gates to tunnel #2.  Step back from the computer and 
shoot out the grating to your left.  Blast away the metal pistons and flip the 
lever inside this small area.  Now, descend the stairs in the middle of the room 
to the sewer water below.  Wade to the corner to grab the Save Gem and then 
crawl into the opening directly behind it.  Climb the ladder and step out onto 
the pipe high above the room.  Crawl along the pipe to the Goldensoul.
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Descend back to the metal walkway and follow it through the small corridor to the edge of the water you 
climbed out of earlier.  Use the button to summon the lift and ride it back to the next room.  Climb the stairs 
and the ramp back to the mixing chamber.  Use the C4 Vizatergo to destroy the Sludge Minion in tunnel #2 

before entering.  With the path cleared, proceed into the next tunnel and make your 
way to the Hosportal and computer on the right.  Shoot the grated floor in front of 
the Hosportal to reveal a secret area.  Descend the ladder to find the next Save Gem.

From the Hosportal, begin down the tunnel, destroying several Froginators and two 
Sludge Minions as you go.  Beyond the door on your left are more Froginators and 
a Sludge Minion so have your weapon drawn.  Proceed down the ramp to the left of 

the spillway and take out all the Roboskeets from a distance.  Cross behind the drain to the Mishima 
computer and use the keyboard to open the door out of the room.  Run back across the walkway and up the 
ramp to exit the room before the door re-closes.  Destroy the Sludge Minion on the other side of the door and 
head towards the next tunnel.

As you head down this next sewer pipe a mini earthquake ruptures the pipe.  Walk around to the left of the 
broken tunnel, kill the Froginator and grab the health packs as well as the Gas Hands attachment for your 
Glove.  Dive into the water and swim through the corridor using your Gas Hands to destroy any lurking 
Froginators.  Climb out of the water and use the keypad to extract the steps of the ladder.  Climb the ladder 
to the pipe above, kill the Froginator, and continue on to the next map change.

Drop into the next pipe and immediately destroy the two Froginators that attack.  
Jump out of the break in the pipe ahead and cross the room to your right.  Kill the 
Protopods and Roboskeets that lie in between the pipes and grab the health and 
ammo before taking on the Sludge Minion.  Use your Ion Blaster from across the 
room to destroy the Sludge Minion and Froginator in the distance and then jump 
down into the current below.  Equip yourself with the Gas Hands and pass through 
the door into the water below.  Quickly swim to the next room, going over the large 
paddles in the center.  Swim into the glass room beyond the paddles, grab the health, and press the button on 
the wall to lower the water.  Without stopping for even a breath of air you must swim back over the paddles 
towards the tunnel on your left.

Arm yourself with the C4 Vizatergo and pass through the circular hatch.  In the mixing chamber ahead are 
three Sludge Minions.  Fire plenty of C4 at them and retreat to the other side of the room.  When they are 
down climb the ladder to the ledge high above.  You will step off the ladder 
directly onto a Protopod so be ready with either your Ion Blaster or Disruptor 
Glove.  Make your way around the ledge past the locked sewer gate and onto 
the I-beams.  Climb the ladder ahead onto the ledge and go to your right to 
get the Save Gem and health that await you.  Walk the ledge to the other 
side of the room and duck into the small alcove.  Take out the worker and the 
Roboskeet and then turn the wheel to open the large gate.  With the gate 
open, jump down to the ledge on the right and then run through the gate before it closes.  Just watch out 
for the Sludge Minion in the next tunnel.
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Where the ramp levels off is a hole in the floor.  Dive into the hole, grab the health 
and proceed to the filtering tank ahead.  At the base of the tank is a Power Boost.  
Grab the skill boost and switch to your C4.  On the platform above, in the center of 
the tank is the Shotcycler 6.  Before walking into this ambush however, pinpoint the 
three Sludge Minions on the far ledge.   Jump up, fire some shots and dive back into 
the water for safety.  With the Shotcycler in hand swim back the way you came and 
continue up the tunnel.

At the turn in the tunnel is an army of Sludge Minions and Roboskeets.  If low on ammo but high on health, 
switch to your Gas Hands and ambush them.  The Gas Hands are capable of ripping through the Sludge 
Minions like a warm knife through butter.  Before making the turn at the intersection, go straight for the 
ammo and then make your way up the ramp past even more Sludge Minions.

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

Once in the Control Room, take out the guards across from the lift.  Grab the armor and ammo on the right 
and then proceed to the Hosportal and main computer on the left.  Use the keypad to learn more about 
Mishima's Fortress and to exit the area.

Mishima Guard - The first human enemies you encounter.  They can fire a rapid stream of bullets but 
don't take much to put them away.

Inmater - Larger and more deadly than the Sludge Minion, they pack a long distance laser as 
well as a drill for an arm.  Whatever you do, keep your distance.

As Hiro left the sewer system he began thinking that he wasn't about to enter any normal prison.  He 
was right.  The most excruciating, sadistic torture devices ever designed lie behind the doors here.  He 
must get to Mikiko before she pays the price for rebelling against Mishima.

As you step off of the lift, cross the room and use the green keyboard on your left to open the door.  Pass 
into the next corridor and head straight ahead.  Crawl under the staircase to find a secret Plasteel Armor.  
When out from under the stairs head back down the hall to the computer bank on the left.  Press the blue 

E1M3: Solitary

Enemies

Walkthrough
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button in the far right corner to unlock some doors in the next sector.  Head back to where you began the 
mission, using the keyboard to open the door.

Now leave this first room down the steps in the far right corner.  Grab the C4 and the Ion Blaster ammo and 
cross the computer room on your left.  Take out the guards and head up the stairs into Cell Block 1.  Use the 
C4 to take out the two Inmaters around the corner.  Run past the cells and turn to the left at the end of the 

corridor.  Crawl, yet again, under the steps to grab the health.  Turn to your right and 
to blow up the motor for the generator behind the screen.  This turns off the force 
field for the cells in Cell Block 1.  On the platform above you, an Inmater is released 
to take care of the offending party.  Arm yourself with the C4 Vizatergo, crawl out 
from under the stairs and fire a couple of quick shots to take him out.  Head past the 
escaping prisoners to the last cell on your right and grab the Ion Blaster ammo from 
the bunk.  Then, return to the far end of the hall.

Grab the Sidewinder Rockets from the right and then head up the small staircase to the door.  Open the door 
and take out the Mishima Guard and Inmater in the next room.  Enter the yellow-lit corridor on the far side.  
Make your way past the Inmater and Guard to the end of the corridor.  Press the button near the observation 
window and take advantage of the Hosportal behind you.  Make your way back to the large blue room, 
grabbing any necessary health and ammo along the way.

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

Take out the guard in the next room and grab the health in the corner.  The main door to Cell Block 2 is 
locked so you must find an alternative route.  Walk towards the green Mishima sign in the corner.  A hidden 
door is located just to the right of that sign.  Open the door and shoot the barrel of explosives just inside.  
This will blow a hole in the wall.  Step to where the barrel was and shut the door behind you.  With the door 

shut, shoot at the crack in the far wall.  Crawl into the opening you make and grab the 
hidden Goldensoul.  Return to where the barrel was and crawl into the red-lit room 
ahead.  Make your way around all of the pipes to the ladder in the rear.  Climb the 
ladder onto the upper pipe and make your way back around.  Jump down to 
grab the Acro Boost and then leap back up onto the pipe and from there, onto 
the platform above through the opening ahead.  Crawl back along the platform, 
staying low to avoid the fans. Grab the health if you need it and then jump over 

the lowest pipe.  Jump into the pipe ahead to enter Cell Block 2.
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From where you exit the pipe, take out the Guards and head straight ahead to the first Save Gem.  Descend 
the lift to the torture room below.  Use the C4 to take out the two Inmaters standing guard and hell, blow up 
the sick pups at the operating table in the corner too.  Proceed to the far end of the hall, past the cells.  Enter 
the room in the corner and use the Hosportal to rejuvenate.  Press the keys on the computer to open the next 
area and extend the platform.  As you head back to the lift, use the keypads on the right wall to deactivate the 
force fields for the cells and grab the Plasteel Armor.  Ride the lift back up and head to the door you opened 
down the hall to the left.

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

Descend the second set of steps to the room below.  Kill the Guards and approach the computer near the 
steps.  Fire at the screened panel and then at the machinery to reveal a secret.  Crawl in and work your past 
the hot pipes to the Wraith Orb and ammo that lies beyond.  Crawl out and use the 
keypad on the computer to unlock the next door.  While  invisible, enter the 
ha l lway  and  blow apart the Inmater in the distance.  Next focus your fire on the 
red power box in the top right corner to turn off the laser detectors.  Jump inside 
the hatch that opened and follow the corridor to the health and ammo.  Use the 
button on the wall to exit the secret area.  Return to where the lasers were and 
proceed.

After passing the laser trap you will find yourself in a large blue room with a tower in the center.  Destroy 
the Inmater by the Mishima panel and then follow the ledge to where he just stood.  
Shoot at the green panel to reveal a hidden Save Gem and ammo.  Use the Save Gem 
here in case you fall to your death.  Stand on the ledge, facing the open door across 
the gap.  Walk off the ledge and plummet through the air to a small walkway below.  
Still facing the tower, walk the ledge around to your left and enter the tower.  Grab 
the ammo and climb the ladder to the armor above.  Continue up the ladder into the 
control room.  Kill the Guards and grab the health, ammo and Save Gem.

Use the keyboard in the control room to open the vault that is Cell Block 4.  Follow the walkway to the left, 
taking out any Guards that get in your way.  Climb the ladder to the small 
platform on your left and pull the lever next to the computer.  This short-
circuits the wires and causes a small explosion.  Jump into the wreckage and 
turn the wheel to manually open the door below.  Grab the ammo from the other 
ledge and then kneel down by the door and shoot the Guards before you crawl 
under the door.  Take care of the Inmater and continue on into the hallway.  
Before boarding the lift, turn and perform a Shotcycler jump over the yellow 
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railing to acquire the ammo and Mega Shield.  This jump is performed by simultaneously jumping and 
firing a high-recoil weapon at the ground.  Practice this technique as you will do it again in the other time 
periods with different weapons.

Summon the lift with the blue button and ride it up to the next area.  While on the lift, get in a crouch and 
draw your Shotcycler to make quick work of the Inmater and Guards that wait for you at the top.  Switch to 
the C4 and blast the Inmater directly ahead and the two in the hall on the left.  Proceed to the end of the 
corridor to meet your new friend, Superfly.  To free Superfly from his entanglement, follow the power 
supply from the Mishima panel to the power box in the top right corner of that wall.  Blast the box and return 
to the panel to grab the Keycard.  Bring the Keycard to Superfly to let him down.  

With your new sidekick being unarmed, he is more of a liability than an asset at this point in the game.  Have 
him stay in Cell Block 4 while you head through the open doors on the left to Cell Block Death.  Clear a path 
for Superfly through the many Inmaters and Guards that lurk here.  Return to Superfly and have him follow 
you to the exit.

Mishima Guard - The first human enemies you encounter.  They can fire a rapid stream of bullets but 
don't take much to put them away.

Cambot - This hovering sentry poses no offensive threat, yet is best let alone.  If you happen 
within its search lights it automatically signals enemy forces to converge on you.

Lasergat - This "eye in the sky" has the ability to kill and kill quick.  A rotating gun mounted to 
the ceiling fires deadly laser shots at you from quite a distance.  Their small size and 
relative durability make them a strong opponent.

Ragemaster - This guy is more bark than bite if you keep your distance.  His only weapon is his 
punishing punch.  Backpedal while firing the Sidewinder and you shouldn't have 
any problem with him.

Roboskeet - A mechanized version of the mosquito.  Although its sting can be deadly, the loud 
buzzing noise it produces can be heard well before it attacks.  Picking them off 
from a distance with the Ion Blaster is your best bet.

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

E1M4: Crematorium

Enemies
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Walkthrough

With a brief moment to talk, you learn a bit about Superfly's horrid past.  You sense his determination and 
decide that not only is he trustworthy, but he may provide some much needed firepower.  Hiro and Superfly 
enter the Crematorium, with just one question on their mind: Why does Mishima need a crematorium in his 
fortress?  Unfortunately, the answer is somewhat unsettling.

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

Battle through the Guards and Ragemasters towards the loading area ahead.  Before heading to the truck 
however, be sure and jump over the railing to collect the ammo and berries near the 
tree.  With Superfly in tow, travel across the parking area towards the chain link 
fence on the far side.  Collect the health and Ion Blaster ammo and turn to the left to 
find a secret Hosportal behind two Guards.  From the Hosportal, head directly 
ahead towards the gate.  Crawl under it and take out the Lasergat high above.  
Follow the path to the right and over the catwalk to the control room ahead.  Kill the 
Roboskeets and Guards and enter the room.  Use the keyboard on the left to open the 

bay doors to the loading dock.  The other two keyboards are of no real use to you.  Leave the room.

Before heading to the loading dock take a leap off of the walkway into the swamp below.  Smack down the 
Froginator with your glove and swim under the arch and around to your right.  Grab the Plasteel Armor from 
behind the column and swim back around to the ladder hanging down from above.  Climb the ladder and 
shoot through the barbed-wire fencing to regain the walkway.  Meet back up with Superfly and head across 
the lot to the loading dock entrance.

Destroy the Ragemaster and Guards on the loading dock entrance ramp.  Use the keypad on the right to open 
the door and enter the bee's nest in the next room.  Avoid hitting Superfly while you battle the Ragemaster, 
Lasergat, and Guards simultaneously.  Enter the small control room on the right, kill the Guard, and collect 
the Sidewinder and any ammo that you need.  Use the keyboard to witness how the loading mechanism 

works.  Pay close attention to the leak in the pipe near the ladder.  Leave the room 
and descend the ladder into the pit below.  Shoot out the grate behind the ladder 
and have Superfly grab the Armor.  Climb the ladder and, from near the 
conveyor, shoot a missile right at the leaky pipe.  Once the automated door has 
been blown open, board the lift with Superfly and get ready for a firefight.
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Descend the incline conveyor to the floor, firing the Sidewinder nonstop.  With the room secure, grab the 
ammo from the right hand wall and head to the lift near the racking of coffins.  Superfly volunteers to wait 

while you ride the lift to the second level of racking.  Grab the Save Gem and then 
climb the ladder on the beam to reach the vent in the wall.  Drop down into the 
ductwork.  Take out the Lasergat at the turn and drop down again.  You emerge 
under the walkway on which Superfly is standing.  He may greet you with a 
WAZZZZUPPP as you crawl by but pay him no mind.  Grab the health on the left 
and then make your way around the two fans to the far corner of the crawlspace.  
Drop down to the lower level and immediately begin firing at the Lasergat ahead.  

Beyond the Lasergat is a large pit with only a small angled beam to jump from.  Save the game here before 
attempting the leap over the pit.  

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

Jump down to the room below and shoot out the control box in the ceiling to open the door to your left.  
Enter the loading room to rejoin Superfly.  At the far end of the room, a previously locked closet has been 
opened.  Enter the room and shoot out the gate below the bottom shelf.  Crawl in to acquire the Shockwave 
weapon.  Leave the closet and head to the door on the far side.  Enter the computer control room ahead.  
Destroy the Ragemaster and Guards and grab the Save Gem.

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

Enter through the door and blast the Ragemaster and Lasergat  with the 
Sidewinder.  The door straight ahead is locked so enter the door to the left first.  
Work your way to the coffin closet at the end of the hall and blow apart the grating 
from below the lower shelf.  Follow the ductwork past the Lasergats and up the 
ladder.  Climb out of the vent and grab the ammo from under the pipes to your 
left.  Take out the Guards below, use the Hosportal to get some health back, 
and let Superfly grab the health pack. Pass by the rivers of blood cascading 
down on your right and enter the next room.

Follow the walkway around to the left and enter the office area of the crematorium.  Go through the 
door to the hallway, take out the forces there and proceed up the ramp to the door.  At the Mishima 
Crematorium sign, grab the Save Gem from the left and then head back around to the door on the right 
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side of the hallway.  Take out the Guard and the Cambot and then leap into the water 
below.  Grab the Plasteel Armor for Hiro and let Superfly get the Chromatic Armor.  
Use the ramp in the corner to regain the walkway.  Follow the walkway around to 
the door on the left.  Take out the Ragemaster and the Guard and continue on to the 
viewing room.  Have Superfly stand back while you fire the Shockwave into the 
room.  Grab the health from the rear of the room and continue on to the next room.

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

Blast your way past the Mishima Guard and the worker and board the lift to the right.  Once off the lift enter 
the door marked Authorized Personnel Only to complete the mission.

Mishima Guard - The first human enemies you encounter.  They can fire a rapid stream of bullets but 
don't take much to put them away.

Cambot - This hovering sentry poses no offensive threat, yet is best let alone.  If you happen 
within its search lights it automatically signals enemy forces to converge on you.

Lasergat - This "eye in the sky" has the ability to kill and kill quick.  A rotating gun mounted to 
the ceiling fires deadly laser shots at you from quite a distance.  Their small size and 
relative durability make them a strong opponent.

Roboskeet - A mechanized version of the mosquito.  Although its sting can be deadly, the loud 
buzzing noise it produces can be heard well before it attacks.  Picking them off from 
a distance with the Ion Blaster is your best bet.

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

Robocrox - A robotic crocodile with speed and ferocity.  Destroy them from a distance with 
the Ion Blaster or get in the water with them and run, run, run.

E1M5: Processing

Enemies
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Venomvermin - Not just a rat, but a rat with a rocket launcher.  This wily foe lets out a piercing 
scream right before firing.  If close, his poisonous bite could do you in.  Use the 
Sidewinder for long-range shots or the Shotcycler for up close.

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

Hiro and Superfly notice on their way out of the Crematorium that the coffins were never actually 
incinerated, and neither were their contents.  Filled with disgust, as well as fear for what they may 
encounter, the two proceed into the Processing area of the fortress.

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

Grab the Save Gem ahead, and swim to the far left to gather some more goodies.  
Head back to where you grabbed the Save Gem and climb out of the water onto the 
rock ledge.  Rock-hop to the drainpipe on the left and enter the tank behind it.  Grab 
the ammo and health and climb the ladder to the vent ahead.  Make your way past 
the space-age rats to the grating.  Quickly bust out of the vent and open the door 
ahead to let Superfly in.  Together, you will be able to destroy the Deathsphere, 
Lasergat, and Guard in the room.  Take a break from the action to witness the 
disturbing sights and sounds on the other side of the glass.    Meatloaf anyone?

Head through the door on the far end, use the Hosportal if you need to and continue down the hall.  Shoot at 
the Mishima Worker and control box while walking by,  It may not be necessary, but try having the fan cut 
him in half.  Now that's entertainment!  Keep moving down the hallway to the next map area, taking out any 
Deathspheres along the way.  

Open the door marked "Authorized Personnel Only" and put down the Guard on the steps.  At the bend 
in the walkway fire the Shockwave at the laser-toting 'bots down the hall and flee back to the entrance 
to the room.  Forge ahead through the door to the stairway and descend past the Guards to the room 
below.  Equip yourself with the Sidewinder to take down the Deathspheres that float above.  Face the 
pipes, to the right of the entrance.  Descend the small ladder and crawl out onto the pipes beneath the 

Walkthrough
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floor to grab the Save Gem.  Ascend back up the ladder and head to the Hosportal.  
Walk out onto the thin metal ledge next to the aid station and follow it around to the 
Chromatic Armor.  Cross the room and go through the door.

Shoot down the Deathspheres while trying to dodge the Venomvermin's missiles.  
In fact, this may be a good time to try the Shockwave, just make sure you and 
Superfly exit the room before it detonates.  With the enemies extinguished, cross 
the room to the steps ahead.  Crawl under the staircase to grab the Goldensoul.  Use the Hosportal if 
necessary and then head to the downstairs door, opposite the steps.    Tell Superfly to wait for you while you 
go on ahead to the oven room.  Pick up the items in the corner and use the computer to check out the freezer.  

Enter the next room.  This is where Mishima is undoubtedly having it his way as 
you can see the human meat being pressed into quarter-pounders.  Use the large 
computer terminal to unlock the door to the freezer.  Grab the Ion Blaster ammo and 
then head to the wall near the pressing machine.  On the right side of the machine in 
the corner is a blue button.  Press this button to lift the steps out of the way to reveal 
a secret passage.  Blast through the grating and crawl into the vent.  Grab the Attack 
Boost and use the button to exit the vent.  Head back to Superfly and proceed 

through the now unlocked door to the freezer.

Take out the Venomvermin and Deathspheres in the Freezer and grab the ammo, health and Shockwave 
from the floor.  Jump from the steps to the upper level of shelving on the right.  Crawl over and around the 

boxes to grab the Power Boost.  Pass into the next hall and enter the door to your 
right.  Eliminate the Guards and Deathspheres here and continue on through the 
door at the top of the steps.  Extinguish the bad guys and head to the computer 
terminal on the left.  The monitor shows the next room and the location of a hidden 
Plasteel Armor.  Climb the steps to the upper platform and enter the next room.  
Immediately jump over the railing to your left to grab the armor.  Turn and climb up 
the ladder and proceed to the exit.  Is it me or is it getting cold in here?

Mishima Guard - The first human enemies you encounter.  They can fire a rapid stream of bullets but 
don't take much to put them away.

Cambot - This hovering sentry poses no offensive threat, yet is best let alone.  If you 
happen within its search lights it automatically signals enemy forces to 
converge on you.

Inmater - Larger and more deadly than the Sludge Minion, they pack a long distance 
laser as well as a drill for an arm.  Whatever you do, keep your distance.

E1M6: Icelab

Enemies
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