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E AREDA ETERITAL 

No one knows who they are or where they came from. All that is known is that a 
race of multidimensional creatures called the Vadrigar created the Arena Eternal for their 
own reasons. 

Bee 

The arenas exist to bring together the greatest warriors 
in the history of the universe. The Vadrigar select only 
the best fighters and place them in the arenas to fight, 
to kill, and to die. The battles are endless. 

~ 

The Vadrigar have their reasons for these combats,-and for tabulating the results. 
However, the reasons are not important. What is important is that now you are in the 
zm =j Arena Eternal. You fight, you die, and you rise to fight 

| again. You must kill or be killed, and you will do both 
as you battle through the arenas. 



row fs Quake III Arena 

DIFFERENT? eg 
eats 

Players expecting Quake III Arena to be a repeat of the 
earlier versions of Quake are in for a big surprise. 
Unlike other first-person perspective games, Quake III ; x 
Arena doesn't have the normal cast of enemy crea- ime 
tures. Instead, Quake III Arena is purely a game of 
- i valcsleeci 

This fact makes even 
the single-player ver- 
sion of Quake III 

| Arena very different 
from other games in 
the genre. For | 
instance, there aren't 
dozens of enemies 

| waiting for you on a 
' given level. Instead, 
| there’s a handful of 
opponents moving 
through the level and 
searching for you. Re Ee ee 

Another significant — 
difference is that, 

| except in certain mul- 
_ tiplayer games, it’s 
every man for him- 

4 self. The computer- 
| generated enemies or 
| other human players 
| don’t gang up on 

|, you—they’re looking 
to kill each other as 

| much as to kill you. 



‘f a 
% : a A major additional 
yk % change is that anyone 
¥ i currently on a level 
poy. .; can use any of the 

P s\ & items there. You may 

- ". be used to killing off 
wi monsters and then 
Bul grabbing caches of 

health and ammuni- 
tion. Now your enemies can run off with those items. 
Anything can be picked up by anyone. 

> 
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Fe ot There are other dif- 
ferences as well. 
Everything, from your 
recently killed ene- — 
‘mies to the grenade 
launcher you just 

| grabbed, respawns. 
continually through- 
out the level. This is 
good for you in that — 
items you need 

regenerate eventually. 
It’s bad in that the 
same is true for all 
your enemies too. 



Fiow To USE THIS BOOK 

There are a number 
of strategies that : ¢ 
work on eachofthe 
maps. This book cov- 
ers a number of pos- 1 
sibilities for each uy hee 
map and shows you | 
the important loca- i 

RE oe ag —— tions, both for finding  —__ 
items aiid a combat. ree to attack, k mete to ‘leteata yourself, good sniping positions— . 
all of these are covered. rt 8 4 

The one thing this 
book cannot do is 
play the game for 
you. Knowing where 
to find a railgun and 
a good sniping posi- 
tion doesn’t make 
you invincible, or 
even viable. You must 
know how to use the *™ 
railgun and be able to do it in combat, 
when split second reactions and pinpoint accuracy are critical. The red armor can't 
help you if you don’t survive long enough to get it. 

Think of this book as a fav guide. It can show you how to get to places, important 

things to see, and things to avoid. It can’t teach you how to drive. If you want to improve 

your game, you must practice, both on your own and in combat against other human 

players. You'll take your lumps and pay your dues, but if you are dedicated, this book can 

point out the way to Quake III Arena dominance. 
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CHapter 2 Werarons anb Items 

YOUR WW EAPONS 

Cs; AUNTLET 

The gauntlet is one of your default weapons. When you 
are completely out of ammunition for every other 
weapon, the only thing left is the gauntlet. Usable only 
at extremely close range, the buzz saw attached to the 
gauntlet does decent damage. However, it’s almost 
impossible to use in the frenzied battles ahead. You 
should only use this weapon when absolutely neces- 
sary, and you should almost never get to that point. If 
you do frag someone with this weapon you recieve a 
humiliation award. And at the end of the level you 

recieve a medal. 
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a 
Gea = JTLACHINE Gum 
wh S Your other default weapon is the machine gun, a much | — ist piece sith 18 

i. “A more useful tool than the gauntlet. What the machine | 

ty and rate of fire. The machine gun is relatively accu- 
rate and can chew through enemy armor and health 

¢ quickly. Whenever you start a level or respawn after 
_& — dying, this is your available weapon. Always try to get a 
& more powerful one quickly, but the machine gun is OK 

s % gun lacks in raw power, it makes up in bullet availabili- 
by Sy 

bj 

until you find something better. 

Tip | 
While all other weapons (except 
the gauntlet) are better than the 
machine gun, it is good for straf- 

«tes < 

ing attacks because its rapid-fire 
capabilities allow you to deal out 
a lot of destruction very quickly. 
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CHAPTER 2 WEAPONS anb 

SHOTGYT 

The next step up from the machine gun is the shotgun. 
Despite its slow rate of fire due to its considerable 
reload time, the shotgun offers a lot of bang for the 
buck. From a distance, the shotgun causes some dam- 
age, but at close range it can shatter an opponent with 
a single hit. On levels designed for close-quarters fight- 
ing, this is one of the best weapons in your arsenal. It's 
also great when you encounter enemies too busy with 
each other to notice you moving in for the kill. 

Shotguns appear on virtually — 
every level of Quake III Arena, so 
get used to using them. The shot- 
gun is also your safest weapon 
because it can dish out tremen- 
dous damage without the nega- 
tive splash damage of the rocket 
launcher or the BFG10K. 

ft way your fast {rae shou wkeydar! aemlar sm wot imprisned, steydor, i ae screenshots/shot0059, toe 
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(SREMTADE LAUNCHER 

Perhaps your least predictable weapon is the grenade © 
launcher. Unlike your other weapons, the projectiles 
fired from this one rattle around on the ground for a 
few seconds before they explode. Because of your 

-.» enemies’ speed, timing the grenade explosions is 
. & extremely difficult. Use the grenade launcher when 

“JL you have the advantage of height, particularly above 
%%; —<\. well-trafficked areas. Its biggest value is its potential 
Lape" for surprise. 

Tip 
The best place to use a grenade 
launcher is from above. That way, 
you avoid taking any splash dam- 
age from the explosions, and you 
can blanket a lower area with _ 
enough grenades to seriously 
damage everyone in the vicinity. 
Grenades explode on contact if 
they hit a foe before they bounce. 

1 ge & TES 
‘ PS Ree rong 
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ROCKET LAUNCHER 

The rocket launcher is one of your best friends in com- 
bat. It fires at an incredibly fast rate, and the rockets 
can shred any enemy with just a few hits. Even better, a 
near miss still causes damage from the explosion. 
Unfortunately, if you use this weapon at close range, © 
you also take damage from the resulting explosion. | At 
medium and long range, however, there’s nothing’ much 
better than the rocket launcher. 

Because the rocket launcher 
offers tremendous splash dam- 
age from the exploding rockets, 
you often cause more damage by 
aiming at the ground near ene- — 
mies, rather than directly at 
them. Though a direct hit causes 
more damage, shooting the 
ground (or a wall directly behind 
your enemy) causes damage 
more consistently. 

VEYA det 
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LIGHTHING Gun 

One of the new, exciting weapons in Quake III Arena is 
the lightning gun. This weapon discharges incredibly 
powerful bursts of pure electricity that can destroy any 
opponent. The lightning gun is less common than many 
of the other weapons, and ammunition is difficult to 
find. When you have the lightning gun, use it and don’t 
horde the ammunition. 

Tip 
The lightning gun has a relatively 

eri Your odor betrays 4 

short range; use it when things 
get up close and personal. 
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KAILGUA 

The railgun is one of the most powerful weapons avail- 
able. The slugs it fires are extremely effective, ripping 
through the enemy and causing tremendous damage. 
They are also quite fast, which means you can hit with 
them accurately from a good distance. Unfortunately, 
the railgun cycles very slowly, so you only get a shot off 
every second or so. It’s a tough weapon to use well, and 
it requires a lot of practice. Once you get the hang of it, 
though, it’s a good find. 

Tip 
No other Quake Iil Arena weapon 
requires as much practice as the 
railgun. To help your aim, use the 
zoom function to get a closer look 
at your target. Practice with this 
weapon whenever possible in the 
single-player game to get a feel for 
it. In the hands of a master, noth- 
ing is as deadly. Two railgun hits in 
a row earn an impressive medal. 

2 1 
You fragged Slash 

a AST “deh with 14 

dvuatod Slaw 
Les omy 

You f Widnse! 
‘st pine! Ave 

arkame *& 



i. an ae YyUAKE [][] ARENA 
ill Prima’s OFFICiAL STRATEGY GUIDE 

Plasma Gun 

Along with the machine gun and rocket launcher, one | 
of the more reliable weapons is the plasma gun. It com- | 
bines the rapid-fire capabilities of the machine gun 

with a whole lot more power and devastation capabili- 
ties. The plasma gun can rend an enemy with a few 
hits, and thanks to its great rate of fire, it can track 
speeding enemies down and rip them apart. 
Ammunition is somewhat common on levels with the 
plasma gun. 

“ 
? ‘ 

a 

wey Aes 

ied : uae 

eet \ Hip 
Think of the plasma gun asa . 
more powerful version of the 
machine gun. Both offer a similar 

ayes Fate of fire, but the plasma gun 
awe has additional splash damage and 
Ni much higher damage potential. 
ee Because this weapon does more 

damage than the machine gun, 
and because ammo tends to be 
less common, fire short bursts 
instead of continual streams of 
plasma charges.  - 
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The heaviest hitter available is the BFG10K, a big 
freakin’ gun that hits harder than anything else out 
there. Naturally, this is an incredibly rare weapon and is 
available only on a few levels. The BFG is almost always 
difficult to find, usually accessible only by locating 
secret areas. Ammunition is also rare. This weapon fea- 
tures a tremendous blast radius and is capable of killing 
virtually any enemy with a single hit. 

Tip. oe 
If you remember the BFG from earli- 
er ID games, you may be surprised 
when you first use it in Quake III 
Arena. The new, improved BFG10K — 
fires instantly instead of needing a 
few seconds to charge up. It still 
does incredible amounts of damage | 
and features good splash damage 
potential, but the range of the 
splash damage is smaller. The BFG 
now also features an excellent rate 
of fire, and each shot uses only a 
single charge. 

‘Note ee 
Details on BFG jumping can be found i in Chapter 3. 

“s BFG " 
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OTHER [Tems 

ARMOR 
: Armor items prevent some of the damage you take from enemy weapons. Gathering 

iy =. armor should be one of your priorities, ranking just behind finding a good, powerful 
, weapon. Even though a full complement of armor won't stop you from being killed by a 

massive assault, it can deflect enough damage to keep you alive and fighting longer. 

RSs : nee ad a 

: ' Note 
A 

It is possible to have over 100 points of armor. When you do, the _ 
points in excess of 100 slowly deteriorate, at the rate of about one 
point per second. eS 

gee yok NEE Va 

7 ARMOR SHARD 
These small shards give you a few armor points. One 
isn’t worth much, but you generally find shards in 
groups of four or five, which makes them well worth 
getting. Don’t risk getting killed to grab armor shards, 
but try not to pass them up when you spot them. 

ComBat ARMOR 
The yellow suits of armor are a welcome sight. When 

, ~you grab one, it adds 50 points of armor to your total. 
These are relatively common and are worth getting 
whenever you spot them. 
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BobDY ARMOR 

|| Body armor is not very common in Quake II Arena, and 

with good reason. It instantly adds 100 armor points. 
| When you spot body armor, go for it and be prepared to 
__ battle for it. It camkeep you alive through a lot of 
| enemy damage. 

Heatty Items 
When you are wounded, nothing looks better than a cache of health items. You can 
always be brought back to full health with a few of these items. Learn where they are, 
and go to them when you take damage. 

Note 
It is possible to have over 100 points of health. Like armor points, the points 
in excess of 100 slowly deteriorate, at the rate of about one point per second. 

CG REE CROSS 

| When you grab a green cross, you regain five points of 
health. In addition, green crosses generally appear in 

| groups of four or five. Even better, these items can take 
) you above your normal maximum of 100 health. Never 
| pass them up. ZS 

Tip oe 
Unless you are on the run from 
someone hot on your trail, always 
pick up any green crosses you see. _ 

Sk 
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eis YELLOW CROSS 
Saad a ? poe Se ¥ ‘ Yellow crosses are pretty common. Each one you grab 

gives back 25 health points—up to your normal maxi- 
mum of 100. 

Ge eS 
Es 
OEE 

COLD aROSss 
Gold crosses are 
about half as common 
as yellow crosses. They 
are also twice as effective, adding 

_|) 50 health points to your total—up to your normal 
maximum of 100. 

m he 
a 

! 
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POWER-UPS fap 

x On every level, there are several special items that appear in particular areas. These 
Leen” 8 items give you special powers and abilities that can make you tougher, harder to hit, or 
Z much more powerful. These items are especially prized, so when you get one, eaprot it. 

All of these power-ups last for about 30 seconds unless otherwise noted. 

if you are killed while using a special item, your enemies can get it 
from you. Guard special items carefully. 

BaTtLe Suft 

Battle suits are most frequently found on levels where 
lava or slime is common. When you grab a battle suit, 

; # you can ignore the effects of slime and lava and run 
& through both without taking any damage. More impor- 

tantly, this item also prevents you from taking splash 
damage from weapons, like rocket launchers, fired in 
your vicinity. When you have the battle suit a golden 
shield surrounds your body. 
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You can travel in the more danger- 
ous areas of a level with the battle 
suit. This allows you to attack ene- 
mies from angles and nirections 
they may not expect. 

THEG aH ALTH 

When you grab a Mega-Health, you instantly receive 100 | 
health points. This is added to your total, regardless of 
what that total is. Therefore, if you snag it at full health, 
you have double the normal amount. 

Note 
Unlike the other power-ups, the 
Mega-Health’s effects last until 
you take damage. However, if 
the Mega-Health takes you 
above your 100 point maximum, 
those extra health points a 
slowly deteriorate. 

QUAD LIA TW GE 

The Quad Damage icon does exactly what 
the name implies. It greatly multiplies the 
damage your weapon can cause. This is 
devastating with any weapon. When used 
with more powerful weapons like the 
rocket launcher or the lightning gun, you 
can kill even the most roman enemy in 
a hot second. 
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You fragged emia 
1 >| place with 14 - When you have the Quad, a glowing 

tate. shell covers your body. Look for ene- 
a a 

5 ae o 

pete 
_ mies with this effect on them and 
__ stay out of their way. Or, kill them 
and get the Quad for yourself. 

Se 

7 
* 

2 ae REGENERATION te pe 

r 

nd 
- a 

3 

= oN 

i 
TT; 

3% 

i 

= 
= 
ok 

The regeneration icon works similarly to the Mega- 
Health, but it adds health slowly over time. When you 
get this item, it tacks on five health points every second 
or so, and it can increase your health above the normal 
maximum of 100 points. While it doesn’t have the 
instant effect of the Mega-Health, it can often add more 
points to your total over the long haul. 

When the regeneration icon wears off, you retain the health, 
but this slowly dissipates over time. 

kKiAGHT 

The flight icon puts you above your enemies in a real. 
way. The effects of this icon last for about 30 seconds, 
and from the air you can hit your enemies from posi- 
tions that make it very difficult for them to retaliate. 

~| Flight is only available in multiplayer games. 
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When you start to hear the flight icon wearing off, head for the 
ground or suffer the effects of a potentially long fall. 

| Hast E 
= 

One of the best ways to protect yourself is to keep 
moving and use your speed to make yourself more 
difficult to hit. The haste icon doubles your speed, 
which makes you an even tougher target than normal. 

ae 
eS 

Pg a 
=) 
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LTIVISIBILITY 

Invisibility icons aren’t too common. When you get one, 
you're shrouded and nearly impossible to see—you look | 
like a shimmering haze. Enemies can still spot you but 
are less likely to do so. Therefore, they have a much 
tougher time hitting you. 

Standing still negates the useful- 
ness of invisibility. When you have. 
it, keep moving and keep your 

_ enemies guessing. 
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Bis PERSONAL TEI EPORTER 

Soh 4 The personal teleporter acts like the teleportation por- 
“ »\‘~« — tals you find in many of the arenas, with a few differ- 2 dah gir 

ss ences. First, it can be used whenever and wherever you 
want. Second, it teleports you randomly to a respawn 

8 point on the level. If you are in trouble, you can use 
be ¢* this item to get out of danger, but the teleporter might 
> +" pull you out of one tough situation and drop you into 

another one. This item remains in your inventory until 
you use it. : 

md a 
- 

ae 

peas Sat As 

Tip 
On levels that have Fog of Death or a Void, keep the personal tele- 
porter in case you fall off the side. Often, this is the only way to 
save yourself. 

IHLeED KIT 

The medkit syringe, like the personal teleporter, 
remains in your inventory until you use it. When you 

»| trigger it, you immediately return to full health. It’s 
= 4 reat insurance policy, but make sure you get 

out of harm’s way after using it, or you'll only 
delay the inevitable. 
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CONFIGURING YOUR GAME 

The single most important set of decisions you make in Quake III Arena is determining 
the configuration of your controls. How you control yourself in the game can make the 
difference between playing well and getting fragged. 

There is no one right way to configure the controls. Talk to 100 Quake" players, and you 
will get 100 different configurations. The most important thing is to make sure that it 
works for you. The basic idea is to get all of your most important commands in the same 
area of the keyboard so you can access them easily. You don’t want to have to hunt for 
the right key to jump or use your personal teleporter in the middle of a firefight, because 
that’s what gets you killed. 

In addition to keeping the keys accessible to you, make your configuration comfortable 
to use. Design your configuration in a way that makes sense to you. If the mouse button 
in other games you've played fires a weapon, use it the same way in Quake III Arena. If 
you are comfortable using the cursor keys for movement, configure them the same 
way here. 

Don't ever give up the mouse. Using the mouse is the fastest way to look around the 
environment. A mouse button configured to shoot gives you a very natural combination 
of looking and firing at a particular target, almost like pointing and clicking on 
your desktop. 

Similarly, you may want to set the Always Run option on. In most cases, running is the 
preferred method of travel since it allows you to cover ground faster. This gives you more 
speed to-pursue enemies and get away from them. The instances when you do want to 
slow to.a walk are rare. a 

Note 
Running, while considerably faster than walking, is also considerably 
noisier. The largest benefit to walking is that it is silent. 

The game automatically saves your control selections to a configuration file that is stored 
in your Quake III Arena folder. Switching your key configuration when you start playing 
isn't much trouble, but changing it once you have gotten used to another forces you to 
suffer a long relearning process. Once you are happy with a particular configuration, 
make changes only when absolutely necessary. 
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ITLOVEMENT Basics 

In Quake III Arena, shooting accuracy is incredibly important, as is knowledge of the 7: 
arenas. However, the most important thing is knowing how to move. Mobility, along * 4 
with accuracy and knowledge, is key to Quake III Arena success. It seems so basic that . % 
it’s easy to forget. a 

WALKING AMID RUNMING@), =e 
In general, you should keep moving in any of the 
arenas. Standing still does make it easier to aim, but it 
creates a number of significant problems. First, when 
you aren't moving you are a sitting duck for anyone 
who wanders into the area. There’s nothing that a 
good Quake I/II Arena player (or one of the computer- 
controlled characters) likes to see more than an enemy 
standing still. This is the biggest drawback to staying 
in one place. 

There are a few other problems associated with not 
moving. One is that you tend to encounter fewer ene- Ror Vou trasced P 
mies, which means fewer opportunities to score frags. | 
A player standing still might see one or two opponents 
run past, but a player actively running through the 
arena might have half a dozen encounters or more. 
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The other problem is that by standing still, you don’t 

run across any new items. If you never move from a 

particular location, you never get more powerful. You 

must keep moving if you want to improve your stock of 

weapons, heal, and gain armor. 

Sy Stripe was electroceted by 5 

You frassed Srciies U M1 PI [] G 

Ee Much of your strate- 
\) ay ¢ gy in Quake III 

spite Arena is naturally 
focused around 
avoiding damage. 
Jumping is one of 

"| the best ways to 
keep yourself from 
getting fragged. 

[Oger jumps 
Jumping certainly can help you move from place to PAN w 
place'more quickly. Jumps over low walls, down stairs, og 
or up stairs help you move across.a map much more _ 
rapidly. Even hopping on flat ground makes you move 
forward more briskly. 

Tip 
Practice, practice, practice. Getting used to jumping constantly is 

_ difficult, but it is one of the most prorat? basic strategies to 
improving your game. 
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The other reason for jumping is that it helps you avoid splash damage from some 
weapons. Many players, especially other human players, aim weapons like rocket launch- 
ers and the BFG1OK at the ground near you instead of directly at you. Their hope is that 
rather than being hit with the weapon, you'll be damaged and killed by the impact of the 
weapon against the floor or the ground. 

Jumping around helps 
you avoid this sort of 
damage. By keeping 
yourself in the air as 
much as possible, you 

| avoid much of the 
|. splash damage that 

would have affected 
you if you were still on 
the ground. The addi- 

-.| tional speed you have with the jumping also helps 
you close the distance between you and your enemies, 
forcing them to change weapons or risk blowing 
themselves up. 

Bounect-Paws/anp 

ACCELER@T YON Paps 
Bounce pads appear both on the ground and on angles 
on many of the maps. Running into or over a bounce 
pad sends you into the air. Each bounce pad has a par- 
ticular trajectory; some send you directly into the air 
while others send you sailing off at angles. 
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Bounce pads not only have a set trajectory, but the nature of your 

jump causes you to pause at the apex of the bounce. You are a sit- 

ting duck for a skilled railgun user, and you are open to being nailed 

with a number of other weapons as well. 

Sy * if you don’t want to use a bounce pad set in the floor, you can 
Cm jump over it. 

Acceleration pads look like ramps to nowhere. Stepping 
onto an acceleration pad launches you across the 
map to a location on the other side. You often find 
acceleration pad leaps over deadly terrain. Usually, 
these jumps take you to a particularly powerful 
weapon or power-up. 

Acceleration pads launch you 
over canyons toward 
important objects. 

Two important techniques to learn and perfect are the 
rocket jump and the BFG jump. In addition to being 
useful.as weapons, both of these items can help you 
reach hard-to-find sniping positions. 

There is a trick to executing a rocket jump and taking as little damage as possible. To 
perform this maneuver, point your rocket launcher at the ground, then jump. As soon as 
you jump, fire the rocket launcher straight into the floor. The force of the explosion sends 
you flying into the air dozens of feet higher than a normal jump. 

Ba” Bn 
Stripe ate Keel's rocket 

Keol blow himsell up. 

ee ght eon? i ad 

" we 0) Se be | 

A rocket jump allows you to get much higher above the ground. | 
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‘Tip 
While you can rocket jump by leaping and firing the weapon simulta- , ; \ 
neously, you take a tremendous amount of splash damage from the 
rocket. Always jump first to avoid the damage. | 

Rocket jumping can be used to find some good sniping locations. It can also be used to 
facilitate moving through a map much more quickly. In general, you can rocket jump up 
about 15-20 virtual feet. This allows you to go up from a lower floor to a higher one with- 
out the need for a staircase or ramp. 

Tip. 
You can often find health items : 
immediately after rocket jumping 
up to a higher floor. This negates 
the health losses from the jump, 
making it a very worthwhile _ 
effort to move from place to — 
place this way. 

You take no splash damage from rocket jumping if you are wearing | 
the battle suit. 

|) For an even higher jump, rocket jump off a bounce pad. 
The trick here is to fire the rocket launcher directly into 

| the center of the pad just after you bounce off of it. 
) This sends you up to locations much higher than you 

could reach normally. Some areas are inaccessible” 
| except by rocket jumping off a bounce pad. 
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You can also increase the height of your jump with the BFG10K. To perform a BFG jump, 

= Oe simply use the BFG in place of the rocket launcher. This takes you much higher than the 

rocket launcher, but you also take more damage. 

Be very cautious when rocket or BFG 
jumping while you have the Quad. 
You must be at virtually perfect 
health and be nearly flawless in your | a 
technique just to survive. > RH & FR 

Take care when jumping 
with the BFG10K. 

15[-9] 4 

Since jumping is so critical to your success, it follows 
that learning to control yourself while in the air is 

3 equally important. Some maps rely heavily on accelera- 
tion pads and bounce pads. However, against good 

, a players, your trajectory off these pads is known and 
“F leaves you wide open to a railgun shot. The solution to 

this problem, as well as a way to help you land where 
you waht-to go, is air control. ; 

"Gg a> ¢ -s 408 Air control works exactly the same way as movement 
on the ground. If you want your jump to carry you for- 

. |“~~ ward, hold down your forward movement key. If you 
j j +. don’t want to cover as much distance, pull back. You 
—™.> can also move to the left and right and turn in either 

© direction when you are in the air. 

}, Air control is perhaps the single most important aspect 
“» Of movement to practice—next to rocket jumping. In 

“». 3° ~ fact, proper control of yourself in the air is critical to 2c Ee 
“> «i! rocket jumping and BFG jumping accurately. Work on While your w brajectory i is set 
~ | # changing your direction off bounce pads and accelera- from an acceleration pad, 

t tion pads so that you can use them with less chance of You can easily alter where you being nailed by a good player. land with air control, as shown : 
in the second picture. 
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SbHOOEHIG Basics 

Movement is all well and good, but you won't score any 
frags unless you actually start firing your weapon. 
Learning how and when to fire—as well as what to 
fire—will help you score the necessary number of frags 
to pass any arena. 

STRAFIHG 
New players tend to attack Quake III Arena in a very lin- 
ear way, moving straight ahead or straight backwards. | 
When these new players spot an enemy, they run right | 

for them, and when the battle turns sour, they retreatin |§ ~~" 
a straight line away. Both of these techniques will get | 
you killed by a good, or even average, player. The most 
important fighting technique to learn is strafing. 

SIDYEATO-SIDE STRAFING 
The simplest method of strafing is simply moving side- 
to-side. While firing in one direction, hold either the right or left movement key, your 
sidestep keys. This causes you to step out of the way of any incoming fire that was aimed 
at your previous location. You can bob from side-to-side while firing to become a much 
more difficult target. 

| The idea behind the strafe is that you can keep your 
weapon centered on your target while moving out of 
the way. Turning and _.... : 
running prevents you |) 
from retaliating 
against any enemy 
that isn’t directly in 
front of you. By 
sidestepping or 
strafing, you can con- 
tinue to fire back at 
your enemy. 



Sa YUAKE [[] ARENA 
Prima’s OFFICIAL STRATEGY-GUIDE 

While you can strafe and sidestep in open terrain, it is much more useful to do so when 

there is cover. Small alcoves in hallways, pillars, statues, and other aspects of the arenas 

provide some protection from enemy attacks. You can pop out, take a shot or two, then 

duck back into cover where your enemy can’t see you. Statues and pillars have the added 

benefit of getting in the way of rockets, BFG shots, and plasma, meaning that you can 

also avoid a lot of splash damage this way. 

Tip : 
To make yourself even harder to 
hit, try jumping and strafing at the 
same time. Getting used to moving 
in one direction, jumping, and fir- 
ing a weapon all at the same time 
takes a lot of practice, but doing so 
pays dividends. : 

CIRCKEAST RA FING 
A step up from the simple sidestep is strafing in a circu- |; 
lar pattern. Here, you not only move to the side as you 
fire, but you change the direction you are pointing, 
forming a roughly circular pattern. Doing this, and 
keeping your view centered on your target, allows you 
to deal continual damage on an enemy while present- 
ing a much harder target to hit. 

a 
You fragged Sorlag 
ist place with 16 

Doom 

oe at can draw a circle around an enemy, it’s time 

_to include the forward and backward movement keys in 
your strafing. Now, instead of simply moving from side- 
_to-side or in a circle, you can either approach or retreat 
from an opponent while continually changing the direc- 

| tion you are moving. 

The most important thing in strafing and circle strafing 
is to learn to be unpredictable. If you always strafe to 

the left, your opponents (especially human ones) will figure this out and expect it. Learn 
to strafe in a relatively random pattern to avoid falling into a rut. 

Pie ES OE ET a a Tema ee FO a: He pS. ai. & FR Fe. P ay 
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Tip : 
Mix random strafing with moving 
forwards and backwards and 
jumping, and you will present your 
enemies with a very difficult forget 
to hit. 

SH 1 PIMG 
There are times when you want to take a short break : You {ranged stripe 
from running around a level and wait for an enemy. —s | ee 

Setting up an ambush is something of a challenge. E gs 
While you often get the jump on an enemy, you can find | 
yourself sitting flat-footed when a powerful opponent | 
runs in and starts firing. 

Still, there are cases when sniping can pick up a few 
good kills. Whether you find a particularly deadly spot 
thanks to a good rocket jump, or locate a darkened cor- 
ner with a good view of a desirable item, camping out — 
and waiting can sometimes pay off. 

“| There are two important aspects to sniping effectively. 
| The first is to find a good sniping location. The perfect 

sniping spot is high up, shrouded in shadows, offers a 
good view of the arena, and is protected from at least 
two sides. The high vantage point allows you to rain 

| death down on your 
enemies while 
remaining a more dif- 

| ficult target. Shadows 
‘naturally make you 

harder to see, which 
adds to the element 
of surprise when you 
hit an enemy from 

| seemingly nowhere. 
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i You want to have a good view of a large area from a 
sniper’s post, or at least a clear view of an item that all <S Send Pee a EC 

oe ‘of the other players want—the rocket launcher, the L., 
; we Quad, or what have you. Sniping over a shotgun doesn’t | 
*\. =. _ usually pay the same sort of dividends as sniping over 
yA a more powerful weapon. Having a large area simply 

presents you with more targets. 4 es 

s Wh The other requirement of a good sniping post is that it 
should be at least partially protected. Since you are 
concentrating your view on a particular location, you 
are open to having someone come up behind you and 
frag you with your back turned. The best sniping posts 
are accessible only by rocket jumps, which keeps other 
players from shooting you in the back. 

es 
a j 

oe 

AE 
ek 

Stare 

, 

The other important 
element to sniping is 
finding the right 
weapon. Without 
question, the railgun is the ultimate sniper’s weapon. It 
requires precision, which is easier to accomplish from a 
position where you aren’t moving and shooting at the 

>> same time. Additionally, the railgun projectile is an 
instantaneous hit from across the map. Firing at an 
enemy hundreds of virtual feet away with the railgun 
hits instantly, while other weapons take several seconds 
to get where they are going. 

You frassed Cadavre 
‘> place with 4 
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Because of its splash radius, the BFG also makes a good 
sniping weapon. In spite of its much slower shots, you 
can snipe quite effectively with the rocket launcher if 
you are patient and can lead your targets. 

Tip 
Because of the nature of the 

weapon, the grenade launcher 
can also be an effective sniping 
tool. While it is generally less 
accurate than other weapons, its 
ability to completely blanket an 
area with explosions should not 
be underrated. 

TERRAITI BASICS 

Terrain plays a major part as you move through the arenas of Quake III Arena. The ground you 
walk on comes in a number of important varieties. Some terrain is equipped with gaps that 
allow you to fire at enemies through the floor. Other terrain is noisier when you walk on it. 
Some terrain is deadly or even fatal if you walk across it. You must keep aware of the terrain in 
the area. Knowing its characteristics can literally save your life. 

[IORM ART ERKAIA 
Most of the terrain in Quake III Arena is safe to walk on. With few exceptions, your 
speed over normal, flat terrain is standard whether you are running on stone, concrete, or 
metal. There are some differences in these terrain types, but not in terms of your ability 
to act B5rOss them. : 2 

FNOORS | i 
Level ground is the rule rather than the exception in the Arena Eternal. While s some levels he 1 
look to be made up of nothing but endless staircases, the fact is that flat terrain is by far © tay. 
the most common element of all of the arenas. Naturally, you spend most cas your time oy 
on these areas. 
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There is no significant difference between the floor 
types when it comes to movement. You're just as fast 
and just as able to jump when running on a stone floor 
as you are on a metal floor. In terms of practicing or 
fighting, anything you can do on one type of flooring, © 

you can do on another. 

Tip 
The main difference between ter- 
rain types is simply the sound you ~ 
make when running across them. 
As you might expect, moving along 
a metal floor is much louder than 
running on other types of material. 

BRIDGES 
Bridges are common in the game. In most respects, 
bridges are no different from standard floors, except 
that there are no walls to your sides. This has both ben- 
efits and problems. The biggest problem with being on a bridge or catwalk is that it’s 
easy to all off the side. For bridges suspended over normal terrain, this isn’t much of a 
problem. However, many of the bridges in Quake I/II Arena run over slime, lava, and the 
red fog.of death, where falling in is even more harmful to ie score than taking a Quad- 
powered rocket tothe face. = —- 

The benefit to bridges is huge. Most (though oy no means all) of the bridges you 
encounter are above the surrounding terrain, or at least on the same level with the rest 
of the terrain. The lack of walls makes i it very difficult a 
for your enemies to damage you with splash-effect 
weapons, like rocket launchers and plasma guns, since 
there is no wall behind you for them to target. 

Mint 
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Bridge positions over the main 
area of a level are particularly — 
powerful. Enemies below you need 
to hit you directly with their shots — 
Since they are unable to target the 
floor next to you. 

STAIRS AHD Ramps 
_ Stair and ramp areas are much like normal floors and 
bridges in terms of the material of their construction. 
Your movement across them is considerably different | 
though. Stairs and ramps slow you down to some extent | 
to reflect the added effort required in climbing them. 
You are almost always a little less mobile in these areas" 
than you are on flat terrain. 

Tip. . | 
Because stairs ciuah ramps slow you 

down, jump up or down them. This 
is especially true for shorter stairs 
or ramps that can be cleared ina 

single leap or pair of jumps. ' QOD omeraue 

i hire was mojted by Me 
p Patriot: Providence mus 

Darr Rods ERRAIN 
There are many ways to get hurt or killed by the terrain. 

Some of these are a function of the terrain itself, and 

one way simply depends on how you interact with the 

terrain. wee qiscuse his first. 

ARENA Basics 
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a@ | Ge, Note 
Any time you are killed by terrain, haa have a frag taken 
away from you. 

~~ Ls 

PESTA 
FALLING 
You can fall about the equivalent of a single story, or a 
level, without ill effects. Longer falls strip away some of 
your health. Generally speaking, even the longest fall” 
only takes away about 10 points of health, and most 
long falls only strip a point or two from your total. In 
general, you don’t need to worry about falls unless you 
are badly wounded. Still, fall enough times and you can 
end up in a body bag. 

aS eT 

F 

You fragged Bones 
\ «place with 3 

* < & ones 

AY AOI S ¢ 

LAVA. BFERA LIME 
Slime is green while lava is red. Any time you walk 
through or fall into slime or ns you start losing health 

, immediately and rap- 
idly. However, lava 
does more damage 
than slime. The battle 
suit is the only way 
to travel in lava or 
slime safely. 

oe When you fall into lava or slime, 
start j jumping immediately. Move 

» as quickly as possible to solid — 
* ground. While you'll be badly dam- 
aged and easily killed by the next 

__.. person to see you, at least you 
won t nore a frag taken ‘away. 
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Hy PORE DEATH 

Tip 
While the fog of death is fatal 
if you fall in, don’t be afraid to 
jump over it. You often have 
more than enough jumping 
ability to clear the fog, and this - 
is sometimes the fastest way to 
move from place to place. 

CVIFER SPACI | 
On the highest tiers in the Arena Eternal, the maps fF 
occur in outer space. A fall into outer space off the side | 
of an arena is another sure way to die. This is similar in 
many ways to the fog of death, but the falls here tend 
‘io be quite a bit longer. If you've got the personal tele- 
2orter, you have an excellent chance to use it before 
fou are killed by the fall. 

_ On the highest-tier arenas, be 
_ extremely careful around the © 

_ edges of the maps. These maps 
feature only small lips around the ~ 
edges, not high walls, so ifyou 

aren't careful, you can run off the - 
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Y es Wl 

: 1 
DRoOwnInNG 
Several of the arenas contain pools of water that you can swim in. Generally, you should 
do at least a little swimming because these pools usually contain valuable items. 
However, you can only hold your breath for so long. After a little time spent underwater, 
you must surface to catch your breath. Like falling damage, the initial stages of drowning 
don’t take away too much from your health total. However, once you start taking dam- 
age, head to the surface as quickly as you can. If you are at full health, you should have 
little problem exploring any body of water with time to Spare. 
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Unlike the previous Quake games, Quake III Arena contains no “monsters.” Instead, you 
fight against characters using the same weapons and who are subject to the same prob- 
lems as you. In each arena, you face off against at least one and as many as five or six 
enemies, each capable of pulping you with a well-fired rocket, or being crushed with a 
burst of plasma. Learn their tricks and weaknesses well because that may be the only 
thing that saves you. 

You create your own character at the start of a game. Pick the one you 
like best because all are identical when it comes to actual gameplay. 
All of the characters, when played by you, move at the same speed and 
can take the same amount of damage. So Sa oes — 

fe THe Training LeveL anp First 
eg TirR Enemies | = 

CRASH. | 

, Long ago, Crash was Doom’s instructor and helped turn him into a 
, one-man killing machine. Now, Crash’s function is to act as the trainer "for all new combatants in the Arena Eternal. For the most part, she keeps her temper and offers sound advice for the trials to come. 
However, she occasionally expresses some anger at particularly 

. slow students. 
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» : 2 LATIGER: 
es Ranger has paid the ultimate sacrifice for his world. Trained to " 

a. ape protect the Earth at all costs and dedicated to no other task, a2 
se a Ranger was sent through slipgate after slipgate, from world to 7S 

world, and from battle to battle. He survived, partly by luck : ; 
and mostly from skill. After so many battles, there is little of == = 8 
the original man left. Even his real name is gone. He knows 
his world is safe, but he also knows there is no way back 

omen home. He is resigned.to his fate in the Arena Eternal, and 
e 2 = while it’s not-what he would have chosen for himself, he 
ane Ee knows that this is his destiny, and he is determined to survive 

| & Ranger loves both the rocket launcher and the plasma gun. 
_— “= He tends to go for the rocket launcher more often, but he’s just 

&: - as likely to use either if he’s got them both. When it’s available 

he | od to him, he also likes to go for a railgun. Ranger is much 
yw more likely to throw an insult your way, and even if you 

peg him with a good shot, most of his praise is of the 
back-handed sort. 

PHOBOS 
One of the original combatants in the Arena Eternal, Captain Eldon 

“Phobos” Brock has been fighting for a long time. This marine 
led the return of troops to the demon-plagued Mars base, 
where his mission was to destroy any last vestiges of the 
demon infestation. Unfortunately, Phobos learned all too 
quickly that the rest of his team had other orders. His new 
mission is to survive in the Arena Eternal, which means 
he'll be doing his best to kill you and anyone else who er 
in his way. 

Phobos loves the rocket launcher, and he’s also prone to go for a 
railgun when there’s one in the area. He also prefers getting a 
haste icon above almost any other item, when one becomes avail- 
able. Phobos is more than a little paranoid, and this tends to show 
up in his comments during the battle. 

ae... 
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Tl YX 
Smart, sexy, and dangerous, Mynx is something of a quandary. Some know 

her from her time on the fashion runway; others know her from her adult 

film roles. A select few know that Mynx was one of the world’s top assas- 

sins—no job too tough, no job too small, no fee too large. 

Mynx adores the shotgun and never hesitates to use it. However, her first real 
_ love in terms of weaponry is the grenade launcher, which she uses in prefer- 
ence of anything else. She tends to run constantly, camping out at a particu- 
lar location only rarely. She also doesn’t usually hold a grudge when killed 
frequently by one player. Mynx’s commentary tends to be a little racier than 
most of the characters. . 

© ORBB 
The oddest-looking creature in the Arena Eternal is Orbb, a mechanical 
construct. Orbb was originally created by the Arena Masters to watch 
and record the battles. It soon became tired of simply viewing the 

combats and took up weapons to join in the fight. The second 
most disturbing thing about Orbb is its appearance—a gigantic 
eyeball mounted on the human-like arms it uses for mobility. 
The most disturbing thing about Orbb is its ability to slaughter 
anything in its way. 

Orbb is relatively comfortable with any weapon but has a pref- 
erence for the plasma gun. It also has a distinct fondness for 
the Quad and stops at almost nothing to grab it. On levels with 
Orbb and the Quad, you can often see Orbb lurking nearby, 

waiting for the Quad to appear. Orbb’s comments tend 
~merely to be disjointed attempts at conversation. 
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SARGE 
Sarge has spent his entire adult life in combat. Sarge rightfully 

claims to be a master of modern warfare, and he’s used virtu- 
ally every weapon made anywhere at one time or another. Half 
killing machine, half drill sergeant, Sarge is the quintessential 

~z enlisted man, never complaining, but doing his job and 
‘ Se plugging ahead. 

Sarge is extremely aggressive, always moving to attack regardless 
of the personal cost. He retreats only rarely. He’s also a much bet- 

a ter shot than the other enemies up to this point. Sarge is quite 
ae’ competent with the rocket launcher and prefers it to any other 

Pe | weapon. He also goes after the Quad or a regeneration icon over 
any other power-up. Sarge’s praise doesn’t happen often, so take 

< what you can get. 

i : 

THe Second Tier Enemies 

HOSsman 
Hossman is deceptive. He looks slow, stupid, and clumsy, but he is 
none of these things. Hossman is quite fast for his size, extremely 
agile, and brighter than average. And that’s just the beginning. As a 
former professional bodyguard, Hossman learned early that stay- 
ing aware was the key to surviving. He’s got the skills to keep a 
client alive, or to bump the client off if the situation seems right 
for it. 

Hossman falls about in the middle in terms of his overall aggres- 
sion and tendency to hold a grudge. He has a love for the lightning 
gun and likes the rocket launcher too. His comments tend to be 
pretty direct. If he doesn’t respect you, you'll know it. 

ear 
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ae ‘€ DarEmia 
ek a) |. ‘> The life of a bounty hunter is never an easy one; do it eu 

a eo VQ { enough and you'll see just about everything eventually. 

y : CA 4 Daemia Maria Ruiz will kill anything for the right price, and 

PF ao over the course of her career, she’s killed about everything that 

Ags walks, talks, or crawls. By now, she’s seen things that would give 
¢ /* a even the toughest career campaigner nightmares, but Daemia shrugs 
A a them off and blows them away. e, =) a) 

AEATRESS ALNEE 

Ms 
it . ..  Daemia is a very good shot, and she’s a tough target because of her 
nz. ‘4 ~~ penchant for jumping. Daemia’s first love in terms of weapons is the 
- a bes shotgun, although she never hesitates to grab the rocket launcher when 
” ie (~ "it is available. She’s not shy about using the grenade launcher either. 

bed 2 Daemia also loves the Quad, and will seek it out. Daemia takes her skills 
seriously and doesn’t much fancy your chances, even when you kill her. 

BIiftTERMAN 
What happens to a war hero badly mutated in the service of humani- 
ty? If that hero is Bitterman, he buries the past as deep as he can. On 

_ @™", =Stroggos, Bitterman released a demon inside himself and rained 
are he destruction on the Stroggs. There, Bitterman’s demon within brought 
eo i AY) revenge and retribution. On Earth, it would bring pain and horror. In 

. the Arena Eternal, it brings victory. 

Bitterman is a decent shot, no more or less aggressive than the average. 
He loves the shotgun, as well as the Quad, which he seeks out constant- 
ly. His comments betray his southern roots, and even in combat and his 
mutated state, Bitterman retains some aspects of a true southern 
gentleman. 
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(;RuoI 
Those lousy Stroggs. Sure, they were the enemy, but there was no ‘ 
reason for them to kill off the rest of Grunt’s fire team like that. 
Even that worthless lieutenant didn’t deserve to die that way. a & 
Now it’s time for all the Stroggs to pay. Unfortunately for every- 
one else in the area, Grunt can no longer tell Strogg foes from 
the rest of the world. Grunt is ready to kill anything that stands 
in his way, and at this point, he thinks anything moving is 

_ Standing in his way. 

re 

” Despite his desire to kill anything in his path, Grunt is more 
likely than most to seek out methods to keep himself healthy. 

He’s a wizard with the railgun and loves using it more than 
& anything else. However, he'll happily settle for a rocket launch- 

<> er. His comments tend to be short and to the point. 

: 

} a 

e~p TlUATER 
, = When the Sorg Clan arrived on Tau Ceti, the colonies there were rav- 

gl aged to supply body parts to the Cyborgers. Few of the original 
4 - colonists survived. Hunter is one of those colonists. She has sacrificed 

#™ her name, her past, and her future to become an instrument of 
vengeance for her people. Her goal is the complete destruction of the 

Sorg Clan. Until the last of the Sorg are killed, Hunter will know no 
peace. Her quest for revenge has been expanded to include any who 
stand in her way of destroying the Sorg. 

Hunter is well attuned to the weapons that appear in her arena. She 
has a special fondness for, and deadly skill with, the = a She 
also frequently refers to herself as “we.’ ; 

x 
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~m CORRE 
s ¥ ‘ te vy The clones of Visor (see the “Visor” section) are many in the 

4 7 
ay 

Bieri dy ~~ Arena Eternal, but few have risen to the level of Gorre. 
Ranh 3 ‘ é 

i 4 F id ” 

According to Gorre, no one‘is better than he is in the arenas, 
but there’s a reason he’s in the third tier instead of a higher 
one. He’s certainly capable of giving you a serious chal- 

oe 4 = lenge, but don’t let his constant bragging throw you off. If 

7 > i . he were as good as he thinks, he’d be challenging Xaero 
ee | a for dominance. 

‘ In many ways, Gorre is the quintessential fighter. He has no 
RN ual Ne major preferences, other than a slight penchant for the railgun 

~~ and the rocket launcher. He also doesn’t actively seek out partic- 
-..% ular power-ups and doesn’t camp more or less than average. Most 
of his commentary is about his favorite subject, himself, and unfa- 

vorable comparisons of you to him. 

oe \WRACK 
“i 4 » | Wrack has memories...somewhere. There’s not a lot left from his 

. 4) » former life, and what there is comes in bursts and flashes. He 
oa te can recall training for...something, and there are some memories 

of fighting large and nasty creatures. He can remember other 
arenas at times, although not these arenas, and the ones 

>, he remembers, like anything from the good ol’ days, were 
better. The explosions were louder and the rockets were 

bigger. Most importantly, he was better. He brags that he 
was the master of the arenas once, but things aren't like they 
used to be. 

Wrack is unusual in that he jumps less than average for a third- 
; tier enemy. He loves the plasma gun and uses it more than 
. any other weapon. Wrack’s comments drift in and out of 
» | coherence. Sometimes he knows what's going on; other 

times, he seems to be having flashbacks to an earlier time _ 
(or an earlier game). 
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ite SLASH 
: =. Slash has almost limitless street cred, thanks to her years p48 

.. \ of blading for the L.A.-based branch of the Yakuza. When av 
\ on given a courier job, no one was faster, and no one was more i a 
i 7 capable of blasting her way through obstacles. Slash has enhanced i Xa 
ay herself liberally with cybronic implants and may now be more : G 

. } machine than human. Unlike the other combatants, Slash moves on : 
¢ ® _ force skates that keep her a few inches above the ground at all 
. «times. While the skates do make her a little taller, they also make 

her a lot faster and more agile. 
.. 
¥ i 

< and the Quad, a combination that can give her a tremendous 
lead in any arena. Her comments to you belie the fact that 

s 

4 The two things Slash craves more than anything are the BFG10K 
Z 

“a 
ww Slash definitely knows what she is doing. 

a 

ATGEL 
_ When cybronics started to become the norm, it was only a matter 

ls of time before someone tried to construct the perfect companion. 
I The name of Angel's creator is lost to history, but unfortunately, 

Angel is still around. She turned on her creator and killed him 
before she was finished. Parts are still missing from Angel, 
including such niceties as compassion and mercy. What isn’t 

missing is her lust for battle and her desire to kill anything 
she sees. 

Angel prefers the rocket launcher, although she is equally at home 
with the railgun. She generally doesn’t go too far out of her way : 
for any of the power-ups. Angel is convinced of the superiority of | ~ 

her technological origin and won't hesitate to tell you about it too. 
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dg \ KLESK 
Chitinids like Klesk are part of a larger consciousness, a — 

hive mind. The constant chattering and noise becomes a 

comfortable environment. For Klesk, the chatter is gone. It 

no longer knows the hive mind. Instead, new voices have 

arisen, telling it that it must destroy the minds that churn 

~ ‘ ¥ 
a 

are ne” he 

= as 

a. ~~ 

pir bs £2 around it constantly. When it quells these, Klesk will again know 

ar ea e | peace and will become the first of a new and proud race of 

be & ; Chitinids. It fights not only for its own sanity, but for the future 

; : to of its own kind. 

Klesk is both incredibly aggressive when it has the upper hand 
sg fe and likely to break off combat if it is going poorly. Klesk prefers 
4 £ the railgun which he is quite deadly with but likes to use the 

' : plasma gun as well. Its speeches show its alien origin and 
-%, Qe __ its dependence on the voices in its head. 
‘ f 

Tanke 
The Tank Commander of Stroggos carved out a huge 
empire before being destroyed. That empire was the 

- birthright of TankJr, reputedly the son of the Tank 
Commander and an Iron Maiden of Stroggos. Still young 

and curious about the ways of the universe, Tankdr is 
consumed by hatred of his opponents and any who 
would stand in the way of his reclaiming his “right” 
to begin his father’s empire anew. His background 
makes him virtually unable to communicate except 
through the language of destruction. 

=~ 

5 Tue Fourtw TieR Enemies 

of 

Tankdr is incredibly vengeful and pursues an opponent 
with complete disregard for his own personal safety. If 

he can get the rocket launcher, he will, and the 
only thing TankJr loves more than a rocket launch- 
er is the Quad. Tanldr is completely mechanical, 

even more so than Angel, and his attempts at con- 
versation reveal this. 

4 we 
Th ere wae }) 
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Lucy 
Earlier in her life, Lucy was a prison guard, keeping the inmates in 

line. During a massive prison break, Lucy did her best to keep the 
. prisoners in line, permanently. When the riots were over, the 
| ee powers-that-be decided that Lucy had spent too much time 
‘es on one side of the bars and really belonged on the other 

side. When the system went down again, Lucy went back 
to the guns, and this time, she didn’t wait around to see 
what the higher-ups would do with her. 

There’s only one thing that Lucy treasures more than the Quad, 
and that’s a rocket launcher. She goes to extreme lengths to get 
her hands on a rocket launcher and is usually in the vicinity of 

* where one appears on a given level. Lucy is convinced of her 
own femininity and dares anyone to see differently. 

BIKER 
The boss told Biker and his gang that they had to battle the Stroggs. 
Biker didn’t see much sense in that—no money in busting Strogg 
heads. So he and his gang went back to riding their bikes and 
breaking kneecaps. Not the sharpest knife in the drawer, Biker is 
plenty tough and hostile to make up for it. More at home in a bar 
fight with a sawed-off pool cue in his hands, Biker has adjusted 
to the Arena Eternal like a hog to mud. 

Biker always goes for a plasma gun, and he can almost always be 
found in its vicinity. It's his first choice to grab and his first choice 
to use. Biker is completely unrefined and without manners, and 
even his praise is a slap at best. aaa 

a 
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PATRIOT 
When cybronic enhancements became the rage, the line of distinction 
between life and death became blurred. Patriot found this amusing, 
simply because he had walked that line for years. A vampire, Patriot 

is neither truly alive nor completely dead, but is an undead being 
_ preying on the living for food. Cybronic implants give him addi- 

ae tional power and strength to complement his already incredible 
abilities, and give him new methods by which he can drain the 

life of his victims. Still a creature of his cravings, Patriot now 
hungers for victory instead of simple sustenance. 

Patriot likes using the plasma gun and generally seeks it out in 
most situations. He also likes to take the Quad, especially when he 
can use it with his favorite weapon. He generally views anyone else 
he fights as less of an opponent and more of a snack for later, but 

~* > it’s hard not to like his approach regardless. 

ANARKI 
3 <— 

Fe Tre A - Most of the combatants in the Arena Eternal are older 
~ ie \V: than Anarki, but that doesn’t bother him. He made his 

Ay ay j (“a”) fo name as an enforcer for the Random Access gang. Once 
ean upon a time, Anarki had his own personality and his own 

ae memories. Now, thanks to the constant downloads of cybron- 
KE M ppd ic software, the real Anarki has been blended with the stolen ideas 

from thousands of people and memories of battles both real and virtu- 
{ al. There’s no distinction in Anarki’s mind between the virtual world 

_ and the real world. In fact, his cybronic implants make the world 
a through Anarki’s eyes appear like the virtual world he’s most 
fr comfortable in. 

Anarki goes through just about anything to get his hands on a shot- 
gun, including you. It is far and away his favorite weapon. He also 
always attempts to get the two power-ups that appear in his arena. 
Anarki has little respect for anything but himself and doesn’t take 
losing well. 
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THE FittH TIER ENEMIES 

=D 

Lm RAaZO R. : | e, 

~~ After the invasion of Stroggos, things on Earth were out of control. 
ee The troops of the Terran Coalition couldn't cover all of the hotspots 

at once. Local militia groups, and even biker gangs, took over 
and kept at least a semblance of order in many trouble 

“spots. It was in spots like this that Razor made aname for 
“* > himself: Never officially commended, or even commis- 4d 

sioned, many towns in the Pacific Northwest owe their . 
continued existence to Razor and his gang of Roto-Ryders. 

~ 
. 

Razor is very aggressive but will break off a failed attack to keep : : ‘ 

himself alive if necessary. He also loves to snipe. The BFG10K is ies 
far and away his weapon of choice if he can locate one. Razor is 7 ae 

ge’ boy much smarter than his background might imply, and he rarely »* 

: takes himself seriously in victory or defeat. f ¥ F 

nm a _- 

Le its 
| 
i 

: VISOR 4 
of % ht Warrior clones populate the Arena Eternal. Many come from | > 4 

+ the line of Visor, a Terran cyborg created and bred for fighting 
and killing. Where some believe Visor was synthesized from the bee 

DNA of countless Terran warriors throughout history, others believe ae 
he is simply one of the great Terran heroes himself. Visor knows oar 
the truth, and he’s not telling anyone. His entire reason for being ‘le : 
is combat, and he is very good at his job. : 1) 

* Visor is very aggressive and quite likely to hold a grudge against le 
4 a particular opponent. He tends to be pretty honorable, a 
_, though, and rarely kills an enemy who is chatting. The rocket a 

~~ launcher, followed by the railgun, is his favorite weapon. Visor tty 
‘3 _., is a no-nonsense competitor, and his comments reflect his con- i fs 
Asay q@ centration on battle. 4%) 
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STRIPE 
When you come from the streets, staying away from the _ 

gangbangers and the drug pushers isn’t easy. Stripe did 
some hard time anyway, but he did it to protect his 
brother, who wasn’t smart enough or tough enough to 
survive in the joint. It didn’t help, however, and Stripe’s 
brother ended up six feet under. They discovered that 
Stripe was covering for his brother and offered hima ~ 
deal—stay in prison or go fight. Stripe chose to fight and 

wound up in the Arena Eternal. 

While Stripe is an excellent warrior, he is more concerned 
with his own preservation than scoring frags. This may be 

a large part of the reason he favors the BFG, the Quad, and 
the battle suit, since these items allow him to either clear 
the area quickly (which prevents retaliation) or keep 
him safe. Stripe is confident but not too cocky when 
he speaks. 

KEEL 
Lance Corporal Ben Keel of the Terran Commonwealth Special 
Forces was killed on Subic 3 during the Spiker Insurrection as 
he attempted to rout a nest of rebel artillery. Six months later, 
“Keel was born. A cybronically-enhanced warrior, Keel is a 

product of alien bioengineering and Terran refinements. 
While Keel appears to be a human head mounted on a suit 
of powered armor, he is much more than simply a battle bot. 
He’s also substantially less than human. His programming 
instructs him to fight and kill without mercy or regard for his 
own safety. This is not to say that he doesn’t defend himself, 
but Keel’s instincts and his hardwired code suggest that the 
best way to prevent dying is to eliminate all opposition. 

In many ways, Keel is the opposite of Stripe. He is almost 
totally geared for the attack and rarely breaks off combat once 
it starts. The railgun is his preferred method of destruction, 
and he is more than competent with it. Keel doles out his 
respect grudgingly. 

Pe eee 4) Re ES a 4 PPE 5 P&S 
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URIE] 
Before humans came to the Arena Eternal, Uriel reigned here. 

Alleged to be descended from the Arena Masters themselves, 
. -| Uriel and his race have inspired lesser creatures to run in ter- 2 

ror from their vicious claws. For eons, nothing less than the ; 2 
Masters themselves dared to challenge Uriel. Now, this powerful 

gargoyle grows tired of combat and constant conflict. While he 
yearns for the release that death will bring, he still must defend 

himself to the death. Only one truly worthy of assuming his 
mantle can progress past-him, and this is not a mantle he will 
give up easily. 

Uriel protects himself when necessary but is prone to fits of rage 
against a particular opponent. The lightning gun and the plasma 

gun are his tools of choice, but he won't hesitate to find and 
use a BFG if one is available. Uriel’s speeches indicate both 

his desire to die and his equal desire to conquer. 

THe Sixt TiER AHD THE FINAL 

LEVEL ERERTIES 

os , Bones 
A =) Bones is a testament to the awesome power of the Arena Masters. 

. . Reputed to have been created from the bones of a long-dead warrior, 

_ Bones is an animated skeleton, even more.a member of the 

‘S: undead than Patriot or Cadavre. The burning question in the 

"minds of anyone facing Bones is, “Where do the gibs come from?” 

Bones, as an artificial undead construction, has never been truly alive - 

and has no idea of what life is like. Even more than Orbb, Bones is 

<y unaffected by the pain and suffering of others. He is an excellent 

_ warrior with any weapon. 

. Ss pen 
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((ADAVRE 
Certainly the most evil creature to populate the Arena Eternal is . 

Cadavre, an animated corpse bent on continuing the destruction he 
wrought in life. A convicted murderer many times over, no one is 
sure the exact number of victims Cadavre claimed in his lifetime. It 
is known that during a prison break, he wiped out a baker's 
dozen of victims, including eight other inmates and three anti- 
death penalty protesters camped outside the prison. Cadavre is — 

_. a bloated and evil creature, still dressed in his prison orange, 
whose sagging innards hang from his distended belly. There is 
nothing good left in Cadavre, if there ever was anything good to 

Sx eth 
~ 

i 

ss ae 
1 af begin with. 
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4 ' Despite his obviously evil bent, Cadavre isn’t particularly vengeful 
PP is ' ' or aggressive. He’s also not concerned with self-preservation. 

| fae » 2 He generally prefers to work with a rocket launcher, turning 
F a a his opponents into the gibs that resemble his body. His 

nj Nee rs nx! speech is gross and disgusting, almost as much as his 
physical appearance. 
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f= Doom 
aM oe. _~ The last transmission from Doom to Earth from Mars was, 

. “They're all dead, every last fraggin’ one of ‘em.’ Everything 
after that was just unintelligible screaming. When the team 

rm 4 from Earth finally did set down on Mars, all they found were 
~~ » the remains of the marine strike team and researchers. 

_ There were no demons remaining. There was also no trace ed Se = ; ax: < -- Of Doom. The Arena Masters had claimed him as one of 

o. 

ar 

eles ee 

their own. 

Doom likes to camp out and snipe, which is the main reason 
‘a. that the railgun is his preferred weapon. He loves the Quad as 
«well, and happily uses a BFG if there is one available on the map. 
"4, His speech is somewhat disordered, and it seems at times that he 

», might be fighting a different battle than his opponents, 
“% although this doesn’t prevent him from being deadly. 
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TA;OR 
Major Artemis Wayland is haunted by the fallen comrades from the 
Stroggos campaign. She lost everything and everyone to the onrushing 

hordes of cyborgs, and because of this, she has refused any cybronic 
implants herself. She bears the scars of thousands of conflicts and 
wears them proudly, refusing even to cover up the socket where her 
eye was lost to a combat long past. While still fully human, Major 
Wayland is a killing machine bent.on recovering the honor she lost to 
the Stroggs. 

Major is most-at home with a rocket launcher, which she uses with 
deadly effect. While she is competent with other weapons, this one is 
her favorite. Major's comments are generally short and to the point. 

SYORLAG 
The reptilian Sorlag of the Sorg Clan is the ultimate in 

unprincipled mercenaries. She'd not only sell her own 
mother for a buck, she'd sell her in pieces if it were 
more profitable that way. Any way she can get an 

unfair advantage, she'll take. Sorlag wasn’t against 
making a few credits selling off bits and pieces of human 

savages to Cyborgers, a fact that has earned her a number 
of powerful enemies. Of course, that also gave her nearly 

limitless battlefield experience, as well as a love for dis- 

/ memberment and death. 

Sorlag’s main weapons of choice are the shotgun and 

the railgun. She happily uses either, but she prefers to 

kill with the shotgun up close and personal. Sorlag can 

often be seen fighting with Doom over any Quad 

that appears on a given level. Sorlag’s sibilant- 

filled speech is loaded with anger and — of 

ae | anything but herself. 
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XAERO 
No one is more deadly than the mutant Xaero. His entire 
being is centered on death and destruction. Countless victo- 

ries in the Arena Eternal have made him the ultimate master 
of the carnage he surveys. Xaero claims to be able to see into 

the minds of his opponents, allowing him to guess their next 
move and kill them before they can kill him. He is unbeaten in 
the arenas, and this has made him brash. Xaero is definitely not 

overconfident though—he can do what he says. Xaero is the true 
master of the Quake III Arena universe, firing with deadly accura- 
cy and attacking with lightning speed. Only the best ever see 
him, and only the true masters survive his onslaught. 

Xaero is aggressive and vengeful and takes any insult very per- 
“o  sonally. However, he’s not so battle-mad that he won't break off 
“ex combat to heal if need be. He likes the railgun and the BFG, and 
~~ if available, he'll hunt down the invisibility icon. Xaero respects 

very little, so any praise he gives you is earned indeed. 
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Note 
Since you start with the gauntlet and machinegun every time you start 
a level or respawn after being killed, these two weapons appear in 
every arena. : ae oui 

THE Intropuction Levet 
SINGLE-PLAYER ENEMY: 
ERASH WEAPONS: SHOTGUN, 
PLASMA GUN POWER-UPS: NONE 
FRAG LIMIT: 5 : 

05-MAP1B {{ 

‘ # 

FFA 

1. You enter the level here. Here you'll find a yellow armor, we green health, and a shotgun. <a 2. The teleporter is located here. gs a 
3. Going through the teleporter takes you to this spot. \K ~~ 4. You'll find a second shotgun in this room. XK 5. An additional set of yellow armor is located here. 1 6. The plamsa gun, armor shards, and more can be found in this area. \ 
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“If you wish, you can get a little practice in before tack- 
ling the main arenas in Quake III Arena. This simple 

| arena teaches you some of the basics of playing Quake 
_ [1 Arena and introduces you to several important items. 
_ You arrive in a small room facing a mirror. Take a look 
at yourself before exploring the surrounding area. 

THT 
In the room with you 
is a suit of yellow 
armor and some green 
health. Also nab the 

shotgun before running through the teleporter a across 
the room from where you started. ~~ 

You appear directly in front of a door, pent to: a ‘gold 
health. Go through the door and pickup another shot- 
gun, as well as two more green health crosses. When 
you are ready, turn and leave through the door back to 

~ where you teleported in. 

Go left from the inside of the shotgun room. The hall 
opens up at the end, revealing a yellow health and a 
second suit of yellow 
armor. Get the armor, 
and if you've been 
wounded, be sure 

| to pick up the 
yellow health. 

4 ae, Run back through the 

| middle haiiway to the other side of the map. This is the 

most useful area on this training level, thanks to the 

box of ‘shotgun shells, two more yellow healths, the 

plasma gun, and three armor shards. You should be able 

to hold this area for a little while, using the health when 

you get damaged, and picking up the plasma gun to 

replace the cells you use. 
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ARIAIO GATE 
SINGLE-PLAYER ENEMY: RANGER 

/ WEAPONS: SHOTGUN, ROCKET LAUNCHER, PLASMA GUN 

. BOWER-uPS: NONE | 
/ FRAG LIMIT: 10 aenaaae 

1. The rocket launcher is 
located in the middle of 
this courtyard. 

2. Two yellow health sits on 
this small set of stairs. 

3. The shotgun is located at 
\\ this bend in the hallway, 

_ beneath this roof. 
4, The plasma gun and two - 
“yellow health appear here. 
“<5. The red armor appears in 

“the back at the demonic ee 
mouth. = 

6. A gold health sits at 
hallway T. ~ 

This level contains two major eedions: the socket icmaben ae and the plasma gun 
room. The rocket launcher courtyard contains two yellow health crosses and six afmor 

~ shards, making it a very powerful area. The armor shards are located behind the statues — 
on either side of the courtyard, which offers some protection from the center of the 
courtyard when snagging them. Both of the yellow healths appear on one of the small. 
staircases in the corner of the room. 
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Through the corridors connecting the two main areas, 
you can find a gold health and the shotgun. The main 
corridor leading from the rocket launcher courtyard is 
dangerous simply because it is long and straight, mak- 
ing it easy for an enemy to kill you by oneune you or 
waiting in the courtyard. 

, Inthe plasma gun 
/ room, there’s ammu- 
nition, which is useful, 

| but not critical on this 
level. More important- 
ly, the plasma gun 
itself rests in the cen- 
ter of the room. It's a 
simple task to run 

-| from one side to the 
other and snag the 
plasma gun as you go 
across and back to the 
connecting corridors. 

Tip 
There are also two yellow health 
in this room, straight through 
the left entrance. 

"| The back half of the plasma gun room is dominated by 
| the gigantic mouth. The stairs up to it appear to lead 

into the mouth itself, but the gigantic fangs block the 
entrance from the sides fairly effectively. It's very easy 

| to get caught on them. Instead, run oe ea up aft 
tongue to get the red armor at the back. 
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Tip 
Opponents running into the mouth for the red armor are virtually 
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defenseless. There’s simply nowhere to run once they are committed 
to the armor, which gives you the perfect chance to frag them while 
their backs are turned. 

Once you have the red armor, you've got to get out of the mouth quickly, or you're dead. 
The back of the mouth offers limited protection, but since the two main weapons on this 
level—the rocket launcher and the plasma gun—can create tremendous splash damage, 
the protection here is really only against direct hits. You're still very vulnerable to being 
killed with indirect fire. 

Lor > 

Tip 
If someone is in the back of the 

mouth, fire at the back wall for 
massive damage. 

While the plasma gun room is important, most of the 
| action takes place in the rocket launcher courtyard. In 
- fact, the area where the rocket launcher appears is an 

excellent camping spot. Because your enemies are mov- 
ing to this room constantly, they must head up the long 
corridor toward you, offering you several shots at them 
as they approach. Listen for the sound of someone 

grabbing a weapon (the shotgun) nearby. When you hear it, that enemy almost always 
enters the-courtyard through the portal on the right. Also keep your ears open for the 
‘sounds of an enemy respawning close by. The most common respawning locations in this 
area are-on.the small staircase in the back right and just behind the entrance to the left. 

The gold health located in the middle-of the arena is 
extremely important. It's easier to protect from the 
rocket launcher courtyard because you can keep your 
eye on it. If an enemy is camping out in the rocket 
launcher courtyard, grab this health and run in. Use the 
statues on the sides as cover as you fire, preferably 
with the plasma gun. ~ 



CHAPTER 5 dexeed NTRODVCTION LEVEL AMD THE FIRST TIER ARENAS 

It's also quite possible to camp by the red armor, 
although you are advised not to do so in the mouth 

_, itself. This is an important area to protect because of 
| the armor, the 50 points of health, and the plasma gun. 
_ Keep your ears open for the sounds of approaching 
| enemies. The best 

| way to tell which 
direction your enemy 

"is coming from isto — | 
~ listen for the sound of | 

ammunition being : 
picked up. When you 
hear it, your enemy 

almost always enters this room from the right side. 
a 

HOUSE OF Pair 

SINGLE-PLAYER ENEMY: PHOROS 
WEAPONS: SHOTGUN, ROCHET LAUNCHER, PLASMA GUN 
POWEZR-uP: HASTE 
FRAG LIMIT: 10 

. The rocket launcher room is 
beneath this large roof. 

. Yellow armor appears here. 

. The plasma gun is located in 
the center of this group of 
staircases. 

. The red armor appears in the 
water area here. 

. The haste icon appears here. 

. You can find the shotgun 
overlooking the red armor in 
this spot. eee 
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Toa This level consists of several significant areas. The most notable are the watery base- 
= de ment, the rocket launcher room, the plasma gun courtyard, and the haste room. The 
“ water area lies below the haste icon and can be accessed from either side or the bridge. 
- This same corridor opens into the plasma courtyard and leads directly to the plasma gun. 

“|. The rocket launcher room lies off to the side of the upper corridors connecting the haste 

& room to the plasma gun courtyard. 

Leis 4 The rocket launcher room is interesting because it offers an extremely powerful weapon 
but is itself something of a trap. The only way into and aut of this room is through the 

hie large door. The room itself contains only the rocket launcher and machine gun ammuni- 
by tion, so it’s difficult to stay in here for too long. The two side alcoves make excellent 
- ’%, — sniping positions in this room, and the ledges along the walls can be reached by rocket 
m. 4 jumping, making for a unique vantage point. 

: a 
de Tip : 

es Swg & Listen for the sound of the door opening. When you hear it, you 
gd Oe know that someone is going after the rocket launcher and must 

t.. come back through the door eventually. 
hess 

The watery basement 
area is another dead 

|) end. You can enter it 
|| from the plasma gun 

courtyard or from 
the upper level by 
the haste icon, but 
there is only one fast 
way out. It is possi- 
ble to jump on the 
small wall ledges 
next to the red body 

_ armor and climb out 
of this area, but this is.time consuming and leaves you very vulnerable to attack. The best 
and fastest way out is to run through to the plamsa gun courtyard. 

von a 

FEY Ae NA 

ee, Tey tL St SON FO 

ae 

ie eed tet F ie er JP me 4 7 ‘Wy, 4 Listen for the spud of an enemy grabbing the red armor. Chances 
are this enemy will emerge in the plasma gun courtyard and be a 
sitting duck for an ambush. 
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The plasma gun 

courtyard is a wide- 
open area with three 
main exits. The first 
is the central path, 
which leads directly 
to the watery corri- 
dor. When facing this 
passage, the left 
p ath out of th e Berea a eS Pi Na acti UM MUU 4 i LH idee 

courtyard leads to The red armor is tempting, but Climbing the wall near the 
the socket launches getting it forces you to move in red armor is faster than 
room. The right path one of two directions. Either way running through the corridor, 

3 leaves you open to attack. but it leaves you much more 
heads over to the open to being fragged. . 
haste area and the bridge. This is an extremely beneficial 
area because it contains a great weapon, a gold health, yellow armor, and several boxes of 
ammunition. However, since it is easily accessible from any other point on the map, it is 

ome difficult to defend. 

| The final major area is the haste platform. This lies just 
above the red body armor and is connected by corridors 

| to the rocket launcher room and the plasma gun court- 
_ |) yard. The central bridge leads to the shotgun. It's tempt- 

=. | ing to guard this area by standing in the back corner : 
~“=) just behind where the haste icon appears. However, : 

| since the two entrances to this area are far apart, it’s 
difficult to watch them both at the same time. 

The plasma gun courtyard con- 
tains many useful items, but it | 

does not have many good | 

sniping locations. : 
The plasma gun and the haste Pad 

_. power-up form the most power- || le 
Ss "ful weapon combination in this ’ 
Siwe® arena. Note that additional es 
ae plasma ammunition appears —_ ‘Uae 

near the haste icon. With both = = 7 
__ of these items working, you are nk ll 

nearly unstoppable. 2 eee Pe 

The haste icon is deadly on this 
small level since your enemy is 

navar far awav. 2 ¢ se 
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Be aware of the sound of someone grabbing the armor 
shards. There are two located just off the haste area, 
and there’s a set of five located between the rocket 
launcher room and the haste area. When you hear 
them picked up, you'll know exactly where your enemy 
is located. 

Tip 
To confuse your enemies, grab only 
two of the five armor shards by the 
rocket launcher room. This causes 
them to think you are in the other 
armor shard location, allowing you 
to sneak in for a kill. 

Finally, when you hear someone in the water, run to the 
plasma gun courtyard as fast as you can. Almost every 
time, your enemy emerges here and is lined up perfect- 
ly for you. Arm yourself either with the plasma gun or 
the rocket launcher, and be ready to fire as soon as the 
enemy appears. While your opponent probably has the 
additional protection of the red armor, you have the 
element of surprise. 
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ARENA OF DEATH 

SINGLEI-PLAYER ENEMIIS: MYNX, ORBB 
a WEAPONS: SHOTGUN, GRENADE LAUNCHER, ROCKET LAUNCHER, PLASMA GUN ; v4 

POWER-UPS: NONE ¥ 
FRAG LIMIT: 15 05-MAP4 1 ei 

1. The rocket launcher and plas- 

ma gun both arrive at this spot 
above the stairs. 

2. Shotguns are located in these 
two corners of the map. 

3. The grenade launcher shows up 
in this back corner. 

4. The red armor appears in the 
alcove under the tower on top 
of the bridge. 

This is an extremely tight level con- 
taining only a few major areas. The 
map is set up like a pair of intercon- 
necting circles, one slightly smaller 
and higher up than the first. The 
larger, lower part of the arena is 
dominated by the huge staircase on one side of the map. The smaller circle overlooks the 
central area and contains red body armor. 3 = 

The large staircase is the site of most of the fighting on 
this map. This is the most frequently defended place 
simply because of the power it offers. There are two 
gold healths in the immediate vicinity and a quartet of 
armor shards at the bottom of the stairs. More impor- 
tantly, both the plasma gun and the rocket launcher 
appear at the center of the area on the top of the 
stairs. Each time the weapon here is grabbed, there 

is a 50-50 chance of either one spawning in next. 
Because of these weapons and the powerful health 
icons in the area, this part of the level, if guataes: is 
- saat STONE. 
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There is also a small outer ledge that runs around the level and leads to the upper por- 
tion. If you are on the lower ground, you must jump to reach this ledge. Run up the dark- 
ened staircase to find the grenade launcher, an excellent weapon to use from the bridge 
that spans the center of the map. 

In the middle of the 
bridge in a small 
alcove, you find the 
red body armor. This 
is an excellent snip- 

| ing location, since it 
is protected from the 
large staircase on 

| the one side and 
offers a tremendous 
view of the rest of 

Aislin Cok 

The grenade launcher is located =» Shotguns are located in opposite 

S 

, corners of the map. Notice the across the map from the large 
higher ledge behind the shotgun. staircase. the level. 
., This leads to the grenade launcher y 

aioe and the red armor. 

& 
4 ae 

mS 

bd = tere With the red armor and a good ” \ eee weapon, you can protect almost te, : The red armor lies in an open half of this map. me i alcove at the center of the map. ! i at 
. 

‘There are also two gold healths located in the area ~ 
CWP ear 

below the red body armor. While you are vulnerable to ~| 
* 4, anyone on the bridge as you approach these healths, | 
"4 a ~ you are very well protected once you reach them. This 
ea area cannot be seen by anyone on either the bridge 
‘A P| above or the main staircase. 

If you need them, the two gold 
healths located under the red 

armor alcove are a welcome sight. 
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POWERSTation 0218 

SINGLE-PLAYER ENEMY: SARGE 
WEAPONS: SHOTGUN, ROCKET LAUNCHER 
FOWEZR-UPS: QUAD, REGENERATION 
FRAG LIMIT: 10 

eet 

O5-MAPS 

1. The Quad and the 

regeneration icons 
both arrive on the 

symbol here. 
2. The rocket launcher 

room is here. 

3. The shotgun 
is here. 

‘4. A suit of yellow 
armor rests here. 

Like the other levels on 
the first tier, this is an 
extremely small arena. It 
consists of two main rooms, one containing a rocket 
launcher, the other a shotgun and yellow armor. These 
rooms are connected by a set of corridors that also 

branches out to a power-up area. 

The rocket launcher room is something of a dead end. 
There is only one corridor that leads in and out of it. 
However, since there is a central pillar in the middle of 
the room, you have a slightly better chance of escaping 
with little or no damage should someone approach and 
attack you. The pair of yellow healths on the other side 
of the column can help if you do take damage. 
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The shotgun room is a little more accessible since it has two corridors that lead out of it. 

The main corridor connects it to the rocket launcher room and has a suit of yellow com- 

bat armor near it. The corridor off to the side leads to the power-up room and connects 

back into the main corridor about halfway through. There is some additional ammunition 

in the hall leading between this room and the power-up room. The shotgun room also 

contains both a yellow health and a gold health, making it an excellent destination when 

you are wounded. 

The power-up room 
holds only power- 
ups on this level. 
There is a 50 percent 
chance of either a 
Quad or a regenera- 
tion icon appearing 
here. Naturally, on a 
level of this size, the 
Quad is incredibly 
powerful, especially 
with the rocket 
launcher in the nar- 
row corridors. As 
you head back into 
the-main corridor, 
you find some addi- 
tional: health. , 
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SINGLZI-PLAYER ENEMIES: ORB, BITTERMAN, GRUNT 

ol | 4 WEAPONS: SHOTGUN, ROCHET LAUNCHER, PLASMA Gun 
a FOWEZR-uPS: QUAD 

FAR ¥ FRAG LIMIT: 2O 
FO ie 
ht owe 

PA . The red armor is located 
in the fog here. 

2. The rocket launcher is on 
the back of the 
platform here. 

3. The teleporter is here. 
4. The plasma gun is sitting 

across from the 
teleporter here. 

5. The Quad appears on the 
lowest floor here, under 
the bridge to the 
rocket launcher. 

6. The teleporter from 
number 3 takes you here, 
facing the Quad area. 

<a 
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This is the first level that has 
significant upper and lower 
parts. The key areas here are 
the massive staircase that leads 
up to the rocket launcher, the 
back hallway containing the 
plasma gun and a teleporter, 
the front corridor that holds 
health and the Quad power-up, 

__and the low fog bank that con- 
_ tains the red body armor. 
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Tip 
A lot of the combat takes place in the joa bank, i eats over the red pi 
armor. You can stay out of this conflict and still get a few kills by | 
sniping from the large staircase above this area. © oe ; 4 

There are a few ways in to the red armor. You can go down the staircase, which leads 
right to both the armor and a yellow health. You can also drop in from the staircase on 
either side of this low alcove. However, short of rocket jumping, the stairs are the only 
way out of the fog bank, which leaves you vulnerable to enemy attacks. 

|| Straight ahead up the stairs from the fog bank is the 
main corridor, which contains the Quad. The Quad 

appears at the junction of the three corridors here, 
making it easy to reach from virtually anywhere. 
Naturally, combat often centers on this area, especially 
when the Quad is present. Head up from the fog bank 
and turn right where the Quad appears, then run to the 
end of the hallway. 
You can protect the 
Quad from this small, 

dark alcove. 

You can also run 
down either of the 

' side hallways to the 
back corridor. This 
corridor contains the = 
plasma gun. The teleporter here leads to the area just 

‘| above the fog bank, and regardless of which side of the 
«| teleporter you run through, you end up facing the Quad. 

There is also a gold health behind the teleporter. 
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The final area, which contains a lot of the 
carnage for this level, is the huge stair- 
case that dominates the area near the fog 
bank. Both sides of the staircase lead to 
the same platform that overlooks the fog. 
Head down the catwalk to find the rocket 
launcher on the far side. This rocket 
launcher platform is located above the 
Quad, which makes it another good area 

to camp. 

Tip : 
If you want an even better camp- 

we ing location, you can rocket jump 
=" sto the veins dangling from the ceil- 
Sy ing over this area. You don’t have — 
Co oy a tremendous field of view of the © 

lower level below, but you can pro- 
tect the rocket launcher easily from 
here, and the element of surprise 
is often good for a couple of frags. 
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THE Forcotten PLACE 
SINGLE-PLAYER ENEMIES: HOSSMAN, DAEMIA 

_ WERPONS: SHOTGUN, GRENADE LAUNCHER, ROCHET LAUNCHER, PLASMA GUN 
POWER-UPS: NONE 

FRAG LIMIT: 15 

The rocket launcher is locat- 
ed in a narrow alcove here. 
‘Red armor can be found at — 
the end of the catwalk. 
The shotgun is here, over- 
looking the fog bank. 

4. This area is covered in yel- 
lowish fog. 

5. The grenade launcher is 
located on the bridge in 
this corner. 

6. The plasma gun is here. 
7. A suit of yellow armor 

is here. 

nN) _ 

= 

_ This is by far the most complicated level you have encountered so far. While it isn’t 
extremely large, it is quite convoluted, with staircases leading in many different direc- 

_ tions. There are sever- 
al wide-open areas 

- with ammunition — 
and weapons along 
the side walls, as 
well as a catwalk that 
runs over much of 
the map area. Add- 
itionally, there 
is a lower, fog- — 

_ encased section that — 

holds little of value 
- but connects to most 
of the rest of the level. 
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Tip 
This level is extremely open, making it difficult to snipe. Keep moving 

and try not to get pinned down. While this level is a little larger than 

you are used fo, all of the areas are easily accessible, making the 

: rs battle extremely fluid. 

cok | : 5 

ae Tip 
= yy =i The ceiling of the rocket launcher 

het = alcove is actually the catwalk 

a= that leads across the center of 
the level. Therefore, you can drop 
off the bridge into this alcove, 
and you can rocket jump up to 
the bridge after getting the rock- 
et launcher. Both tactics reduce 
the amount of time you need to 
spend in this area. Should you 
rocket jump, there is health 

_ nearby on the bridge. 

ey ete Grams re nN 
re |} ) 7 gm ; fee Naturally, the rocket launcher is highly sought after on this level, but getting it is 

extremely difficult and dangerous. It’s located in a small and narrow alcove, making it 
difficult to get in and out without being hammered by an enemy. 

ik ATE SL 
Tip 
Up on the bridge, you can find the 
grenade launcher, which is an excel- 
lent weapon from this height. Use it to 
drop grenades to the lower level, 
through doorways, and especially into 
the rocket launcher alcove. This keeps 
anyone else from grabbing it. If you 
follow the bridge to the end, you can 
find a suit of red armor. 

— Aw: 
> 

Bi pat * a a ; : 

> ate 
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Important sound cues on this level include the four 
armor shards near the plasma gun and the two near 
the shotgun by the main courtyard. The plasma gun is 
located in a small side courtyard below the catwalk. 
Another important sound cue is the bounce pad at one 
end of the fog. If you hear the bounce pad close by, 
head to it. The physics of the bounce pad make whoev- 
er launches from it relatively vulnerable at the top. “a 
svat arc. 

Health and ammuni- 
tion are located 
throughout this level. 
There are several gold 
healths; the most 
notable one is just up 
the stairs in the mid- 
dle of the low fog 

~ bank. Other than that, 
there is little of value 
in the fog. 

The upper and lower areas of this map are of almost identical size. a 

you see someone heading in a particular direction on a different 

level, head the same way and you can om always # regen the next 

courtyard at the same time. COR ee ee re ee 
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Naa THE CampinG GRounmDS 
SINGLE-PLAYER ENEMIES: ORGR, HOSSMAN, DAEMIA, BITTERMAN, GRUNT 

) WEAPONS: SHOTGUN, ROCKET LAUNCHER, RAILGUN, PLASMA GUN 
ais % POWER-UPS: QUAD, PERSONAL TELEPORTER, MEGA-HEALTH 
Lah gf FRAG LIMIT: 20 : 

1. The Quad appears here. 
2. Jump on the bounce pad to find 

the rocket launcher on this 
high ledge. . 

3. There is a suit of yellow 
armor here. 

4. There is a large cache of ammu- 
nition at the bottom of 
the stairs. 

5. The railgun platform is here. 
6. The plasma gun appears here. 

7. Red armor is located here. 
8. The Mega-Health appears on 

this shelf. 
9. The personal teleporter is here. 
10. This shelf holds a large cache of 

ammunition. = ss 
11. The shotgun is here. <— 
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If you are the type of Quake" player 
who likes to sit in one spot and wait - 
for your enemies to run past, this is 
the map that you have been waiting 
for. This level is loaded with spots 
that are perfect for sitting tight and 
sniping at anyone who passes by. 

: rt. ci 
y Y “a marae Soe ee 

a y ¥ This level is dominated by several 
staircases. One of these holds a set of yellow armor at the top. Above it, a bridge crosses 
the area below. This bridge makes a good vantage point for the staircase and the yellow 
armor, as well as the floor on the approach to the stairs. The bottom of the stairs con- 

... tains a wealth of ammunition, making it one of the more useful areas, as 
long as no one is sniping from above. | 
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Unfortunately, the 
bridge isn’t that 

safe. Overlooking it 
is a small platform 

containing both the 
railgun and railgun 
slugs. This area 
overlooks a small 
section of the stairs 
leading to the yel- 
low armor and the 
large bridge. This is 
a very powerful 
‘camping location, 
and you can score a number of kills from here. 

At the very center of 
the map, you can find 
the Quad. This is an 

extremely accessible 
location, reachable 
from virtually any- 
where on the level in 
just a few seconds. It 
is also extremely 
close to the plasma 
gun, which can be 
found just outside of 
the Quad area through 
the central doorway. 

Tip 
This area is accessible only by the — 
bounce pad. If you are sniping — 
here, keep your ears open. When 
you hear the bounce pad, either 
turn and fire or drop off the plat- 
form to the floor below. eg 
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Tip 
For another powerful combination, 
grab the Quad, then use the 
bounce pad behind it to reach 
the high platform with the 
rocket launcher. 

Grab the rocket launcher and turn to face the wall. 
Notice the demonic face here. Turn right and follow the 
bridge to the end. There is a short series of jumps to 
pillars here loaded with ammunition, the personal tele- 
porter, a Mega-Health, and the suit of red body armor. 
You can also reach this area from the bounce pad locat- |) 
ed below the red armor. If you eel off to the right 

» of the red armor, 
| you come down 

next to the bounce 
pad that leads up 
to the railgun. 

If you control your jump to the 
railgun, you can land on the 
small ledge—another perfect 
sniper’s post. 
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The central level of this map consists mainly of corri- 
dors that connect the top and bottom areas. There isn’t | 
much in terms of weaponry or ammunition, but you can | 
find a lot of health here. Small alcoves and ledges 
make interesting sniping positions in this area. 

Aside from the railgun, your best camping position is by | 
the rocket launcher. This gives you an excellent vantage 
point to protect the Quad; sits you within easy reach of 
ammunition, the Mega-Health, and the red armor; and 
overlooks a frequently traveled area. Another area that 
experiences heavy traffic is the spot just outside the 
Quad location, which contains the plasma gun. © 

Var Proving 

GROVUMDS 

SINGLI-PLAYER ENEMY: 

HUNTEIR 

WEAPONS: SHOTGUN, ROCHET 

LAUNCHER, LIGHTNING Gun 

POWZR-UPS: NONE 

FRAG LIMIT: 10 

06-MAP4A 
‘1. There is a suit of yellow armor on 

the highest floor here. 
2. The rocket launcher is located directly 

beneath the yellow armor at number 1. 

3. There is a teleporter here. 
4. The lightning gun is here. 

5. Shotguns can be found in these 

locations. 
6. There is a second suit of yellow 

armor here. 
7. The second teleporter is here. 

8. You arrive here from the or at 

‘number 3. 

9. You arrive here from the teleporter at 

number 7. 

06-MAP4B 
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This is a tight level with only a couple of significant areas. The central area contains two 

~ ie main levels, one with armor, the other with ammunition and the rocket launcher. The 

: ] other significant area is the lightning gun corridor. 

A This small level is effectively one large, vertical room with two sets of corridors branching 

“\. “off from it. The bottom of the central area is significant because of the rocket launcher. 

y All three of the bounce pads here lead back to the top level. The two corner ones take 

you directly to the corners of the top room, while the third pad takes you through 

the teleporter. : 

| On the top level, the 
most significant fea- 
ture is the teleporter. 

| On the other side of 
_ the central pillar is 
' a suit of yellow 

armor, while there is 
one gold health just 
below the teleporter. 
To either side, you 
can find five 
armor shards. 

Jump through the eX 
teleporter to appear “| moO 
in the lightning gun 
corridor. You find a 
gold health and a 

suit of yellow armor 
© here. At the end of 

ny the corridor, where it 
‘ow. branches both to the 
4 < left and right, a 

* = — small alcove con- 
' tains the lightning 

os gun. This is an excel- 

‘#. ~ lent weapon for this 
level because of the 
generally close quarters 
with your enemies. 



CHAPTER 6 THe Seconp Tier Maps 

Tip 
gee As a general rule, don’t chase ene- 
ees mies through the teleporter. They 
ee are probably waiting for you on 

the other side. 

Tip 
Notice the fog of death on both 
sides of the bridge in the lightning 

Sige gun corridor. If you drop into this, 
‘ae you not only die, but you also lose 
cet, a frag. Because of this, the rocket 

launcher is a great weapon when 
your enemy is mov- 
ing on this bridge. 
A good rocket hit 
can knock an oppo- 

» nent into the fog 
_. and take away one 
» of his frags. 

Both of the side corridors from the top and bottom of the central room lead to the same 
places, and both the top and bottom branches on each side connect to each other. 
Heading through the corridor where the upper and lower sides meet takes you through 
the lightning gun corridor. You can access the teleporter from this side. Doing so auto- —_- 
matically dumps you back to the bottom of the central pillar on the Spnosne side from 
the rocket launcher. 
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The fall from the teleporter always strips a point or two of health 
from you. Don't do this if you are nearly dead. 
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Tip | | 
Since this is a small level rich in ammunition, health, and armor, 
deny these things to your opponent. Shooting a rocket into a wall 
near you strips off a point or two of health, allowing you to snag the 
yellow and gold crosses, keeping them from your opponent's grasp. 

yet 
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SINGLI-PLAYER ENEMIES: DAEMIA, WRACH, GRUNT, SLASH 

WEAPONS: SHOTGUN, ROCKET LAUNCHER, RAILGUN, PLASMA GUN 

POWIZR-UPS: QUAD, MEGA-HERLTH, PERSONAL TELIEPORTER 

FRAG LIMIT: 20 
07-MAPIA 

we. hag 
oie a 
» Be 1. There is a rocket launcher 

na on this bridge. 
=e 2. The personal teleporter 
| Sf is here. 

be: its 3. Hit the wall button here 

to open the floor grate. 
4. Drop through the grate to 

get the red armor. 
5. The Quad appears here. 
6. The railgun is located on 

this bridge. 
7. You can find a suit of yel- 

low armor near the 
lava here. 

8. The teleporter and the 
Mega-Health are ina aos 07-MAP1B 

# if i 

ij He < ‘small room under the _ > « 

(7 xd ‘main level here. 
9. The teleporter takes | : 

you here. 
10. The plasma gun is here. 
11.The shotgun and | 

yellow armor are on 
the ledge here. 

12. There is a second rocket — 
launcher here. 

This level is larger than you are 
' ~ used to, with a number of 

important areas. There are two 
rocket launcher areas, one in 
the room, and one in the court- 

yard. Off to the side of the rocket launcher room is a shotgun 
area. There is a dungeon area and a huge open courtyard 

a eK ) fn. 7 an Boy hh. ee Co a an y a FR “wb oy. , 
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containing the Quad and a railgun, as well as a semi-secret area with a teleporter. Finally, 
there is a room with a decent amount of health and the plasma gun. This level flows well 
from one spot to the next, and it is easy to get from any one point to another. It feels 
much more compact than it really is. 

The rocket launcher room is interesting because it contains multiple levels. There isn’t 
much on the ground floor, but it’s useful for moving from one side of the map to the 4 4 
other. Head up the stairs to find a gold health, then run across the catwalk for the rocket 
launcher, the personal teleporter, and a pair of yellow 
healths. Because it contains so much health and a pow- |=" 
erful weapon, this is a common and excellent area to 
camp out in, particularly on the back side of the cat- _ 
walk near where the personal teleporter appears. 

If you press the button in the wall just past the two yel- | 
low healths, a grate in the floor opens up. Drop down 
and jump over the hole for the green health, then drop 
down. There’s even more health down here, as well as 
ammunition and a suit of red armor. Run out through 
the automatic door. 

Note 
This grate in the floor only opens 
from this side. You can't get to the 
red armor from the other side. 

Tip es 
For a quick way out of this area, 
use the personal teleporter as | 
soon as you grab the red armor. — 
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Run out of the area with the red armor, then turn left to find the second rocket launcher 
in the rocket launcher courtyard. There are armor shards up the stairs to the left and a 
suit of yellow armor up the stairs to the right. There’s also a gold health on the ground 
below where the rocket launcher appears. 

& 
— ~. i 

ADE NIF Either turn right from the door to the red armor or run 
straight through the lower area from the rocket launch- , 
er to get to the railgun courtyard. Run down the cat- : 
walk to grab the railgun, but be careful of falling off the | 
sides since this drops you into the lava. The bounce pad | 
at the bottom of the catwalk takes you directly up to : 
the Quad. 

my ta 
— 

A & 

| You can also drop off 
the sides of the rail- 
gun catwalk near the 
top to a low platform 
with yellow health 
and yellow armor. Run 
through the short cor- 

| tidor here for some 
| ammunition. Behind 

the teleporter, you 
find the Mega-Health. 

= 

_| Head through the teleporter to end up in the plasma 
|) gun room. With any luck, you'll land directly on the 

plasma gun itself. Grab the green health before leaving. 
_| The stairs down lead back to the rocket launcher court- 
yard. Heading out to the right leads to the same place, 
although from the top level instead of the ground. 
Going out the left door by the green health leads to the 
railgun courtyard. 
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You can see through the back of 
. this teleporter. This is a very 

sneaky place to hide and gives you 
‘a perfect shot at anyone moving in 
to use the teleporter. If you've got 
the railgun, use it here. 

The shotgun tr room ehiinects the two rocket launcher 
areas on the top floor. Use the bounce pad to access 
the higher level, which contains health, armor, ammuni- 
tion, and the shotgun. This i is another excellent spot to 
snipe from because of its height, and because it is fre- 
quently, traveled by enemies ewe between the two 
rocket. launchers. NAL 
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You can rocket jump from the shotgun platform to the next higher 
ess, level, another good spot to snipe from because it is even higher up 

than the shotgun. ; Ais eas 

DRdtsTOME ABBEY 

SINGLE-PLAYER ENEMIES: - 
GORRE, BITTERMAN, SLASH, 
ANGEL Soo 
WEAPONS: SHOTGUN, GRENADE __ 
LAUNCHER, ROCKET LAUNCHER, 
RAILGUN, PLASMAGUN 
POWER-UPS: QUAD, MEGR- — 
HEALTH, INVISIBILITY — 
FRAG LIMIT: 20 
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1. The drowning pool containing red 
armor is here. 

2. The railgun is here overlooking the 
drowning pool. 

3. The Mega-Health is located in the fog 
bank here. 

4. The shotgun is here. 
5. Grenade launchers are on the 

balconies overlooking the 
cathedral area. 

6. The Quad and invisibility power-ups 
appear here. 

7. The plasma gun appears here. 

8. The yellow armor is on a small = 
ledge here. 

9. There is more yellow armor here. 
10. The rocket launcher is in the middle of this courtyard. 
11. Health and armor shards appear in this small alcove. 

This interesting level contains three major areas, the cathedral area, the rocket launcher 
courtyard, and the drowning pool. There is also a fog-shrouded area that contains some 
important artifacts. Because of the number of weapons and power-ups in this arena, bat- 
tles have a tendency to get fast and furious. 

Note 
The water in the drowning pool was originally added to this level to 
demonstrate the water effects in Quake Ill Arena. “ ESET aC is “Ae z zs " = ” - 3 

The drowning pool may be the most critical area on this 
map because so much of the action takes place here. It 
is heavily frequented because of the red armor, yellow 
health, and ammunition that lie in the bottom. The 

ceanamamnM segqq jump pad in the area 
~|) leads up to a platform 

that overlooks the 
pool. The railgun here |) 

| makes the perfect 
sniping weapon, and 
the amount of ene- 
mies that run through 

' this area makes 
‘| camping out here | 

very tempting. 



ios Set A KE VE AB.E NLA 

UW Primta’s OFFICIAL STRATEGY GUIDE 

The cathedral area is also extremely important because it holds the two main power-ups 
on this level. Use the bounce pad here to reach the higher platform. Both the Quad and 
the invisibility icon appear here, with an equal chance for either one to appear at any 
given time. ; 

if you use air control on the 
bounce pad, you can reach the 
high ledges above the power-up 
area. There is machine gun ammo 
and gold health on either side. 
These platforms make excellent. 
sniping posts. 

oe a. 

ia 

There are other useful items near the cathedral as well. 
The plasma gun appears in the center of the room, and 
a stash of armor shards appears to one side. The ledges 
overlooking the sides of the cathedral area both con- 
tain grenade launchers—extremely useful for blasting 
anyone below. Oe 

There are three doors out of the main level of the 
cathedral area, one on a side wall and two across from 
the bounce pad. Both of these doors lead to the rocket 
launcher courtyard via another bounce pad at the end 

» __ of the corridor. This is another useful area on this level. 
' The rocket launcher appears in roughly the center of 

the room. There's also a small alcove containing two 
gold healths and four armor shards. The ledge at the 
back of the room contains green health and ammuni- 
a /je——. tion. The two paths off the ledge lead back 

™ to the balconies overlooking the cathedral. 

“o> ~@ for ee * _~ Bez ; bi . ye s w 
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Ss Be careful going for the armor 
Rew shards. The alcove makes you a 

sitting duck for an accurate shot 
with the rocket launcher. 

The third door out of 
the cathedral leads to 
the foggy area that 
contains the shotgun. 
Down a side corridor 
with a dead end, you 
can also grab the 
Mega-Health. _ The bounce pad up from the 

a However, because the Cathedral takes you to the ledge 
This suit of armor requires a jump only way out of this holding the green health. The 
to get, but it’s very useful when alcove is extremely valuable 
entering the heavily populated thanks to both the gold health 

drowning pool. and the armor shards. 

area is the same way 
you came in, you are 
easily targeted by 

anyone pursuing you. The other end of the fog area connects to the drowning pool. 
Across the pool and up the stairs, there’ Ss a suit of yellow armor on a small ledge. 

6 

BE 

Vi 
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The fog acts mainly as an artery for travelling between the more ~— 
powerful areas. The presence of the Mega-Health more than makes 4 

up toe the lack of other useful items. a 
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HERO'S KEEP 

SINGLE-PLAYER ENEMIES: ANGEL, GORRE, WRACH, SLASH 

WEAPONS: SHOTGUN, ROCHET LAUNCHER, RAILGUN, PLASMA Gun 

POWER-UPS: MEGR-HEALTH 

FRAG LIMIT: 2O 

07-MAP3A 

1. Use the acceleration pad to grab 
the railgun on this ledge. 

2. The secret bounce pad takes 
you through a line of health and 
armor shards. Niall ia * Me eS 

3. The red armor is located onthe ¥ 2 Aer © 1 | 
beam over this room. RB ] * 4 

4. Shotguns are found in these “pal 
locations. ? | om 

5. The two plasma guns are 
located here. 

6. Yellow armor is on the 
platform here. 

7. The Mega-Health appears direct- 
ly over this bounce pad. 

8. The rocket launcher can be Ce 07-MAP3B 
: picked up after using the accel- 
’ eration me : 

This interesting level is divided into — 
two halves. On one side of the level, 
there’s the rocket launcher, which is __ 
located on a vulnerable platform. On 
the other side, the railgun awaits, 
and a powerful line of armor and 
health can keep you viable. 
Connecting these two areas are corri- 
dors containing armor, health, shot- 
guns, and plasma guns. This is a wild 
level due to the long, dangerous 
jumps and the tight conditions in the 
connecting corridors. 
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The rocket launcher is located at the far end of the first acceleration pad. Hop on to be 
thrown over to the small platform holding the rocket 
launcher. Between the two pads is the red fog that kills 
you if you fall into it. You're extremely vulnerable when 
you fly across, and a single hit with a good weapon can 
knock you into the fog. However, if you clear the cen- 
tral gap, you can air control yourself onto a secret 
bounce pad. To get back from the rocket launcher, use 
the second acceleration pad. 

You can also air control yourself to 
the central obstacle. Drop down 
onto the bounce pad to spring up 
to the Mega-Health. | 

The two bounce pads in this area lead up to a catwalk 
that overlooks both this room and the connecting corri- 
dors. Explore these corridors thoroughly. There’s a pair 
of shotguns in one set and two plasma guns in the 
next. Also check behind the statues for green health 
and armor shards. The statues also make excellent 
»laces to hide behind and use as cover from 

ncoming fire. 
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Tip. 
You can rocket jump up to the tops 
of the statues for an interesting 
sniping position. 

On the other side of the map, the railgun platform 
awaits. Again, this powerful weapon is accessible only — 
via the acceleration pad. Shoot over the fog and onto 
the high platform with the railgun. This weapon, the 
high vantage point, and the two yellow healths make 
this an excellent sniper’s post. To get the red armor, 
drop straight down onto the bounce pad below the rail- 
gun and hop directly to it. This red armor platform is 
another excellent place to camp out, as are the two 
beams connecting it to the ceiling. 
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If you drop down the hole straight back from the accelerator pad, 
you find another bounce pad. This shoots you along a path contain- 
ing rockets, armor shards, and a gold health. You bounce right onto 
the second bounce pad and up to the red armor. 
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SINGLEI-PLAYER ENEMY: KLUESH 

WEAPONS: SHOTGUN, ROCHET LRUNCHER, RAILGUN, PLASMA GUN 

PFOWEZR-UPS: BATTLE surT si 

FRAG LIMIT: 10 veo 07-MAP4 

- 

: A2ENEE 
cate ns 1. The rocket launcher is here. 

fe & 2. Yellow armor and a plasma gun 
sae’ Ly sit in this low room. 

fe yy 3. There is another plasma gun here. 
Me 4. The battle suit appears here. 
ee 5. The red armor appears at the 

4 bottom of the bridge under the 
higher level. 

x 6. The railgun is here. 

This is a very simple map. It's perfect for two people 
since it consists of two very distinct halves and is 
extremely compact. Don’t let the small size fool you, 

: a iene There's a lot packed into aie 

@ screenshots /shotCOgs, toa 
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On one side of the map, you have the flame tower, which holds the rocket launcher at its 
center. On either side of this, on the lower level, there is a plasma gun. One of these 
small alcoves holds yellow armor while the other contains a gold health. The bounce 
pads in this area lead either back up to the rocket launcher or out to the two side ramps 
leading over to the other side. eu ARUN aa 

These side ramps are important because they connect 
the two sides and contain ammunition. One of these 
ramps also holds a gold health while the other is home 
to a quartet of armor shards. 

5 

The central ramp, which leads 
down from the rocket launcher to 
the area below the railgun, is 
where the battle suit appears. 
This is an extremely powerful 
power-up since it prevents the 
wearer from taking splash dam- 
age. When this suit is worn, your 
opponent must hit you with 
direct shots from both the 
rocket launcher and the plasma 
gun, which gives you a tremen- 
dous edge. 

Tip 
Because of the nature of the 
weapon, the grenade launcher | 
can also be an effective sniping 
tool. While it is generally less 
accurate than other weapons, its 
ability to completely blanket an 
area with explosions should not 
be underrated. 

Don’t be afraid of the red fog that 
lies between the ramps. You can 
safely jump from the top of the 
side ramps to the central ramp, or 
from the top of the central ramp to 
either side ramp. ee 

Bee 
ZZ 
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Tip 
if your enemy grabs the battle suit, use the roltgun. It causes 
tremendous damage and doesn’t deal splash damage anyway. 

At the bottom of the central ramp, you find the suit of red armor and a pair of yellow 
healths. The bounce pads take you back up to the top level, where you can find the rail- 
gun overlooking the central ramp. Like the rocket launcher area, this side contains pillars 
that can be used as effective cover. 

If you have the rocket launcher, you 
can rocket jump up to the high forti- 
fications on the rocket launcher side 
of the map. If you are also equipped 
with the battle suit, it’s even easier. 
This is an excellent sniping position 
since you can see most of the level 
and the pillars act as excellent cover. 
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THE TFIQMELESS PLACE 

SINGLEI-PLAYER ENEMIES: ANGEL, WRACH, TANKIR 

WEAPONS: ROCHET LAUNCHER, LIGHTNING GUN, PLASMA Gun 

POWER-UPS: INVISIBILITY, QUAD, REGENERATION 

FRAG LIMIT: 20 

1. The power tube is locat- , seat 
ed under the walkway 
in this area. 

2. The power-ups appear 
under the stairs in a 

small alcove. 

3. Yellow armor is found in 

these locations. 

4. The rocket launcher 

is here. 

5. The lightning gun 
is here. 

'6. The red armor is in 

this corner. 

7. The plasma gun is here. 
8. There is a large cache of 

ammunition in this spot. 

This arena contains a power tube that replenishes your health and armor when you 
stand in it. There are also a number of complex twists and turns on this level, and the 
staircases lead to different and various locations. Interconnecting corridors, large caches 
of ammunition, and three power-ups mark this as a unique map filled with surprises. 

The power tube dominates this level. The problem is that using it makes a lot of noise, 
broadcasting the fact that you are healing to everyone on the level. You generally don’t 
have more than a few seconds to heal yourself, so make the most of the time that you 
do spend in this area. 



Straight up from the power tube is a suit of yellow 
armor and the rocket launcher. These two items, com- 
bined with the power tube, make this area a haven 
for combat. 

CuHartern 8 THE FourtH TieR ARENAS 

Tip 
Don't get greedy in the power 
tube. You don’t regenerate as 
quickly as your enemies can 
strip away your health, and you 
are vulnerable from several 
directions here. 

Follow the low corri- 

dors away from the 
power tube to the 
alcove-filled area 

below the stairs. You 

can find several 

health items here, 

several boxes of 

ammunition, and the 

power-up location. All 
three power-ups 
appear in the same 
spot, each appearing 
roughly one-third 

| of the time. Naturally, 

the Quad is the 
most useful and 

the most coveted, but 

the invisibility icon is 
useful in these twist- 

ing halls as well. 

qs 

ie. 
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Be extremely careful o 
alcoves here. A single misstep and you're dead meat. 

Follow the staircases and catwalks u lev P and around the el to find both the lightni 

On the bridge above the power tube is-a pair of gold healths. It’s Possible to rocket jump there, and the pres- ence of the gold healths make it relatively painless. 

ANN ele a Pe ONS me mee one BS vRNA ee stad eS 



CuHaptern8 THe Fourtu Tier ARENAS 

Deva Stati o 0 

SINGLE-PLAYER ENEMIES: LUCY, BIKER, PATRIOT 
TANHJR : 

| WEAPONS: SHOTGUN, GRENADE LAUNCHER, 
ROCHET LAUNCHER, LIGHTNING GUN, PLASMA GUN 
POWER-UPS: PERSONAL TELEPORTER, MEDHIT, 
QUAD, HASTE 
FRAG LIMIT: 20. 

The rocket launcher 
is here. 

2. There is a suit of red 

armor on this ledge. 
3. A shotgun sits in 

this spot. 

4. The medkit is here. ' 
5. The first teleporter is i 

located on the bottom 7 
_ floor under this ceiling. — : 

6. The lightning gun is on a i 

shelf here. | 
7. The second teleporter i 

_ ts here. 

8. The secret compartment 
holding either gold SB aioe Ee 
health or the battle suit 
is across from the sec- 
ond teleporter. 

9. There is yellow armor here. ; on 
10. The teleporter at number 7 brings you to this spot. é = 
11. The plasma gun is behind a door here. tg 

_. 12. The Mega-Health is located directly over this bounce pad. Pee * @ 
. 13. The haste power-up is here. You can open ge door to ea Quad room by shooting — 

the target above the haste icon. 

14. The Quad is here. 
15. The teleporter at number 5 brings you here. 
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This is an extremely large 
map with a number of 
interesting secrets and 
surprises. Four power-ups 
appear scattered through- 
out this level, and all of 
the weapons except the 
railgun and the BFG10K 
are present as well. This 
level can be very confus- 
ing, but the hallways all 
interconnect with each 
other, and it’s not too dif- 
ficult to get from one 
place to the next. 

In one corner of this map 
is the rocket launcher 
room. The rocket launcher 
is located on a platform 
surrounded by slime, so be 
careful when you get it. 
Jump off the bounce pad 
here to get to the ledge 
with red body armor and a 
gold health. There's also a 
pair of yellow healths and 
a trio of armor shards, as 
well as a box of rockets. 
From this room, you can 
exit into the main hallways 
on the ground floor or 
leave through the door at 
the top of the ramp. 
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Through the door, you 
spot more ammuni- 
tion and two more 
yellow healths, plus a 
shotgun in a small 
rounded alcove. 
Continue through the 
halls and near the 
cache of grenades _ 
and shells to grab the 

| medkit. Go straight 
_ down the hall away 
| from the medkit to 

_ the next area. 3 

Here, you can find the lightning gun on one platform bt 
and a box of ammunition for it on another. The cat- i 

|, walks that lead away from these platforms both go to Vz a 
the same area, and they loop around to each other, as 

making a large, irregular circle. Down both sides you iy 
find a pair of yellow 
healths and a shot- : 
gun, and the side with | 

the ammunition holds an additional gold health. The : 
real goal here is the teleporter in the middle. 

Pop through the tele- 
“| porter to appear in a 

small alcove contain- 
ing health, ammuni- 
tion, and the Quad. 

Getting the Quad is 
| tricky, though, so be 
prepared to run. As 
soon as you grab it, 

| the door to this room 
' opens, and an array bees ea 

of grenades begins to launch in the next room. Run up wo 
the stairs, straight through and nab the haste icon on ” il 

the platform in the middle of this room. Then run | 

straight ahead, back to the main ‘hallways. The grenade launcher appears to your immedi- Z 

ate right after the haste room. a 
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You can open the door to the Quad 
room by shooting the button locat- f 
ed over the haste icon. 5 a TI pre 

The corridor with the grenade launcher leads to a com- 
mon melee spot on this level. There’s another shotgun 
here, along with health. The alcoves along the sides of 
the walls are a perfect place to use for cover as you try Nab the Quad, then run 
to kill your enemies. Move through and turn right to through the hail of grenades fo es f : score the haste power-up. This is another similar corridor. At the far end of this hallway, an extremely powerful combina- 
you spot a series of armor shards, as well as another tion, so don’t wait around—head 
shotgun. Going through the opening at the right leads bb to the busier areas of the arena back to the area with the lightning gun. and start shooting. 

| Midway down this corridor, there are a couple of turn- 
_ Off points. The first is to the right. This access hallway 
a contains a suit of 

yellow armor. You 
can run up the 
ramp to the higher 
level easily. Going 

5 a era te here takes you to 
a very narrow set 
of stairs that leads 
back to the corri- 
dors outside the 

From the grenade launcher, 
follow the halls to this area filled 
with alcoves. Use these to avoid CHANGER 

_ enemy fire. You must perfect your | jim shards inthe ‘Main floor level 
strafing technique to survive back alcove are definitely of the rocket 

down here. worth grabbing. launcher room. 
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Tip 
You can rocket jump to the small 
transom over the entrance to this 
room. The slope in the ceiling 
helps guide you to the proper spot. 

Across from the entrance to this access corridor, you 
find a door. Behind it is the plasma gun, an excellent 
weapon for the gunfighting areas here. Run through to 
the small balcony and jump out onto the bounce pad. 
Let the bounce pad take you straight up in the air to 
snag the Mega-Health. Jumping across to the other 
side brings you back to the haste room. Be extremely 
aware of the red fog that blankets the area around the 
bounce pad. 

Tip ~~ 
If you want a few seconds of real 
power, head through this side exit 
after getting the Quad and the 
haste power-up. You wind up with 
the plasma gun and about 20 sec- 
onds of both power-ups—a truly 
deadly combination. 

| The final major area is the set of corridors outside of 

the main floor of the rocket launcher room. These con- 

nect with the grenade launcher area, the access corri- 

| dor, the rocket launcher room, and the lower gunfight- 

ing area. There are two notable locations here. The first 

| is the teleporter, which is located straight away and 

| right from the rocket launcher room. Get the shotgun in 

© front of it and take the teleporter to the curved alcove 

filled with armor shards. — we 
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| You can also open the 
_ wall immediately 
| across from this 
_ teleporter. A secret 

| alcove contains a gold 
| health. However, in 
| multiplayer team 

games, this gold 
| health is replaced 

by a battle suit. 

THE DREDWE RKZ. 

SINGLE-PLAYER ENEMIES: SLASH, GORRE, LUCY, 
BIKER, PATRIOT, WRACH 
WEAPONS: SHOTGUN, GRENADE LAUNCHER, 
ROCHET LAUNCHER, LIGHTNING GUN, RAILGUN, 

’ BLASMA GUN, BFGIOH 

POWER-UPS: QUAD, REGENERATION, PERSONAL TELEPORTER, MEGR-HEAL TH 
FRAG LIMIT: 20 

08-MAP3A 1. The Quad appears here. 
The Mega-Health is on a shelf here. 

3. Plasma guns are located i in 
these areas. 

4. You will find the Raceneraton icon in 
the water under this area. 

5. The BFG can be found in a small room 
above the Regeneration icon. The tele- 
porter in this room takes you to area 
number 6, and the teleporter at num- 
ber 13 brings you here. 

6. The teleporter in the BFG room bakes 
4: ~~ you here, behind the yellow armor. 

7. Yellow armor can be found here 
Find the rocket launcher here. 

= 



CuHapter8 THE Fourtu TieR ARENAS 

. The railguns are here. 08-MAP3B 
10. Find the Personal Teleporter on ey 

the shelf below the plasma gun. 
11. There is a lightning gun in 

this area. 
12. Use the acceleration pads to reach 

the red armor over the canyon. 
13. The teleporter here takes you to 

the BFG room. 
14. The grenade launcher is in 

this area. 

are 
The Dredwerkz looks a lot more compli- 
cated than it really is, mostly because of 
the central courtyard area, which con- 
tains about 10 distinct ways to enter and 
leave. Everything in this Arena begins 
and ends with the central courtyard, and 
everyone is generally running to or from : Vv, 
it, only to loop back to it again. Most of the action takes place here, simply because all iw 
roads lead to it. | 4’ 

Tip 7 | le 
This arena contains three levels of corridors. You can get a general ae, 
idea of where you are by the shape of the hallways. The service cor- 
ridors on the top level are narrow and dark. The middle level corri- 
dors tend to have curved, shiny walls. The lowest level passages are — 
dim, and the walls are the same shape as the doorways. In the bot- 
tom two levels, the lighting tells you which side of the map you are 
on. The more brightly lit halls open into the courtyard across from 
the Quad, while the darker halls enter the courtyard on the same 

- side as the Quad. ee 

The two most obvious features of the courtyard area are both on the ground floor. First is ~ — ae: 

the Quad, which is another reason the action tends to center around the courtyard area. 

The other obvious feature is the rectangular pool in the center of the room. Because 

the pool leads to several good weapons and power-ups, it almost gps Soh has a body 

in it somewhere. 
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= If you swim straight 
_ down in the pool and 

a a ) follow the tube, you 
ee ) run across the regen- 
BY ae ' eration icon about 
; re halfway through. 

Swim straight up from 
| here to reach the BFG 

room. Again, the 
fastest way out of this 
room is via the tele- 
porter, which puts you 
back in the central 
courtyard, dumping 
you directly on top of 

the yellow armor across from the Mega-Health. Step 
out of this alcove/ledge to land on the rocket launcher. 

Tip 
This high ledge is an excellent 
sniping location since the only way 
to it is through the teleporter in 
the BFG room. You can score sev- 
eral quick kills me fi ney the BFG 
from here. 

You can also swim through the pool all the way to the 
other side. Use the bounce pad to take you all the way 
up to the top level, where you land on a plasma gun. 
The two gold healths here are a welcome sight as well. 
Running out from the top level leads to a small hallway 
with a grenade launcher and two corridors. Taking the 
path to the right leads you back to the main courtyard 
on a high ledge overlooking the pool. The Quad is on your right, and directly across from 

you is the suit of yellow armor you grabbed when you went through the teleporter in the 
BFG room. 
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If you don’t take the turn-off back to the main court- 
yard, you can follow the hallway past a box of grenades 
and a box of rockets to the large open area on the side | 
of the level. Like the courtyard, this area looks more 
confusing than it is, simply because you have a number 
of options here. 

EAR: 
Perhaps the most obvious way to go is to drop off the 
ledge to the right and down to the acceleration pad. Hit 
this to sail over the fog of death canyon into a suit of 
red armor. On the other side, you can grab a shotgun 
and take the bounce pad up to the second level or go 

....., through the door. The 
_ door leads to a short 
hallway with lightning 

gun ammunition and 
| armor shards. This 

takes you back to 
the ground floor 
of the pool room 

| you reached by swim- 
' ming through the 

tunnel from the 
main courtyard. 

This acceleration pad is hard to 
miss if you drop down here. 
However, it’s difficult to get to the 
small ledge with the door on it. 

a 
con 
“ 
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If you take the bounce pad to the second level instead, 
you again have a couple of choices. Grab the railgun 
back and to the right of the bounce pad, then take a 
look around. There’s a door on this level, which leads 
back to the middle level of the pool room with the 
plasma gun, an area we'll explore more fully in a 
moment. Continue on this level past the yellow 
armor to locate a bounce pad up to the top level © 
where you entered. 

“| Your other option is to 
jump over to the plat- 
form sitting in the 
middle of the fog of 
death. There’s nothing 
here but a teleporter, 
so walk through it. You appear in the BFG room, almost 
on top of the BFG itself. Grab it and get back to the 

| central courtyard using the teleporter. 

If you go through the 
door on the second 
level of this area 

instead, you enter the middle area of the room with the 
plasma gun, which you reached originally by swimming 
all the way through the tunnel from the main courtyard. 
Here, you can find a shotgun, some rockets, and some 
machine gun ammunition. Additionally, on a small 
ledge to the left you can find the personal teleporter. 

It’s possible to rocket 
| jump to it from here, 

but the easiest way to 
get it is to drop down 
from near the plasma gun. 

Also on this level, you see a pair of doors. Head through 
the door on the left to a circular area that leads back to 
the main courtyard. There’s a Mega-Health on this shelf 

|| overlooking the pool and the Quad, making it well 
worth your while to go this way. 
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Take the door straight across from where you entered 
to find a whole new wing of this arena. You can grab 
some yellow armor just on the other side of the door. 
You're now on a balcony along the Quad side of the 
courtyard as you run down the path here. It ends in a 
door at the far side, which leads to a series of stairs 
and corridors, complete with a room holding a railgun. 

As you near the door on the far 
side of this balcony, you can easily 
jump over to the platform holding 
the rocket launcher. 

Exit the railgun room on the far side to find yet another 
chamber with two exits. You can head left, right, or 
on «ey Straight from the gold 

| health in front of you. 
Dropping off to the 
left puts you right on top of a plasma gun, while head- 
ing straight also takes you to a drop to the lower area. 
Both of these ways through this room lead to a door 
that takes you to the ledge with the rocket launcher 
above the pool in the main courtyard. 
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If you head right from the gold health, you find the 
other side of the arena. Head down the stairs past 
some ammunition to a balcony above more red fog of 
death. By the yellow armor and the box of BFG ammu- 

SK nition, you can take the bridge to the door on the far » 
» \é& — side of this small canyon to get the grenade launcher 

s next to the door. Drop down to the ground floor for - 
, the lightning gun, then follow the corridor through the 
* door to find a shotgun, ammunition, and a passageway 
i neeny DAK tothe ground 

level of the courtyard 
across from the Quad. 

All that remains of 
this level are the 
paths leading away 
from the door next to 
the grenade launcher 
over the lightning gun. 

. The grenade launcher waits If you go through this Drap otf the ll peor me s by the top door while the light- door, the rounded cor- gold health for this plasma gun. 
4 ning gun sits near the fog of ridor takes you to a The door leads to the rocket 

v4 death on the bottom. room with a pair of launcher in the main area 
while around to the right on the 
floor, a bounce pad brings you 
back up to the gold health. 

exits. Head down the 
| stairs ahead of you to 

| reach the small shelf 
| with the acceleration 

__|) pad. This pad takes 
you to the red armor 
| in the open canyon on 
| the side of the arena. 
| If you go left through 
the door instead, you 
come to the courtyard, 
a short jump away 
from the rocket 
launcher. Take the 

Running through the door 
by the lightning gun takes you 

Pe back to the courtyard and gives 
you a great view of anyone 

ale Pr Stairs to the right for | “oe going forthe Quad. health and ammuni- _—G ing straight from your entry in 
<%# tion, as well as a drop down to the main floor. this room takes you to the red é ‘ : 

armor jump while heading left 
through the door returns you to 

the main courtyard area. 
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VERTICAL VENGEAHC!] 

SINGLE-PLAYER ENEMY: ANARHI 
WEAPONS: SHOTGUN, ROCKET LAUNCHER, RAILGUN, PLASMA GUN 
POWER-UPS: MEGR-HEALTH 
FRAG LIMIT: 10 

08-MAP4 

1. The railgun appears here. 
2. Red armor is here. 
3. The plasma gun is here. 

4. Find green health on the bottom 
floor here. 

5. The rocket launcher is here. 
6. Find the Mega-Health here. _ 
7. The shotgun is on the top floor here. 

As with all of the tournament maps, this 
one is quite small. It is shaped like a large 
U, with an internal section that contains 
some important items. Navigating this 
level is sometimes confusing, but with 
practice, it isn’t too hard. 

Both the interior core of this level and the 

exterior U contain three levels. The ground floor of the interior doesn’t hold much, except 

for a couple of yellow healths and a “nen pool of slime. There are three doors here 
leading to the outside area. - 

Outside the doors on the bottom level, you find a num- 
ber of things. There are bounce pads at each end of the 
U, both of which lead to the top level, and the bottom 
right corner of the U holds a bounce pad to the second 
level. Along the right side of the U, you can find a series “ 
of green healths in a narrow corridor, and in the bottom 
left corner, you can locate the plasma gun. _ 

gyms 

eg 
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If you take the bounce 
pad up to the second 

_ level, you can find the 
| rocket launcher, with a 
| pair of yellow healths, 
|| along the right side of 
| the level. Follow this 
_ ledge around the base 

of the Utoadoorto . 
the interior area. 

: Following the ledge 
_ all the way around 
§ to the left side takes 
|) you past some armor 

shards and a small 
shelf with-the 
Mega-Health. | 
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| If you take the door to | 
the interior, you 

almost walk directly 

onto an acceleration 
pad. There are a few 
yellow healths on 

_ this level, but the 
main feature is this 
pad, which shoots 
you up to the top 
level, directly onto 

| the railguns 

On the top floor by 
the railgun, there are 
doors on either side 
leading back to the 
exterior of the level. 
The right side of the U 

leads only to plasma gun ammunition, but the door to 
the left side of the U takes you to a box of rockets and the shotgun. 

The most useful area on the exterior of the top level is the base of the U. Here you find a box of railgun ammunition, as well as a suit of red armor located on a small shelf hang- | ing off the interior portion. Jump over to the shelf to grab the red armor. 
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ao Lost WorLbD 

\ ¥ SINGLI-PLAYER ENEMIES: VISOR, RAZOR, STRIPE 

/\¢ WEAPONS: SHOTGUN, GRENADE LAUNCHER, ROCKET LAUNCHER, 
aia LIGHTNING Gun 
: ¥ POWER-UPS: QUAD, MEGA-HEALTH, MEDHIT 

Ane, FRAG LIMIT: BO 
oY 

» & 1. The rocket launcher is on 09-MAP1 
= SF this central platform of 
[SN the bridge. 

2. The Quad is sitting in a 
small alcove below the 
bridge. 

. The Mega-Health is located 
in an alcove under this roof. 

. The medkit is here. 
5. The grenade launcher is in a 

corner here. 
. The teleporter is on the 
lowest level near the lava in 
this courtyard. 

7. The teleporter from number 
6 takes you to the bottom 
floor here. 

8..The red armor is. __ 
located here. oe 

9. The lightning gun is here. 
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at The first arena on the fifth tier is much smaller than those on the fourth tier. There are 
“".& only a few critical areas on this map, and the map has an extremely linear feel to it. 
4 Many areas have only one way, forcing you and your opponents to travel in particular 
* directions. Because of this, there are several important locations for those who like to 

camp out and snipe. 

_The largest and most important area on the map is the large courtyard featuring the 
rocket launcher. This is located on the center of a bridge suspended over a long drop into 
lava. There is a gold health next to the rocket launcher, making this a very popular loca- 
tion. Both of the paths off the bridge lead to the external areas of the map. 
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There is a series of shelves against i 
the back wall near the rocket . oo 

launcher. Jump here for an excel- ‘ 
lent sniping position. You can also 
_rocket jump up to the higher ee 
ledges against the same wall. _ % 

ine 

| The Quad appears in an alcove on the wall in this area. | 
~~ The easiest way to reach it is to drop down from the 

rocket launcher bridge. This is a decent spot to snipe t : & 
from, but you are vulnerable because you don’t have i - 

much room to move. ire, 

i 
The next layer down, which is on approximately the same level as the Quad alcove, has 

three distinct paths off of it. With your back to the Quad, you can go right, left, or straight | 

ahead. The right and see | | 
central paths loop 
around to each other, 

meeting in the large < 

room with the ; 

stitched wound on ra 

the ceiling. The green Pe Se 

health here is a wel- nn 

come sight, as is the | ' ae 

yellow armor just out- | ' fg \ 

side this room. 
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Reo) een . 

Sx oy 
There's also a small path near the 
wound room with a shotgun, 
some armor shards, and an 
angled bounce pad. This pad 
shoots you up to the top level, 
just to the right of the spot where 

=) 

ANSE : you can drop down onto the 
BR iy Mega-Health. Following the 
The corridor left takes you to the 
% i.” rocket launcher. 

hen) a 
Bc ¥ oe 

€~ Y 

You also see the Mega-Health 
here. You can rocket jump to it, but 
it’s better to drop down from the 
top level near the yellow health. 

Your third choice standing in front of the Quad is to go 
left. If you go this way, you can find a couple of 
important exterior areas of this map. Head up the stairs 
past the flesh column to find the lightning gun. If you drop off to the right from here, you wind up:back by the bottom of the flesh column. Go left for some new areas. 
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Tip 
You can run around either side of the flesh column. Heading around 
it off the stairs can be a little quicker and can surprise an enemy. 

Turn to the right at the top of the stairs past the light- 
ning gun; this leads you back to the rocket launcher. Go 
left from here to get to the next important area. 
Running down the short set of stairs leads back to the 
rocket launcher area on the second level from the top. 
Stay near the top and head left to snag the grenade 
launcher and the medkit. If you drop all the way down, 
you're back in the wound room. Use the angled bounce 
pad here to get to the grenade launcher. 

There’s one other way 
= off the second level in | 
_ the rocket launcher | 

courtyard. Drop down 
by the small demonic 

| face to end up on the 
next platform down. 
This contains only the 
red armor and a box 

_ of rockets. There’s no 
~~ other way off this but 

to drop all the way 
down to the bottom 
level. Be careful of 
the lava. ; 

a a el 

“a 

mer? 

On this bottom level, 
| you can grab another 

. |) shotgun and a gold 
| health. The only way -- © .. - 
off this low level is to hi 
run through the tele- wa 

porter, which places = 
‘| you back in the 7 y 7 

a a? wound room. | 
; CEI 
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Tip : ; 
The spot in the wound room facing where you teleport in is another : 

ed, excellent place to camp out. People frequently enter here and are 
slightly disoriented when they appear. 

er 
oe 

=a. 4 

= oe" 

GRim DunGeons 

SINGLE-PLAYER ENEMIES: VISOR, RAZOR, KEEL, STRIPE 
WEAPONS: SHOTGUN, ROCHET LAUNCHER, LIGHTNING GUN, RAILGUN, PLASMA 
GUN, BFGIOH . 
POWER-UPS: MEGR-HEALTH, PERSONAL TELEPORTER, QUAD 
FRAG LIMIT: BO > 

09-MAP2 
1. The plasma gun is 

located just behind the 
drop to the catacombs. 

2. The red armor is on a 
shelf up these stairs. 

3. The Quad appears here. 
4. The railgun is located 

on a platform below 
the floor here. 

5: There’s a suit of yellow 
armor here. ; 

6. The rocket launcher is 
“<< \inethis courtyard. 

7. The personal teleporter 
is here. “a 

8. The BFG10K waits 
through the gap here. | 

9. The lightning gun is in 
the catacombs under the floor here. ~ 

This arena holds two large courtyard areas and an extensive series of dangerous cata- combs in the basement. While most of these low areas are covered, there are some spots where you can slip and fall into the fog of death. This level can get confusing, because 
most areas have several different possible paths out, including a trio of | 
bounce pads in the catacombs. 

a ~ a “a 
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The plasma gun courtyard is the most important area 
on the level. It holds a set of stairs down, a drop 
straight down into the basement area, and a short 
flight of stairs up. Take the stairs up and nab three 
types of ammunition, as well as a suit of red body 
armor. Grab this and run through the portal into the 
next courtyard area. 

‘GAs 

Tip 
To drop down the holes without 
hitting the bounce pads at the bot- 
tom, run toward the higher-edged 
side of the hole and use air control 
to move yourself forward. 
Otherwise, you'll bounce right 
back up to the top. 

This area holds the Quad, as well as some ammunition. 

There’s another hole in the floor here leading to 
the catacombs, and a long corridor with a door at the 

end. Follow this corridor for some plasma ammunition, 
then go through the door to find another corridor and 
a room with two gold healths, armor shards, a shotgun, 
and more ammunition. Both of the two doors out 
of this room lead to the second major area, the 
rocket launcher courtyard. 

a 
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ar Heading through the left door puts you on a line to grab the personal teleporter. There's 

a small rectangular drop-off to the left, which leads down into the basement area. Going 

through the right door leads into the main courtyard area, containing health and ammu- 

nition. The rocket launcher sits on the far side of the courtyard’s outer rim, away from — 

this entrance. To the right, there is some BFG ammunition and yellow armor. Notice 

another rectangular drop-off behind the BFG ammo. In addition, the courtyard has a 

lower level down a flight of stairs. This area contains yet another hole in the floor, which 

drops to the catacombs. 
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You can also leave 
this area via the 
door behind the yel- 
low armor. This 
leads to a small 
drop-off with a 
bounce pad. Drop 
and turn right to find 
the railgun overlook- | 
ing a low catacombs 
area containing the 
BFG. This is an 
excellent sniping 
position, because it contains two separate drops from the top level and is frequently 
traversed. Heading straight from this bounce pad takes you to the top layer of 
the catacombs. 

Tip 
Use the pillars in this area to hide behind when gunfighting 
with an enemy. oS 

Now let’s cover some of those drops from the top level. 
The simplest is the one located behind the BFG ammu- 
nition in the rocket launcher courtyard. Drop here to 
land on top of the Mega-Health. The Mega-Health can 

~ 5, also be reached from the lower area of this courtyard, 
3° but it is in a long and narrow alcove, leaving you very 
S % vulnerable to attacks. 
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“ye ~—sThe best way to get the Mega- 

ees Health is to run into the alcove 
Ad and rocket jump out. This gets you 

out quickly, takes only a little of 
your new health away, and may 
catch a pursuing foe in the blast. 

Drop through the circular hole at the bottom of the Getting the Mega-Health leaves 
rocket launcher courtyard and you appear in the cata- you vulnerable to attacks from 
combs. A long chasm filled with the fog of death sepa- _ behind. This is why dropping in 
rates you from the BFG. On your side, you have yellow from above is the better way. 
health, yellow armor, and rockets. This is a good posi- 
tion for sniping on the BFG area because you are protected from the railgun 
platform above. 

Besides the bounce pad, there are two other ways to get to the BFG. You can jump onto 
the slow-moving platform that travels between you and the BFG. However, this leaves 
you very vulnerable because you have nowhere to go without falling into the fog of 
death. You can also head up the corridor to the left of where you entered this area. 

_. If you want to come down on the BFG side, drop 
| through the small rectangular hole by the personal tele- 
| porter on the top level. You take some damage from the 

fall, but the gold health here helps alleviate this. Drop 
down to the BFG and 
snatch it up. The only 
way off of this side is 
to use the slow-mov- 

MEI lS i ing platform, which 

The only way to the BFG from leaves you wide open 
here is via the platform. The _ to attacks from the 

fastest way is to jump when you _railgun platform. 
are about halfway across. 

ee ee 

isle lines 

Drop down next to the 
personal teleporter to get the fan 

“ye she best way to get the BFG is to BFG quickly. oe er eecdba bi 
‘Sas you are exposed to the railgun 4 
Wi snatch up the personal teleporter, platform here. . 

drop down, get the weapon, and 
teleport out. 
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Heading away from where you dropped down 
from the rocket launcher courtyard, you enter 
the corridor area of the catacombs. After a few 
twists and turns, you have a choice of going either 
left or straight ahead. Going straight takes you 
directly to a bounce pad that leads back up to the 
plasma gun courtyard, the first hole in the floor 
that you encountered. 

Should you head left, you enter a slightly more 
confusing area. This is a multilayered catacombs 
area, with armor and ammunition on the bottom 
floor. Head up the stairs, and on the middle level, 
locate the lightning gun near a bounce pad. This 
bounce pad rockets you up to the Quad area of 
the plasma gun courtyard. If you head all the way up the stairs and bear left, you enter 
the plasma gun courtyard. Heading right takes you over to the railgun platform. 
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Demon KEEP 

SINGLE-PLAYER ENEMILIS: STRIPE, HEEL, RAZOR 

WERPONS: SHOTGUN, GRENADE LAUNCHER, ROCHET LAUNCHER, RAILGUN, 

PLASMA GUN, BFGIOH 

POWEZR-UPS: MEGR-HEALTH, TELEPORTER, QUAD, BATTLE SUIT 

FRAG LIMIT: 15 

Ly 
09-MAP3A 

1. The rocket launcher 
is in the center of 
this room. 

2. The Mega-Health is near 
the ceiling under this 
domed roof. 

3. Yellow armor is 
on the catwalk over- 
looking the rocket 

-launcher. 

4. The grenade launcher is 
here. 

5. The Quad and the per- 
sonal teleporter are in 
the basement under this 
area. 

6. The battle suit appears 

. here. 
7. The railgun appears on 
this platform. 

8, The BFGIOK floats 
_ above the level here. 

NW g.h After getting the 

- BFG1OK, you land on 
_ the red armor here. 
10. The secret area holding 

BFG10K ammunition 
is here. ! 

09-MAP3B 
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=| This level feels a lot larger than it really is, thanks in 

| part to the huge, wide-open courtyard that contains 

| both the railgun and the BFG. In addition to this signifi- 

| cant area, the rocket launcher room is heavily traveled, 

"as is the basement area containing both the Quad and 

_ the personal teleporter. It's impossible to get lost in the 

| main areas of this level, but the side areas can be diffi- 

|| cult to find if you don’t know what to look for. 
& ween BR 

FA 8S 22 Ke EHS % 

eos? 

| The rocket launcher room contains the most combat in 

this arena by far, due to its central location and the 

presence of the rocket launcher. There are a number of 

ways in and out of this room, which makes getting the 
rocket launcher somewhat difficult—you are often 
under fire from several different angles when you make 

oy @ run for it. 

be 7 eee 

Wf - 

PS EES ') The two acceleration pads and the bounce pad just 
| behind the rocket launcher propel you up to the top 

ledge area. The two side passages up here lead around 
to the catwalk that overlooks the rocket launcher. Both 
of these side passages also contain a drop-off to a 
small set of staircases, which we'll discuss in a 

| moment. At the yellow armor, you can run out and get 
_ the grenade launcher. Both of the paths from here lead 

to ledges overlooking the railgun courtyard. The right 
path also contains a yellow health. 

oe : 

PN 
sl : >» 

ENS __ If you take the bounce pad up from the rocket launcher, 
“yj you see another path straight ahead of you. The Mega- 

| Health is located above this narrow bridge, out of your 
reach. You can rocket jump up to it, or you can drop off 
either side onto the angled bounce pads, which launch 
you directly into the Mega-Health. Once you have it, 
use air control to land back on the bridge. The gap at 
the end of this bridge drops to a bounce pad in the 
basement area. You can also reach the bounce pads up 

‘| to the Mega-Health by running through either of the 
= two doorways next to the bounce pad. This way also 

gives you some additional rocket launcher and railgun 
ammunition and a gold health. 

Ginn us 

ee pA? Soe 

Pr 

D See “ 



CHAPTER Y Twé Fiete Tie R ARENAS 

In the other direction from the rocket launcher, there 
are five distinct paths out of the area: one on each 
side, two doorways ahead to the left and right, and a 

gap in the floor straight ahead of you. Both the leftmost 
and rightmost passageways lead down into the base- 

ment. Go left to find two yellow healths, BFG ammuni- 
tion, and a plasma gun. Go right to get yellow armor, 
machine gun and plasma gun ammunition, and a sec- 

ond plasma gun. These two side branches meet again 
at the bottom. 

Tip 
The gaps on the sides of either of 
the top catwalks drop into these 
two staircases. If you are on the 
top level, this is the quickest way 
to the basement. 

| In the basement, 

_ there are a couple 
_ more yellow healths 
and the personal tele- 

| porter. A long, narrow bridge also holds the Quad. This 
is an extremely dangerous area. On either side of the fie 
bridge, the red fog of death threatens you. Additionally, ‘ 

| there are three huge inverted crosses swinging back 
and forth across the bridge. A hit from one of these 
kills instantly. If you do run all the way across, you can 
find armor shards, rockets, yellow health, and the shot- 
gun. Directly behind the shotgun is a bounce pad that 
takes you back up to the Mega-Health area. 

Tip 
cA Grab the personal teleporter, run 
Sw’ past the first two crosses, and use 

the personal teleporter to take you 
out of this area immediately. 
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~ "= Back at the rocket 
~ OM launcher, you still 
ie have three unexplored 
b ae paths. The archways oes 

to the right and left of 
the drop-off both lead 
out to the railgun 
area. The battle suit 

| appears right outside 
. “1a 2 RAST % $ au y oe mye . 5 t 

we The caranaal iélapester i is cchéeiely Seatal on 1 this level particularly rg apd et 

we in getting the Quad and getting back to the battle quickly. Be careful bb h i y 

rz € around the swinging crosses. One touch and you are done for. grab both yellow 
£1 armor and a gold 

| iaacaccmsacmumaisi health off to the left. If you drop off the center of the 
F _ ledge, you land on a low platform. Follow the corridor 

| here for some armor shards and health. This small hall- 
| way ends in a bounce pad that pops you into the rocket 
| launcher room again, through the central gap that you 
) hadn't yet explored. 

| Instead of dropping 
| straight down from 

memmenmenmnmmem:: the battle suit, you 
Should you make it across the ©?" also jump out 

~. ‘| bridge, you'll find several useful "to the bounce pad. 
items. Directly across from the This sends you over to 
shotgun is a bounce padtothe the far platform where | 

. Mega-Health area. - the railgun awaits. The | 
* ~ two acceleration pads 

hurl you back to the area with the grenade launcher. 
There are more interesting things to do here before —_— ’ ES 
jumping back, however. The bile s suit (Biotads' you if you : a fall into the lava. It’s also incredi- f a \ bly useful for the rocket jumps J 

you can make in this area. 

,® 
. ax 

5 

; ‘aw £4 The walls near the battle suit are 
4 et, filled with high, dark ledges that 
7 = you can rocket jump to. 
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Tip 
Sy Notice that the area surrounding the railgun platform is filled with 

lava. If you fall into it, jump toward the central platform and get 
onto the low bridge. 

From the center of 
this platform, look 
straight up. That thing 
floating up in the sky 
is the BFG. So how do 
you get it? Turn and 
look at the armor 
shards. There’s a 
bounce pad floating 
above them. If you 
rocket jump from the 
middle shard and air 
control yourself onto 

this pad, it takes you directly into the BFG. You land on a small shelf overlooking this 
area directly on a suit of red body armor—quite a haul. 

If you miss the jump, or don’t want to try it, drop and 
follow the low bridge back to the rocket launcher room. 
Or, if you missed and wish to try again, use the tele- 
porter, which takes you back to the area where the om 

tle suit appears. 

Tip 
if you just want the BFG and don't 
_care about the red armor, you can. 
rocket jump off the bounce pad 
leading to the railgun maces up 
to the BFG. 

y 4 

oe . 
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If you have the battle suit, you can score some extra BFG ammuni- tion. Facing the lava, look left. Get the battle suit and run into the small alcove. There are three boxes of BFG ammunition here. The only way in and out of this area is through the lava, so without the battle suit, you can’t survive. A quicker way out of this alcove is to use the personal teleporter once you grab the ammunition. 
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CATAL -HUistinci 

SINGLI-PLAYER ENEMIIY: URIEL. ? 
WEAPONS: SHOTGUN, ROCKET LAUNCHER, PLASMA GUN &, 
PFOWEIR-UPS: QURD : i 
FRAG LIMIT: 10 

1. The rocket launcher appears 
on the dais in the middle of 
the map. 

2. The plasma gun is here. 
3. There’s a row of armor 

shards here. 
4. The yellow armor is here. 
5. The shotgun lies in 

this corner. 
6. Run up the stairs and jump 

the gap to find the Quad in 
this spot. 

eS = 

Ss cue a GR cea a 
sp toeectee 

eS. ger 

This is a small arena, shaped like 
a box. For the most part, there is 
only one level here, although there 
is a Staircase along the side of the 
map that leads up to the Quad. 
What makes this map difficult is that the entire level is shrouded by fog. You have very 
limited visibility, and shots often come out of the mists from unknown directions. While 
skill plays a major part in your success, there are some elements of luck involved on this 
map as well. 

Tip 
. er Since visibility is reduced on this map, rely more on your hearing. “4 
swt Walking instead of running not only allows you to hear your oppo- oe 
Ome nent more easily, it makes you quieter, pata you to sneak up on 

an unsuspecting foe. 



nae Soa Ak Cap «A ENA 
PRIMA $ OFFICIAL STRATEGYSGVIDE 

af 
a” Y 

; As already mentioned, this level is effectively a large 
| ant square. At the center of this square is a large dais hold- 
ing the rocket launcher at its center and a gold health 

SS). __ off to one side. The rocket launcher, because of its 
“\\. “<. splash damage, is highly desirable in this arena, and 
, you can expect combat to center around it often. 

If you wish to rise out of the mists, you can rocket jump | 
i) 9% — to the tops of the arches surrounding the central plat- | 

form. This can give you a better look at the map and 

ALLL LLL EEL ELL DEE: | ee Postion a rocket launcher in part because 
|  Caey: but it also this area is visible from virtual- 

_ leaves you out in the ly everywhere on the map. 
_ || open, making you an 
| easier target. 

Combat often focuses on the 

| The outer area of the 
| level is set up like a 
| spiral. From the rocket 

launcher, turn and 

locate the gold health 
in the exterior. Run to 

This bird's-eye view of the rock- 
et launcher makes seeing your 

a enemy easier, but it also expos- the back wall and turn 
te es you to more fire. right, following this 

Rm <\ ueerow Passa. The outer spiral starts behind 
A behind the obstruc- the gold health and under the 

(i a_i) tion to your right. You rockets on the top bridge. 
es | find the plasma gun 
; | back here. Around the i : 

| next corner, you run 
| across four armor 

“ "€ we | shards. 

ar 

i ‘ Pe eo) : 

i The steady stream of fire from 
the plasma gun makes you — : Wats more visible in the fog, but the- a eres EE eine dais tt calddd la orth Listen for your opponent grab- 

bing the armor shards. Because 
these are the only armor shards 
on the level, you'll hear know 
where he is when you hear the 

familiar sound. 
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The armor shards are an important auditory clue on this map. 

Continue past the armor shards to the box of machine 

gun ammunition. Above this box on a high ledge is the 

Quad. Turn the corner again to find the yellow armor 
(another important sound cue). Head left past the 
armor to locate the shotgun in a back corner. 

Past the next corner, you see a set of stairs rising out of 
the fog. There’s a gold health on the first landing. Take 
the stairs to the top and run along this shelf. You can 
easily jump to the next shelf, where you can pick up 
some plasma cells and the Quad. Because this shelf 
takes you up out of the fog, you are more visible and 
can be targeted more easily. | 

ee 

For a sneakier way to nab the 
Quad, you can rocket jump to 
it easily. 

woe %, 

Tip 
The Quad is something of a mixed 
blessing on this map. While it 
increases the amount of damage 
you do, it also makes you much 

more visible to your enemy. 

Note. 
_The Quad appears much less fre- 
quently than you are used to. 
Expect to hear it reappear about. 

half as often as on earlier levels. 
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PHI bouncy Mar 

SINGLE-PLAYER ENEMIIS: CADAVRE, BONES, Doom 
WEAPONS: SHOTGUN, ROCHET LAUNCHER, RAILGUN, PLASMA GUN 
POWIR-UPS: NONE 

FRAG LIMIT: 20 

1. The railgun is on this 
top platform. 

2. A suit of red armor 

sits here. 
3. The plasma gun lies 

on a small shelf 
directly under the 

5. The rocket launcher 

is in this location. 

6. The yellow armor is 
on a low shelf here. 

railgun. © — 

4. The shotgun is locat- oe ; ya 
ed here. a 2 1% 43a 5 G: @Q 

This level gets its name 
from the huge number of 
bounce pads in it. 
Because of all of these bounce pads, this arena tends to be fast and furious, with con- 
stant action. It's a difficult map to camp on, because almost anywhere is accessible from 
almost anywhere else in just a few seconds. 

On the very top level of the arena, you find a platform holding the railgun. This is an 
excellent vantage point, offering a view of two frequently traveled areas, but you are also 
extremely exposed in this location. There are two sets of stairs leading up to the railgun, 
and the lack of health and armor makes it a difficult position to hold. 
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gun platform. Drop down off the 
projection by the railgun and get 
the red armor and the health. The 
top bounce pad here takes you 
directly back to the railgun. 

On the front side of the level, straight down from the 
projection on the railgun platform, you find the plasma 
gun. You can drop all the way down to the basement . 
area from here or down to the next lower level, which holds the red armor. If you drop to 
the plasma gun, explore this area to find two armor shards and a shotgun. 

Below the red armor 

| containing two yellow 
' healths each. The two 
| bounce pads in the 
| corners pop you back 

..|| to the plasma gun 

~)) area, while the 
| bounce pad against 

, | the back wall sends 
you all the way back 
to the railgun. The 
railgun ammunition is 
particularly useful if 
you are going to hop . 
back up to the top. 
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On the other side of the level, behind the railgun plat- 
form, you see the ledge holding the rocket launcher. 
There’s some additional rocket launcher ammunition on 
the far side. Dropping to the area behind you, back 
toward the railgun platform, takes you to the shotgun. 
Drop toward the edge of the map to find a suit of yel- 
low armor. The two angled bounce pads by the a 
hop you back to the rocket launcher. 

eae 

Again, there are three bounce pads on the edge of the 
map. The two side bounce pads each have a gold health 
on top of them, and both take you to the sides of the 
catwalk surrounding this area. The bounce pad on the 
edge of the map pops you onto the rocket launcher. 

The central area of the basement holds several pairs of 
yellow health, as well as boxes of shotgun and machine | 

gun ammunition. The single horizontal bounce pad here 
shoots you onto the shotgun. 
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THE | Se Because of the way Quake III's 
SEs geometry works, you can walk over 

L OTIGE Sr : the hole down to this bounce pad 
by hugging the wall. 

YARD 

SINGLEI-PLAYER ENEMIES: MAJOR, SORLAG, Doom 
WEAPONS: SHOTGUN, ROCHET LAUNCHER, RAILGUN 
POWER-UPS: QUAD, MEGR-HEALTH 
‘FRAG LIMIT: Bo 

1. The Mega-Health is 
located directly above 
this central bounce 
pad. 

2. This bounce pad 
leads to the Quad. 

3. The Quad is located 
here. 

4. The three teleporters 
all take you to num- 
ber 5. . 

5. The red armor sits on 
this bridge. 

6. Rocket launchers are 
~~ in these locations. 
7. Shotguns are located 

in these areas. 
The railgun is here. 

10-MAP2A , 
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Like the first arena in this tier, 
this map is surrounded by 
space, and the map’s edges are 
easily walked over if you aren't 
careful. This is a fast and furi- 
ous level, with powerful 
weaponry condensed into a rel- Z 
atively small area. The large 
number of bounce pads means 
a lot of bodies flying around 
constantly, which makes for dif- 
ficult shots with the rocket 
launcher. However, this is a , 
railgun expert’s dream level. 2 

-o.japoe. This arena has a main area 
with three floors, a small top 

platform, and a distant area containing the railgun. _Z 
7° Most of the action takes place in the central area ii’ 

because the railgun can be difficult to get. The bottom i *; 
floor of the arena contains a central structure with an : ny 
angled bounce pad on each side. Three of these fi. 
bounce pads send you up to the second level while the 
fourth launches you much higher. We'll come back to 1 
this bounce pad in a second. t . 
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The central structure also has a bounce pad on the top. If you jump onto this from the 
second level of the main section, it launches you straight into the air, where you can snag 
the Mega-Health. Once you have this, you can easily use air control to reach one of the. 
side platforms. 

The bottom area of the map also contains gold healths 
in the corners. These are naturally very valuable, but 
they are difficult to get safely. Even an indirect rocket 
hit can knock you off the platform and into outer space. 
There's also a pair of railgun ammo boxes and an accel- 
eration pad. Take the pad to reach the railgun platform. 

Watch for people following you on 
the acceleration pad. If you are 
skilled with the railgun, you can 
pick them off as they fly in. 

The railgun platform has only a few features besides 
the railgun itself. On either side, there is a yellow 
health and an angled bounce pad that launches you 
onto the main area of the level. This can be a difficult 
spot to guard, especially if someone else has already 
grabbed a railgun and bounced back. However, you 
should be able to score a couple of kills from here 
before launching yourself into the main area. 
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Up from the bottom level of the main area are two side 
ledges with several features. Both hold a rocket launch- 
er and ammunition. Both also have bounce pads to 
the top level. Additionally, on each of these ledges 
there’s a teleporter. Use this to get to the center of the 
bridge connecting these ledges. The red armor appears 
here periodically. RY 

Tip 
Going through the teleporter 
makes you a sitting duck for the 
railgun, especially if someone is 
firing from the railgun platform. 

— 

Hy y ". Using either of the 
' __ | bounce pads launches 

you up to the top 
level of the main area. 
Each of these plat- 
forms holds a gold 
health, some ammuni- 

| tion, and a shotgun. 
_ The acceleration pads iv 
_ on each side launch you to the top platform across the 

| way, and the armor shards and yellow armor you grab 
en route will help you survive. 

Tip. 
The shotgun is a good choice if 

“sige —syou are coming from the acceler- 
iow? ation pad, and another player is 
Mt on the opposite platform. You can _ 

_also air control yourself to land 
directly on the opposite pad, 
allowing you to get ina few shots 
before hopping back. — 
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But what about the Quad? Remember that fourth 
bounce pad on the bottom level of the map? Landing 
on it launches you into a second, higher bounce pad— 
no air control needed. You bounce off of this pad 

directly onto the Quad 
_ on the tiny platform 
| situated high above 
| the level. You can 
| drop down off of this 
| platform, but this 
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<i Ai causes significant 
rE y damage. You can also 
i ae _ tun through the tele- 
7 ee / porter, which puts you 

| onto the middle of the 
bridge on the central 
level, right where the 
red armor appears. 

=~ 

‘Sy Like going through a teleporter, 
Re grabbing the Quad leaves you 

__ Open to railgun attacks. 
_ Furthermore, since getting it 
requires two bounce pad jumps 

. ; and a teleport to the red armor, 
anyone with a railgun gets three 
quality shots at you before you 
can start dealing damage. 

If you hear someone pick up the Quad and you have a railgun, equip it and aim at the red armor. As soon as the enemy appears, fire. 
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SPACE CHAMBER 

SINGLE-PLAYER ENEMIES: CADAVRE, BONES, MAJOR, HEEL, SORLAG 
WEAPONS: SHOTGUN, ROCHET LAUNCHER, RRILGUN 
POWER-UPS: QUAD, PERSONAL TELEPORTER 
FRAG LIMIT: 2o ase . 

1. Rocket launchers are 

situated between the 
acceleration pads. 

2. The railgun is on this 
exposed platform. 

3. The personal tele- 
porter is here. 

4. The Quad can be 

found at the top of 
the jump from the 
bounce pad here. 

5. Red armor is located 
on small shelves 
under this area. 

6. Shotguns are found 
here. 

If you aren't enjoying the levels that take place in outer 
space, you're going to have a real problem with this 
map. It is dominated by huge open staircases with 
drops off the side into nothingness. The level is sym- 
metrical, with two separate acceleration pads/rocket 
launcher jumps, shotgun and green health groups, and 
red armor platforms. This is an extremely vertical level, 
and you draw fire from all angles as you run through it. 

Starting at the back side in the center, you spot the per- 
- sonal teleporter. This is perhaps the most important 

item to possess on this level, even more so than the 
Quad. Since a single misstep can send you off into the 
void, this item acts as an insurance policy. Around 
either side from the personal teleporter are gold health 
crosses. You can either take the passageways to the 
sides of the map or drop to the lower area in the middle. Both sides A 

this drop contain bounce pads leading back up to the personal teleporter. © 

ty ee 
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| Running straight 
| through the center of | 

the map on the lowest | 

FF 
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pee. 2 < | level is a narrow corri- : 

m9 ‘¥ dor holding a suit of =| 
da ¢ yellow armor and a 

P ww | pair of yellow healths. | 

: Ms Off each side from the 
3s % i yellow armor is a 
ee & bounce pad that 
ty, 4 launches you to the 
pa bridge overhead. The 
% y railgun is here, with — 
Tithe, “| staircases leading off 
ay to both sides. 

Tip 
It’s tempting to stand on the rail- 
gun platform and take potshots at © 
passing enemies. However, 
because this level is so open, and 
because of the railgun’s central 

- location, this is a very dangerous 
place to stand. 

LEAK Rip AOS eo AES ES 
Behind the railgun, or straight see fiben the yellow 

armor, there is another bounce pad. Taking this sends 
you straight up into the sky, where you grab a trio of 
green healths. At the top of your bounce, you also 
encounter the Quad. From here, you can easily air con- | 
trol yourself over to one of the nearby ledges. 

Tip 
Getting the Quad is dangerous 
because the bounce pad leaves you 

yg vulnerable to anyone standing on 

cla GAA A aaa 
ii My j Bf 

ro CES; Ee i 
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ie hunk the railgun platform. A better way 
#' \é, to get the Quad is to rocket jump 
<E4 ‘ from one of the higher areas near 

the Quad, because this leaves you 
much less vulnerable to sniping. 
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The two sides of the map going out from the center are 
mirror images of each other. From the top level, near 
the Quad, run over to find a gold health and an acceler- 
ation pad. This pad launches you across the level, giving. 
you a rocket launcher on the way. Running through the 
exit on the far side takes you back to the personal tele- 
porter. You can also go down the stairs on the side with 
the gold health. 

Down the first flight of stairs, turn toward the center of 
the level to find the railgun platform straight ahead. > 
Head down two more flights of stairs for more possibil- 

_ ities. The bounce pad 
just off the third set 

_ of stairs takes you 
' straight up, giving you 
| the rocket launcher 
_ located between the 

| acceleration pads. 

) Straight ahead from 
these stairs is a small 
series of platforms 
with a suit of red 
armor and a box of 
rockets at the end. It 

looks at first like you have to jump from platform to 
platform, but you can simply run across to get the 
armor. The problem here is that these small platforms 
are surrounded by space, so even a minor hit from an 
enemy can send you flying to your death. 

Grab the red armor and fall off 
the far side of the platform. 
There’s a bounce pad here that 
launches you all the way to the 
top of the level, near the rocket 
launcher acceleration pad. 
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If you run toward the middle from the bottom of the third set of stairs, you head straight 
across the center near the yellow armor. Two bounce pads against the back wall launch 
you up onto the gold health icons next to the personal teleporter. 

a 
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Your final option from this set of stairs is to continue all the way to the bottom level. A 
small area here contains a shotgun surrounded by four green healths. Run up the oppo- 
site set of stairs and then toward the center of the map to find the bounce pad leading 
up to the Quad. 
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You can also run straight up these 
stairs and jump off the end of the 
platform. A low bounce pad here 
sends you flying to the rocket 
launcher acceleration pad. 
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HPOCALYPSE VOID 

SINGLI-PLAYER ENEMIES: CADAVRE, DOOM, SORLAG 
WEAPONS: SHOTGUN, ROCHET LAUNCHER, RAILGUN, PLASMA GUN , 
POWER-UPS: QUAD, FLIGHT (MULTIPLAYER ONLY) 
FRAG LIMIT: 2O sa ad 

10-MAP4A 

1. The railgun is located on 
this high ledge. 

2. Find the plasma gun on 
this shelf. 

3. Shotguns are found in 
these three areas. 

4. Yellow armor is in 
these locations. 

5. There is a rocket 
launcher here. 

6. In multiplayer games, the 

flight icon appears on the 
bottom floor under this 
elevator platform. 

7. The personal teleporter is 
one floor down under this area. 10-MAP4B te 

8. The rocket launcher on the far platform : 
is here. 

9. The Quad appears here. 
10. Red armor is here. 

This level looks quite confusing. The huge number 
of moving elevator platforms makes it difficult to 
get a good sense of where everything is. However, the level itself is really quite simple. 
There is a main area with a series of platforms suspended in space. Off in the distance is 
another platform reachable by a pair of acceleration pads. The elevators serve as the only 

_ means to get from the lower floors to the higher platforms, which are much more benefi-- 
cial in terms of items, weapons, and ammunition. | 
The lowest floor is surprisingly bare. There are two gold healths here, as well as a pair of 
shotguns. On one side is an acceleration pad leading over to the distant ledge. 

Otherwise, this is simply a wide-open space with little cover. Take one of the three eleva- 

tors off of this level as soon as you can. . 
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In multiplayer games, the flight 

The next level up contains a sin- power-up also appears on the 

gle platform at the back of the bottom level. 
_»» map. You can grab the plasma 
z gun here, as well as some cells. 

A suit of yellow armor sits on this 
platform in the back corner. Pos) 2-y 

$ 

There are several platforms the next floor up. Just 
above the platform with the yellow armor is a higher 
area containing another shotgun, some ammunition, 
and a gold health. Across the way, reachable by eleva- 
tor platform, is a second shelf. This one also holds a 
gold health, as well as a suit of red armor. The 
acceleration pad here is directly above the one on 
the lowest floor, and like the lower one, it leads to 
the distant ledge. i q 

i 

aca 
. te 
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Slightly higher than these two floors, toward the middle 
of the map, is a question mark-shaped floor holding a 
number of important items. A rocket launcher, yellow 
armor, gold health, two boxes of rockets, and a box 
each of cells and slugs can be grabbed here. Most 
importantly, the personal teleporter is located on this 
floor as well. As in the previous levels of this tier, the 
personal teleporter is an excellent insurance policy 
should you fall off the side. 

The highest area is an L-shaped platform holding the 
railgun. There are four elevators that lead all the way to 
this area, three on one side and one in the back. As the 

_ highest point on the map, this is an excellent location 
for sniping with the railgun. It is, however, exposed, and 
the lack of health and other defensive items makes it a 
vulnerable location. 

Ti &. 

lage 
ie 

Tip 
The railgun appears near where 
the three elevators rise to this 

Pah ae hie? level. The best sniping location is 

AD on the other end of the platform, 
“Wy because it gives you an unob- 
uate structed view of the Quad area. 

However, if you camp here; you ob 
are easy pickings for anyone else 
coming up to this high ledge. 
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Both acceleration pads on the lower floors send you 
across the void to a small area. The two yellow healths, 
rocket launcher, and rockets are a nice find, but the real 
prize here is the Quad. However, since the jump to this 
platform is long, you are vulnerable to railgun hits. The 
platform itself is extremely open to railgun shots from 
virtually everywhere on the map. The acceleration pad 
here launches you back toward the main level. You land 
near the higher acceleration pad on the middle floor. 

THE VERY EMD | 

OF YoU 

SINGLE-PLAYER ENEMY: XRERO 
WEAPONS: SHOTGUN, ROCKET LAUNCHER, RAILGUN, BFGIOH 
POWEZR-UPS: PERSONAL TELEPORTER, MEGR-HEALTH 
FRAG LIMIT: 10 

1. Rocket launchers are ot ; 10-MAP5A positioned here. tite 
2. Find railguns between 

these pillars. 
3. Both the personal tele- 

porter and red armor 
appear between the 
acceleration pads. 

4. The BFGIOK rests on 
this platform overlook- 
ing the rest of the map. 

5. The Mega-Health 
appears here. 

6. This teleporter takes 
you to one of four ran- 

~~. dom locations on 
the level. 

7. Shoot this button to drop the ceiling of the BFG platform. 
This crushes anything on it. 
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-o,ese. This final level is a face-off 

between you and the most pow- 
erful character around, Xaero. 
This is an interesting level, con- 
sisting of two main platforms that 
are mirror images of each other. 5 
High above these areas is a van- 4, 5 
tage point that offers both great 
power and great danger. A mov- 

ing platform travels rapidly 
between the two sides of the 
level and also goes near the 
fourth platform, which holds the 
Mega-Health power-up. 

she Sametenaesresee 

The top level of each of the two lh 
main platforms holds ammunition 

for all of the weapons in this arena, as well as gold health, a rocket launcher, and a rail- § as 

gun. The rocket launcher is situated right in front of the acceleration pad, while the rail- i 

gun sits near the drop down to the small shelf resting 

below the top level. 

Tip 
Use the pillars on this level for 
cover, especially when you and 
your opponent are dueling 
with railguns across the 
central expanse. 

It's also no problem to rocket jump 

to the top of these pillars. 
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at 
Dropping by the railgun reveals three important items. 
The first is the bounce pad, which sends you back up to 
the railgun area. The second is another gold health. The 
third is the acceleration pad that launches you to the 
same low shelf on the other side of the map. 
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This acceleration pad jump is important not only 
a ae because it is the best and fastest way between the two 
‘' % — sides of the level, but also because you can grab either 
4 the personal teleporter or the red armor as you go 

a ‘~« across. These two items appear at approximately the 
= y midpoint of this trip, each showing up about half 
T. the time. ie 

“| The moving platform 
travels next.to the 
acceleration pads on 
the top level of the 
map. Stepping onto 
this platform canbe =| 

| difficult because of its 
speed, but this is the 

‘| only way to reach the 
~ small ledge in the | 

middle of space. Here 
you can grab the 
Mega-Health. The 
teleporter is the 

sx quickest way off this 
|| ledge. It acts much 

like the personal tele- 
porter, taking you to 
one of four random 
locations around 
the map. 
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The acceleration pads just behind the rocket launchers 
are unique on this map. Rather than sending you across |, “4 
to the other side, they send you flying into one of the | ™ 
bounce pads angled above the main map area. 
Bouncing off one of these takes you to the platform 
that towers over the level. You can find both yellow 
health and the BFG10K here. 

Tip 
if you want to fool your enemy, 
take the acceleration pad and use 
air control to steer away from the 
bounce pad. This causes your 
opponent to think you are going a; % 
for the BFG when you are not. 

= However, this platform is not without its dangers. The fi od 
small red sphere near it, when shot, causes the ceiling 
to collapse, instantly crushing anything under it. If there 
is something on the platform when the ceiling is 
brought down, it immediately springs back open. If 
nothing rests on the platform, it remains closed for 
about three seconds. 
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The crushing ceiling opens after five 
seconds, but the sphere requires 
about five and a half seconds to 
become active again. Hit the sphere, : 

y 

~~ 

Jt bicaete, Oe wait about a second, then take the 

+ acceleration pad. If you time it right, 

¢ the ceiling will rise just before you 

Te. reach it, allowing you to grab the 

- ie BFG and jump off before your 
enemy can trigger the switch and 
crush you. 

a Eg 

ies i 

? B. ae 

SAY Ae aa 
_For a truly incredible vantage point, 
try rocket jumping off the high 
bounce pads. With a little air con- 

_ trol, you can land on top of the 
crushing ceiling, making you 
immune from damage when it is 
_triggered. If you have the railgun, 

.«@ you can score several kills before 
you can be easily targeted. 

x ee 

ORR RATT 
wg 

~ * 





PON 
eae : => 3) a 

fn 

Seley ¥ 

~ armor rests in front of the 

YUAKE [[] ARENA 
Primnta’s OFrFiciaL STRATEGY GUIDE 

DUELING KEEPS 

WEAPONS: SHOTGUN, ROCHET LAUNCHER, RAILGUN, PLASMA GUN 

POWER-UPS: NONE 

POINT LIMIT: 8 11-MAPIA 

RECOMMEnpDEo . 

TEAM SIZE: 3 

1. The blue flag is on 
this platform. 

2. Shotguns are here. 
3. Yellow armor can be 

found in these locations. 

4. Plasma guns are here. 
5. Red armor is located in 

the fog area below 
this roof. 

6. Rocket launchers 

are here. 

7. The red flag can be 
found here. 

This map is interesting because each of its two sides is a mirror image of the other. The 
items are effectively i in the 
same. spot in each side, but 
each base is different. 
Starting from the flag in 
the blue base, you_notice a 
pair of yellow healths 
behind the flag at the back 
of the rounded area. Off to 
the left is a shotgun, and 
to the right is a suit of yel- 
low armor. A plasma gun 
sits on the floor beneath 
the yellow armor, and 
another suit of yellow 

pillar in the center of the 
room. You can exit via the 
bridge on the top of the 

map or the stairs from the yellow armor on the floor. Both paths lead to 
the middle area. 
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_. Although you can go through the 

“yee —s door in the middle, doing so alerts 
Swe -_- your opponents that you are com- 
om, ing. A better and sneakier way is 

to jump through one of the win- 
dows on either side of the door. 

In the middle of the arena, there’s a depression filled 

with fog. Staircases enter from both sides, but it’s a 

short drop, easily made from either end. Red armor sits 

in wa depression, and a rocket launcher lies at the top of the stairs on either side. 

Heading into the red 
base, you find a mir- 

ror image of the blue 
base. There is a suit 
of yellow armor on 
the bridge onthe 
right as you enter, and | 
another one onthe =| 
floor in front of the | 

_ pillar. Again, the plas- 
_ ma gun sits onthe — 
bottom floor beneath the bridge, while the shotgun rests to the le ft of the flag. Just like 

the blue base, there j is a pt of yellow pee behind the flag. s 
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e8 ¢ TROUBLED Waters 
WEAPONS: SHOTGUN, GRENADE BAUIEMER; ROCHET LAUNCHER, RAILGUN, 
PLASMA Gun 

POWER-UPS: MEGR-HEALTH, vida ak 
POINT LIMIT: 8 

RECOMMENDED 
TEAM SIZE: 4-5 

» 

Pe. 

ici Os 
The red flag is on a oct 11-MAP2A 
shelf here. ‘ 
_There are grenade 
“Taunchers in these 
four locations. —__ 

3. Suits-of yellow armor — 

- z 

es 

Pee oh) > 

are here. 
iF 4. Rocket launchers are 
he situated in these 
1s small chambers. 
4 £ 5. Plasma guns are locat- 
¢ ed in the middle of the 

4 two flag rooms. 
# 6. Find Mega-Healths in 
& these side chambers. 

1 = ~7. Railguns are located on- 
these shelves overlook- 
ing the middle of | 
the map. 

8. Find # shotguns here. 
reer 9. Medikits are located on each side of the central pool. 

10. The blue mee is here. 
xz , el 
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There are several similar 
elements to the Brimstone 
Abbey map here. Both sides 
have bases that are set up 
in much the same way as 
the cathedral area in that 
map. The two bases and the 
paths to the center are 
identical. The flag is situated 
high on a shelf overlooking 
the cathedral area. There 
are two green healths situ- 
ated just behind it. The only 
way up to the flag is via the 
angled bounce pad on the 
other side of the cathedral 
from the flag. Looking 
around the room, you see 
four distinct ways out. There 
are three doors on the 
ground floor, and at the back wall of each base there is 
a bounce pad leading to corridors behind the flag. 

11-MAP2B 

ie: 
: en, 

Tip 
The bounce pad to the flag can 
also be used to reach the ledges 
that look down on the flag. Like 
Brimstone Abbey, these shelves 
hold machine gun ammunition and 
gold health. 

The bounce pad behind the flag takes you to a high 
corridor containing a grenade launcher and grenades. 

This corridor goes past a balcony that looks over the 

main floor of the base. This hall leads to two ways into 

the central area. The left branch enters onto the main 

floor while the right branch ends in a bounce pad that 

opens up to a balcony overlooking the central pool. 

This ledge extends all the way to the other side, lead- 

ing into the opposite base. — 
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Back in the base, on 
the ground floor, you 

i can find both a suit 

BF of yellow armor and a | 
plasma gun. A pair of 
yellow healths sits on 
the left side of the 
room. Directly in front |) ..- 
of you, on either side 
of the bounce pad 
leading to the flag, 
there are doors lead- 
ing out. There is also ics 
a third door on the right wall, near the yellow health. 

. a 
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The first two doors both enter the same room. Enter | 
the room and get the yellow armor near its center, then | 
turn and look back in the direction of the flag. You can 
= »j see an alcove with a 

| bounce pad inside. 
Jump here to reach a 

) platform holding a 
railgun. This ledge 
overlooks the central | 

| courtyard, making it 
an excellent place to 
guard the base. 

| You can also take the 
bounce pad on the 

- other side of the 
room. Or you can 
take the second 
bounce pad on the 

| other side of the 
_ | room. This heads up 
.._ to the main floor of 

the central courtyard. A shotgun sits ahead and to the 
left. Also, directly in front of this entrance to the cen- 
tral courtyard is an acceleration pad that launches you 
over the pool in the middle of the room. 
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Back in the base, 
there is still the third 
door on the ground 
floor. Exit here and 
see the rocket launch- 
er directly in front of 
you. The corridor 
turns to the left and 
up a set of stairs to a 
trio of armor shards 
and another door. A 
branching corridor 
dead-ends at a Mega-Health. Go through the door and find a small, square room holding 

a shotgun and a pool of water. —— 

Grab the medkit on your way through. As you come out 

of the tube into a small sunken chamber, immediately 

rise for air before entering the central pool. You have 

just enough air to make i t here without starting to 

drown. A ramp leads out of the water on each side. 
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£ 
be.) 
pes Head up the stairs on either side, 

make an immediate right, and run 
past the yellow armor to the exit 
on the right side. If you turn right 
at the T-intersection, you discover 
a bounce pad that takes you up to 
a balcony running along one side 
of the central courtyard to the 
other base. 
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“| Turn left at that inter- 
| section and run past 

a series of armor 
shards. This hallway 
ends in a second bal- 
cony that overlooks 
the main base area. 
Like the balcony on 

_ the other side, it is 
- hometobotha _ 

grenade launcher and 
a box of grenades. 

THE StRONGHOLD 
WEAPONS: SHOTGUN, ROCKET LAUNCHER, RAILGUN, PLASMA Gun POWER-UPS: QUAD, REGENERATION, INVISIBILITY 

~ POINT LIMIT: B 
RECOMMENDED TEAM SIZE: 6 
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esa) . The blue flag is here. , 11-MAP3A 
2. Find the yellow , 

armor here. 
3. Regeneration icons are 

located on these plat- 
forms below the flags. 
Shotguns are here. 

5. You will find rocket 
launchers in 
these areas. 

6. There is a cache of 
ammunition on each 
side of the level. 

7. Find railguns here. 
8. The central power- 

up can be found 
here. 

9. The plasma gun 
spawns randomly in 
these four locations. 

10. Find the red 
flag here. 

- 

This map was designed 
specifically to be as chal- 
lenging as possible for 
capture the flag players. 
Success on this map is tied 
heavily to working together 
as a team. For a player 
good with the railgun, the 
base can be held, since all — 
three entrances are visible 
from the flag position. This 
makes it difficult to enter 
against a good team’s base. 
At the same time, it is a dif- 
ficult base to defend | 
against a well-coordinated 
attack. Communication is ~ 

the key to success on this ~ 
map. The two sides are. 
completely symmetrical. — 
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“= Starting at the flag, you can see three distinct ways into 
_ the base. Heading straight away from the flag , a stair- 

|) case over the fog of death goes down to a landing. A . 
_|) regeneration icon appears in the middle of this landing, 
| with yellow armor to the right and a shotgun to the left. 
| There are two sets of stairs off this landing, one on 

each side, leading to the center of the map. These stairs 
/ go down to hallways that curve around the outside of 
' the level, past a large cache of ammunition, and into 

' the central area. 

Both the right and left path along the top of the level 
from the flag take you past health and a box of rockets 

“>| and railgun slugs. These halls also curve to the outside 
_ of the level. Like the lower floor, you can grab a string 

of armor shards here. Unlike the floor below, each path 
here also contains a rocket launcher. 

The top paths meet 
toward the center of 

~ the map at a suit of 
yellow armor, with a 
staircase leading 
away. Run down the 
Stairs to find five - 

___ green healths. A rail- 
"| gun sits at the end of 

the corridor here, and 
_ the corridor splits 
again, heading both 
right and left at the 

-railgun. Each side © 
leads to the central 
area. With the two entrances to the middle from the 

| lower floor, there are four ways in from each base to 
_ the middle chamber, making it the site of many confus- 

ing and. deadly melees. 
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In the central chamber, the exact middle of the map is 
host to a power-up point. Five times out of seven, this 
holds a regeneration icon. The other two times, it holds 
a Quad or an invisibility icon, with an equal chance for 
either. The plasma gun also spawns in this central 
chamber at one of four points surrounding the central 
power-up. 7 
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Space CTF 

WEAPONS: SHOTGUN, ROCKET LAUNCHER, RAILGUN, BFGIOK 

POWER-UPS: MEGR-HEALTH 

POINT LIMIT: 8 

RECOMMENDED 

TEAM SIZE: 3-4 

. The blue flag is here. 

. Yellow armor is located in these four areas. 

. Rocket launchers are located here. — 

. Find railguns on these high ledges. 

. The Mega-Health 
is here. 

6. The BFG is located high above the map. 
7. The red flag is here. 

UhtWN = 

This level is unique in that it contains no ammunition except for the machine gun and 
the shotgun. The only way to increase your store of a particular type of ammunition is to 
find another weapon and 
pick it up. This level also 
takes place in outer space, 
making it just that much 
more deadly. This map is 
completely symmetrical. 

—— 
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The flag sits on a platform 11-MAP5B 
at the back edge of the 
map. To the right of the 
flag is a suit of yellow 
armor, and to the left is 
a gold health. You can 
drop off the platform to a 
lower ledge, or make the 
riskier drop to a very low 
bounce pad. 

wate . 

If you drop to the ledge, 
you find a very open plat- 
form containing only a gold 
health. Both of the bounce 
pads at the back of this 
platform take you back up 
to the flag. You can take 
the accelerator pad or drop to a third lower level. This level holds a bounce pad up to the fi 
middle floor and an acceleration pad that launches you across the map. Grab a rocket ims 

launcher on the iS 
@ way and land on the 
|| same level on the 7 

opposite side. 

The acceleration pad 7 ™ 
launches you through 7 ‘ 

) a pair of whirlpool- 1 
like openings that 

| change your direc- 
-| tion, firing you 

straight into the 
angled bounce pad in 
the middle of space. 
This pad launches 

you high into the air. You land on a high ledge overlooking the central platform of the 

map. There’s a rocket launcher here, along with a suit of yellow armor. The only way off — 

this platform, short of falling into space, is to drop down to the low platform at the cen- 

ter of the map. 

This central platform holds a Mega-Health at its center. Each side of the platform holds 

both an angled bounce pad and an acceleration pad. Hit the bounce pad to launch your- 

self back to the level just under the flag. The acceleration pad takes you sscissly- 

on a more interesting trip. It hurls you high into space onto a tiny platform =~ 
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| over the flag. This area 7 

“|, contains a railgun, 
ok =| _ making it a perfect 
Bs ) Sniper's post. 

oy Be | The only unexplored 
G7 | path is the low 
Le ae | bounce pad reachable 
oA # both from the flag 

~ platform and the next 
level down. Bounce 
off this and rocket for- 
ward to a second 

ss, bounce pad that takes 
| you incredibly high 

over the central plat- 
form. If you control : 
your jump slightly, you 
come down on a rock- 
et launcher suspended 
over the Mega-Health. 

| There’s a moving plat- 
form going back and 
forth high over the 

,- ~ middle of the map. If | oe you can control your bounce off the second bounce : iia pad, you.can land on this.-As it travels back and forth, it : 
crosses just under‘a BFG1OK, right where you can pick. __| 
it up. Grab this, and you have a great perch from which |) 
to rain death on your opponents. : 

See 
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CAPTURE THE FLAG 
There are some distinct differences between deathmatch games and team games. The - 
most obvious distinction is that in a team game, not everyone is your enemy. There are 
other people that, rather than killing, you must work with to be successful. Nowhere is 
that more evident than in capture the flag. 

The rules are simple. Although you can get personal points for fragging players on the 
other team, the only way to earn team points is by bringing the opposition’s flag to your 
own home base. It sounds simple, but it’s a little more complicated than that. To get a 
point, you must possess both flags in your base at the same time. So, if you grab the 
enemy flag and return it to your base, nothing happens unless you've also prevented the 
enemy team from taking your flag as well. 

Naturally, the basic strategy in a game of this nature is 
to split your forces into two teams—an offensive team 
that attempts to steal the enemy flag and a defensive 
team that stays back at the base to protect your flag. 

_. Both jobs are equally 
*? | important. Without a 

good offense, you 
can’t get the enemy 

flag. Without a good 
defense, you can’t 
protect your own. 

The most important 
| ~aspect of capture the flag is cooperation. You must 

|, communicate with your teammates and know what the 
others are doing. If everyone decides to make a run on 
the flag, you have no 

) one defending your 
base. If your team- 
mate gets the flag 
and you aren't aware 
of it, you don’t know 

| to help him return 

successfully. 
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LOEFENMSE 
Defending your flag is a difficult job. You are guaranteed to see combat, and while you ys 
are more than likely acting from a protected area, you are not the one who initiates the ‘ 
combat in most cases. Therefore, you must be prepared for any eventuality. | oe 

i¢ 
Take a moment and explore the area around your flag. Look for all of the ways that an dj t 
enemy might enter the area and reach your flag, particularly those ways that don’t seem 
obvious at first. The back entrances are the ones your enemies will most likely take; few 
people march in through the front door. Examine the available weapons in the area and el 
use what works best. When you are protecting confined spaces filled with walls and a 
corners, area-effect weapons, like the rocket launcher, are your best choice. Large, open q 3 
areas with good sight lines are perfect for defense with a railgun. it ’ 

Look for bottleneck areas that your enemies are forced 
to come through. These are perfect places to defend. 
For example, in the first capture the flag map, enemies 
must enter your base through either the central door or 
the windows on either side. A position in this hallway 
allows you to see all of these entrances at once. 
Therefore, you can get off a shot or two at approaching 
enemies, weakening them while still giving you enough 
time to retreat to the flag to protect it. 

Find and take as much armor in the area as you can. 
Not only does this better prepare you for the coming 
attack, but it also prevents incoming enemies from 
using that armor against you. 

Keep moving. If you stand still, you're an easy target for 
an enemy moving in on your flag. Even if you are just 
doing a straight-line strafing movement, you are a hard- 
er target to hit if you keep moving. It’s also easier to _ 

retaliate quickly if you are already moving and ready for 

battle than if you are standing still. 
ee 
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If the enemy gets your 
flag, pursue relent- 
lessly. It does you no 
good to sit back in 
your base if there’s no 
flag to guard. An 
enemy with the flag 
must be stopped, 
even if that means 
you get killed. 

~FOFFEMSE 
Getting the enemy flag is an entirely different proposi- 
tion than defending your own. When you defend, your 
desire is to draw your enemies into combat to keep the 
flag safe. If you can keep them away from the flag, or 
even delay them until help arrives, you've done your 

| job. When you attack, the goal is to get in and out as 
| quickly as possible. 

= 

FE eb SAE cA ¢ Si 

Hit-and-run tactics are the way to go when trying to 
capture the enemy flag. Try to stay out of combat with 
the enemies guarding the flag. You have to throw some 
fire their way to clear them out of the area, but if you 

¢ 
see an opening for the flag, take it. Don’t get into gunfights because they give the other 
team’s members time to retreat to their base and-stop you. 
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The most effective way to attack the enemy flag is to 
do so with a teammate. Operating essentially as wing- 
men for each other, you can dramatically increase the 
amount of firepower you can put on a single spot. 
Area-effect weapons are your best choice here, because | 
they can clear out the area quickly, and not many peo- 
ple stand still during a barrage of rockets fired into 
their area. 

Moving in with a teammate works well with hit-and-run | 
tactics too. While one of you engages those guarding 
the flag, the other can run in and make a grab for it. 

When you get the flag, run. Don’t linger; don’t try to 
find a better weapon. Don’t even stop for health unless 
you desperately need it. Make a beeline for your goal 
and get the enemy flag there to score a point. Take the 
fastest route you can. A long, winding path back to your 
base really only means that there’s more time for an 
enemy player to find and kill you. 

yj If your teammate gets 
| the flag, your job 
becomes no less 
important. While he 
runs home for the 
point, you run inter- 
ference. Keep as 

: . many enemies off the | iis:uninrai 
<o || player with the flag as i 

: TT ~ possible. If you can 
get them to engage 
you in combat while 
your teammate runs 

clear, you've done 
your job. Do every- 

thing you can to keep the flag bearer safe, including 
moving in the way of enemy shots. Getting fragged is a 
small price to pay for your team scoring a point, and 
any hits that you take instead of the flag bearer make 
scoring more likely. 

RED's flag carrier’ 
down by Xaoro 
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w@® TeEamrRaG. Games 
g Teamfrag games are about controlling areas of the arena which contain important assets 

mi ba (powerful weapons, armor and power ups) and using © 
4 “ those assets to frag the opposition as much as possible. 

~ *" Your team scores points for every frag you score on the 
ee ¥ other team. However, killing one of your own team- 

mates reduces your score, as does accidentally killing 
Mae “¢ yourself. 

= 5 This game combines elements of both capture the flag 
& and deathmatch. Instead of protecting a flag, you 
={4 decide which items in the arena are most important for 
uy success, such as the Quad or the rocket launcher. You 

: ; then work to conquer or defend the areas containing 
those items so that your team controls them. Like with 
capture the flag, you are best off in most cases working 

With a teammate and concentrating your fire on one enemy at a time. This allows you to 
“eliminate an enemy quickly before moving on to the next one. Having a partner also 
. .. allows you to cover much more area at a time, since 

Wil sane ban able EE EH | one of you can concentrate on one side of a room while 
| the other scans the opposite side. 

| A trickier element of teamfrag is dividing up the items 
| you come across. It goes without saying that the player 
who is more badly wounded should get the health 

| when you find it. But how do you decide who gets 
vag) Which weapon? For starters, you can clear up some of 

_ these questions before the match begins. If you are 
_ good with, or simply 

prefer, a particular 
weapon, let your 
teammates know. 

Bey ST) ae 

ER SpA? Oe ES 2 
» . * 

se Se 

If both of you want a given weapon, have one of you 
take it, then wait for the respawn. The two of you will 
then have to guard the room or area for the 30 seconds 
needed for the weapon to reappear. As with capture £ 
the flag games, cooperation and communication are the | 
keys to being successful. 

Ls 
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Another aspect of communication is keeping your 
teammates informed of important events. If you notice 
that enemies are camping in a particular location, tell 
your teammates. You can either plan a way to attack 
and knock them out of the area, or simply warn the 
others of the possible ambush. 

There are, of course, 
~: aspects of teamfrag 

_ that are similar to 
deathmatch. Go for 
the weaker players on ike 
the enemy team whenever possible, and continually lis- 7 
ten for the sound of an enemy player spawning in after 7 4 
a death. The faster your side can rack up frags, the 
faster you win. Along the same lines, do what you can 7 

_ to protect the weakest player on your team from the t 
~ enemy. While you shouldn't necessarily have to nurse- ft 

maid anyone, take some extra precautions, such as 
allowing your teammate to grab additional health or 
armor, or even a more powerful weapon to defend with. 

You fragged TankJr 

Ate, HY 
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iy 4 Z It's important to remember that in teamfrag, you win and lose as a team. It’s great to be ‘2 
; fa the highest-scoring member of your team, but if you lose, it doesn’t really mean oe 
AY. \ Therefore, don’t get too upset if another member of your team comes in and “steals” 
7 : 2 frag from you by killing an enemy you were dueling with. After all, a frag is a frag, oe 

* each one helps your team, regardless of how you get it. 

a it Don't be afraid to retreat in a teamfrag game, especially just after you respawn in after 
Pe -{ — dying. You don’t have to take on the enemy by yourself, and if you are only armed with — 
‘ your machine gun, there’s probably others on your team better equipped to handle an 
— % enemy than you are. Let them do it, since attacking foolishly doesn’t just get you killed, it 

\ gives the other team a frag. After spawning in, try to find a few useful items before you 
* run back into battle. Let your-teammates handle the enemy until you are strong enough 
“” — to join in. They'll be happy you did, since this will keep you from getting killed and 
% adding to the enemy team’s score. 

You frasged 
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You can rocket jump up to excellent sniping positions. You can use a railgun without 

shooting yourself in the foot. But you just don’t seem to score enough frags to be taken 

seriously by the great players out there. What do you do? Practice, certainly. Fighting well 

is a combination of both skill and brains. Not only do you have to know how to use a 

railgun, you must also 

know when to use it, 
the best places to use 
it, and when you 
shouldn't use it. The 
following ideas will 
help both your physi- 
cal and mental skills 
to make you a truly 

top-notch death- | a Cee | a a 

match, capture the In normal situations, you use the mouse much like you use your head. 
flag, or team death- Your movements tend to be regular instead of jerky. 
match player. 

You're running down a corridor, when suddenly you start taking damage. Since there’s no 
one in front of you, your attacker must be to your rear. What do you do, stop and turn? | 
Of course not—this 
would make you an 
easy target. The solu- 
tion is the.“mouse 

flick,”.a trick that__ 
requires some prac- 
tice to perfect, but 
once learned, can 
save you from alot 
of danger. : 

Switching from running forward to running backward is essential 
for this maneuver. It allows you to continue moving in the same 

direction while returning fire. 

When playing, you 
tend to use the 
mouse much as you 
would your head, to look around. While your movements aren’t slow with the mouse, 
they tend to be regular. The mouse flick requires that you do something else with the 
mouse. A fast flick against the desktop spins you rather than simply turning you, and you 

pirouette between steps. Practice this move until you can consistently 
spin 180 degrees. ; 
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The second part of the mouse flick is to switch from 
running forward to running backward as you do the 
flick. Now, you're still headed in the same direction as 
you were before, but you're facing the opposite direc- 
tion, right at your enemy. Then to complete the maneu- 
ver, start firing. This way, someone coming up behind 
you gets instant retaliation. 

Practice this move and use it frequently, and not just in 
combat. Use it to grab items out of alcoves or near 
edges and corners. You have a clear view of the area 
around you, still get the item, and take fewer shots in 
the back. This does take practice, but the promtive 
pays off. 

WHO TO-KILL 
Predators in the wild don't kill the healthy animals. 
They kill the very old, the very young, the lame, and the 
sick. Why? Because they are easier prey. This is a per- ye Wk ksi 
fect lesson for you. Your prey in Quake WM Arena should |) ~ 200 tango with 
be the weakest in the bunch. Find the weakest player, — 
or the player in the worst position, and move in for 
the kill. 

A part of you might be saying jy this hardly seems 
fair, and that may be true. It is, however, a reality. In a 

_ deathmatch situation, it makes sense to go for the 
; weakest opponent 

“| because that’s the 
best way to increase - 
your number of frags. 
Naturally, you should- 
n't avoid battle with 
anyone else, or run 
from a fight if some- 
one else targets you. 

'| Just attempt to 

| engage the weakest 
player whenever 
you can. 
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Along those same lines, listen for the sound of people 

spawning in after dying. A character, when freshly 
spawned, is armed only with a machinegun and the 
gauntlet, while you probably have much more powerful 
weapons. A newly spawned character is a much easier 
kill than one who has been active for some time, even 

a wounded one. While sportsmanship certainly has its 
place, every active opponent can frag you, so frag them 
when you have the advantage. 

ame Ti } 
MP: P 
Wy, Concerned about the fairness of attacking the weakest player or 

characters spawning in? Remember, they would do the same to you. | 

Brains VERSUS BRaWFA 
Some people say that thinking has very little place in a game like Quake III. Those peo- 
ple are wrong. Skill is incredibly important, but it’s not always what matters when play- 
ing against other human opponents. This is true in one-on-one competition, as well as 
wild.group deathmatches. The best players use skill and brains to be successful. 

In:spite of what the action junkies might tell you, there is plenty of room in the game for 
thinking and going about things logically. This isn’t always easy in a frenzied deathmatch 
against six other people, but it is essential for success. Brainpower has its place in the 
single-player game as well. Since you are the only com- 
batant in the.single player game in the Arena Eternal Sc pngeugrneenee yet 
with a human brain, you're the only one capable of Se Ve 
outthinking your enemies. ae ou Wreath : 

fe eS ies ¢ #; ‘ A “ 7 

BY MS See OS Se ee Oe 
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ARMORAND HEALTH 
It is very important to keep yourself protected. 
However, it’s easy to be either too conservative or too 
liberal in terms of armor and health. Naturally, it’s bet- 
ter to have more health and armor than less. But when 
do you go for armor, and when do you go for health? 

Really, it all depends on the situation. If you are in 
combat, don’t make a run for health or armor unless 
you can get it without turning your back on your 
enemy, unless you are desperate. 

Between battles, go for armor and health, especially 
armor. You can always use any armor you can find, and 
grabbing it prevents your opponents from getting it. If 
you are simply moving from place to place, get any 
health you pass by as well. There’s nota huge differ- 
ence between 97 health and 100 health, but there is a 
difference. More than one frag has been scored by a 
player with a single point of health. However, if you are 
moving from one place to another with a specific pur- 
pose in mind (like getting the Quad), don’t sidetrack for 
health unless you are badly wounded. 

Remember, denying things to your opponents keeps them weak and 
helps you kill them more easily. — 

| Don’t become obsessive about armor and health. 
There’s a lot more to do than simply run from room to 
room looking for health and suits of yellow armor. 
You'll never score a frag if you're so concerned about —- 
maintaining your health that you retreat at the first sign 
of damage. 
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Don't be scared to do something that might hurt you. 
Taking a long fall is only dangerous if you have just a 
few points of health left, and it can save you a lot of 
time getting from place to place. The same is true with 
rocket or BFG jumping. It’s not natural to do something 
that hurts you. However, if there’s health and armor 
nearby to replace what you've lost, and you can save a 
lot of time by doing so, you are remiss to avoid a 
weapon jump just because it takes away a few points 
of health. 

GRABBING Weapons anp Ammunition 
It's important to remember that weapons spawn after about five seconds, and armor, 
health, and ammunition take about 30 seconds to reappear. Therefore, don’t be afraid to 
use a weapon with only a few shots left:-Even if someone else picks up the weapon as it spawns in, a new one will replace it in just a few seconds. 

And speaking of weapons, there is a right way and a wrong way to pick them up, espe- cially for the first time on a level or after a respawn. It’s a subtle difference, but it’s an important difference to understand. } a 

Each weapon has a default amount of ammunition: 10 shots for the shotgun, grenade launcher, rocket launcher, and railgun, 20 for the BFG10K, 50 for the plasma gun, and 100 for the lightning gun. Picking up a spawned weapon for the first time gives you the default amount. Therefore, if you pick up a spawned 
rocket launcher without already having one, you get 10 
rockets with it. If you already have some ammunition 
for that weapon, picking up a spawned weapon still 
only gives you the default amount. Therefore, if you 
pick up a box of rockets, which holds five rockets, then 
pick up your first rocket launcher, you still only have 
ten rockets, the default amount. Furthermore, if you 
already have the default amount (or more) of ammuni- 
tion for a weapon, you only get a single round, shot, or 
rocket. Naturally, this means you should grab the 
weapon before you grab the ammunition boxes. 
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_ It gets a little bit more complicated when you factor in 
dropped weapons. An enemy holding a rocket launcher 
drops it when killed. When you pick this up, it adds the 
default amount to your total. So, if you already have a 
rocket launcher with 10 rockets, and you pick up a 
dropped rocket launcher, you'll have 20 rockets—your 
original 10, plus the default amount added to your total 

_ for picking up the dropped weapon. 

In short, grab the 
spawned weapons 
first, then go for 

There is a cre way to 0 pick u up 
weapons to get the maximum 

amount of ammunition. In emer- d | vif tranaed Grn 

gency or combat situations, don’t ropped re and ee sl aal 

worry about it. Just fight, and 9 @/™munition boxes. : 
think about picking up weapons This increases your 

when the battle is over. supply of ammuni- 
tion, which is impor- 

; tant in the middle of 
_,2 |) a battle. Nothing is 

| worse than running 
out of shotgun shells 

Which rocket launcher should you 
: grab? Well, if you already have one, 

or plasma cells right get the spawned rocket launcher in 
when you're about to front of you before you get the 

frag an enemy. dropped one behind it. 

| This brings up another important point. Switching 
clepabemeeememe ‘== | weapons in battle is recommended only when doing so 

Switch weapons when you have greatly increases your chances of success. Changing 
to. Rocket launchers and railguns weapons takes time, perhaps not much, but even a sec- 
are bad at close range, and shot- ond can be too long. Switch when you need to switch, 

guns aren't that great from but otherwise, stick with the weapon you've got. 
halfway across the map. 

sora f 

eof hg Turn off the automatic weapon switching option on your player set- _ 
# iw up. Running across a weapon while in combat with this option on 

automatically switches you to the new weapon, which can cost you 

some critical seconds. ce 
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ae PSYCHOLOGICAL War 
Keeping control of the battle is more than simply frag- ous 
ging as fast as you can, especially in a one-on-one situ- | 
ation. Against a human opponent, there are many 
things you can do to take control of a battle. Frags are 
important, but so is controlling the tempo of the battle. 

ts al 

ae 

ee. 
eeepit ts To 

In short, you want to be the one who determines when 
to fight and when not to fight. You want battles to be 
fought on your terms, not on your opponent's terms. If 
you can dictate when combat occurs, you have a signifi- 
cant advantage. You know when you have to be cau- 
tious; your opponent does not. You know when combat 
will happen while your opponent expects it at any time. EE AERIS AS Zee EEO 

Study the maps, particularly the final map for each of 
the tiers, since these are the ones most likely used for 
one-on-one play. Look at them from a-strategic per- 
spective. Take the tournament map from the second tier | 
(The Proving Grounds) as an example. You can cover 
the central area containing the rocket launcher from 
the top level while still guarding against an opponent 
attacking from either side. There’s no need to actually _ | 
patrol that basement area, other than getting the rocket | 
launcher, since you can do it more eipctvery from : 
another location. 
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Perhaps the-most important aspect of game domination 
_ 7. isthe denial of items to enemies. Learn the maps. 

__ Learn where all of the items are, and learn how long it 
takes you to get from place to place. If you can create a 
patrol area that allows you to keep particular items out 

4 of the hands of your enemies, you've earned a serious 
i psychological victory. Concentrate on a single item at 

7, 

first, and as you become more and more adept at keep- 
ing it away from your enemy, expand your ability to 
incorporate more items. Knowing the time it takes to 
move around the map is critical. If it takes 15 seconds 
to move between two items, you have time to get 
one, move to the other, and return to the first just 

as it respawns. 

MR ‘ . Ps &: ; P : ~ A 7 = 
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Tip 
It’s best to use this strategy with items like armor. Since weapons - : j ," 
respawn every five seconds, it is almost impossible to keep them out 
of enemy hands. 

Note 
As you learn the maps and start to employ this strategy, expect to 
lose. As you improve, though, you'll start to develop a feel for what 
your opponent is doing, and you'll be able to deny him particular: 
items whenever you wish, thanks to your practice. 

It’s best to concentrate on learning one map ata time, 

but don't let this dissuade you from playing on other 
maps as well. Seeing other maps, and what other play- 
ers do on them, can give you some new adeas for the 
map that you are concentrating on. : 

Keep an awareness of the map as a whale rather than 
just concentrating on yourself and your opponent or 
opponents. Try to be aware of the items that have been 
picked up and when they will spawn back in. Know 
where the more powerful areas of a level are and 

_ where the places are that are difficult to defend. 
Combine this with your ability to deny items to oppo- 
nents, and keep them mired in the less-powerful areas 
of the map. 

Tip” 
Try to imagine the battle from the 
other player's perspective. Then do 
what you would least like to see 

your opponent 6 do if you were ine a 
his position. - 
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These ideas are difficult to put into practice, but they do work. And don’t underestimate 

i ie the psychological advantage this gives you over a human opponent. Denying items, or 

ve ‘1 entire areas of the map, to your enemies makes them feel helpless. It also gives you a 

4 very real advantage in terms of items and possibly weaponry, and allows you to control 

“the initiative of the battle and the flow of the combat. Take any advantage you can get 

y fe and keep it. Never give up a physical or psychological advantage on an opponent. If you 

can undermine your enemies’ confidence, you'll find them easier to frag. 

You fragged Ranger ~ 
ie¥ 1 i fi \ 
oe place with ) 

O00 Shotuun 

7% > a 

# 

or = 

sae Ss 
Finally, talk to other players, especially those who beat you. Ask them what they do and 
how you can improve. Some players won't help you, but others will. The best players 
want their competition to get better, since it helps them improve their own game. Watch 
what other players do. Enter games as a spectator and observe the tactics used by the 
best players. 
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Creatine Skins anb Mew Levers 
After playing Quake III Arena for some time, you may find the desire to create your own» 
personalized skin. Whether because you are tired of the skins that are available in the 
game or want to express your own creativity, the creation of a skin for Quake III Arena is 
an excellent way to become more involved with the Quake community. You can also do 
this by creating your own levels for play. 

The following online resources can get you started in creating your own skins, contain 
useful FAQs about skin creation and level creation, or contain a number of skins and lev- 
els you can download to use in Quake III Arena. 

Site Name URL 

ae 3Dpalette http://3dpalette.com/ 

666 Skins http://www.quake2.com/skins/ 

The Bin http://www.geocities.com/TimesSquare/Arcade/5610/thebin/ 

Blue’s News http://www.bluesnews.com/ 

Freetextures http://www.freetextures.com/freetextures.html 

GENSurf http://planetquake.com/gensurf/ < 

me % The NecroHunter’s Lair http://www.3dpalette.com/necrohunter/ 

Nevication Graphics http://www.3dpalette.com/nevication/ 

Pandemonium ~ http://www.planetquake.com/pandemonium/ 

Planet Quake http://www.planetquake.com/ 

http://www.planetquake.com/polycount/ 

Q-Workshop 3 http://qw3.telefragged.com/ 

http://www.q3center.com/ 

http://www.geradiant.com/ 
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Quake 3 Arena Skins http://q3skins.homepage.com/ 

Quake 3 World http://www.quake3world.com/ 

Quake Gallery http://www.planetquake.com/qgallery/ 

Rorschach’s Journal : http://www.quakefiles.com/rorshach 

RUST http://www.gamedesign.net/ 

Scary’s Shuga Shack http://www.shugashack.com/ 

Shattered Art http://www.planetquake.com/shattered/ 

Sheol’s Web http://www.cix.co.uk/~nanzinjal/ 

The Skin Factory http://w plonietquake/ (a /tackory/ 

The Skinforge http://www.planetquake.com/skinforge/ — 

Skin-Tech http://skintech.vekoduck.com/ 

Skin Workshop http://skin-workshop.quake2.co.uk/ 

Skinning 101 http://squadron.telefragged.com/skin101/ 

Skinsurgeon http://www.clanworld.dk/skinsurgeon/ 

Skins Tutorial http://www.planetquake.com/skintutor/frames.html 

SKUN : http://www.q3center.com/skun/ Sa 

STOMPED http://www.stomped.com/ ore ee 
5 nn errnrrennnisnmmrmeemnene- surement <I

 EE 

StrangeFate’s Skins Page http://www.planetquake.com/strangefate 

serena sinensis ROTORS oA TOTO LTS TICLE LE CT LT LAA A 7 
- 
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