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CHEATS FOR LOADS OF GAMES 


G.T.A  

G.T.A London

Fifa 98

Unreal

Unreal tournament

Theme Hospital

Theme park

Nuclear strike

Warcraft

Warcraft II

Screamer

Sim city
Alien Vs Predator 

G.T.A LONDON
asawindow=Press * on the NUMPAD for all weapons
lashmotor=All levels
super well=All levels 
travelcard=All levels
iamfilth=No cops
tithead=No cops 
deathtoall=Press * on the NUMPAD for all weapons iamgod=10x Multiplier averyrichman Gives you 999999999points
uaintnuffin=Some items and All weapons with infinite ammo
psychadelic=Lets you use the horn to change the color of your car 
driveby=Lets you fire your gun out of the window of your car
herc=All levels, All weapons with infinite ammo, 999999999 Points, Infinite lives, and 10x Multiplier 
rommel=Debug mode, Press * for all the stuff...
G.T.A 
ITSGALLUS =Enable all levels 
IAMTHELAW=No Cops 
SUCKMYROCKET=all weapons, armour, get out of jail free card. 
ITCOULDBEYOU=Gives 999999999 points. 
STEVESMATES=No Cops 
IAMNOTGARYPENN=Not a lot of swearing
IAMGARYPENN=A lot of swearing
ITSTANTRUM=Unlimited Lives 
NINEINAROW=All Cities and levels 
SUPER WELL=All Levels and Cities 
6031769=Infinite Lives 
BUCKFAST=Press * on NumPad for all weapons press again for max ammo. 
PORKCHARSUI=Debug Mode. K, L, [ and ] control zoom. C gives co-ords, D takes screenshot. 
EARTOFGOLD=Points Multiplyer x10 
HATEMACHINE=Points Multiplier x 10
FIFA 98

Cheat Codes

-----------

In the Player Edit screen, change any player name to these names and a Special Options box should appear:

eac rocks - Big Head Mode

johnny atomic - Take A Dive

dohdohdoh - Crazy Ball

urlofus - Invisible Walls

xplay - Hot Potato

footy - Silly Moves

Playing Guide

Football crazy. Football mad. That’s us. Absolutely soccer bonkers. And we were 

genuinely very, very surprised that FIFA: RTWC98 is any good at all. We mean, 

the older versions weren’t much cop really, were they?

It’s been an entire rethink, we believe, including a generally new control 

system, and some lovely little bonus moves that do the business but require more 

than a smidgeon of practice.

Perhaps most important and, thus, the first top tip we can give you, is to make 

sure you’re playing with a decent joystick or joypad with six or even eight 

buttons that all operate under Windows 95. If you don’t have special Win95 

drivers for your controller, then it only uses four buttons, which means that 

you can’t do the bicycle kicks, decent fouls, dives or several of the other 

wonderful manoeuvres we are about to share with you.

Let’s reiterate: GET A SIX-BUTTON JOYPAD. Yes.

The best way to confound your opponent - particularly the humans - is to learn 

some continental-style foot tricks. These are best practised during an easy 

friendly, or even on the training ground when there’s no other team to worry 

about.

When we talk about which button to press, we’re considering them numbered one to 

six, or A to F, or some joypads are designed like the PlayStation pads, where 

buttons five and six are labelled L1 and R1 - shoulder buttons. Buttons seven 

and eight (or L2 or R2) act as skill buttons and are occasionally useful. That’s 

clear, then.

Headers

Head the ball by holding down the lob button (one) while the ball is in the air 

and coming towards the player. If you get under the ball, you can head it 

straight onto someone else. Otherwise, also press the pass button (three) to 

head to a team-mate’s feet, or the shoot button (four) to head towards the goal. 

Headed goals are tough to complete, but very successful. Practise them.

One-touch football

Keeping the ball moving makes tackles tough. Press the pass or shoot buttons 

(three or four) before the ball gets to you. One-touch shots often wrong-foot 

the goalie, while passes can tear the defence apart.

Dummies

Selling a dummy to an opponent can wrong-foot them and let you get past a strong 

defence. Use the left or right skill buttons (L2 or R2) to activate a dummy, 

which is used in conjunction with any of the other buttons. Or double-tap the 

pass or shoot to gain even more dummies.

You can also chip the ball over the head of an approaching defender by using the 

skill button and the lob (one).

Oh, there’s another. If tightly marked, you can get the ball to run through your 

legs, where you can spin round and collect it again. Hold down a skill button 

after making a pass and until you receive the ball.

Avoiding sliding tackles

Do a lovely little fairy jump over a sliding tackle with the R1 (button six).

You dive, we no like it

Be a foreigner to get a free kick. Double-tap R1 to dive, and the ref might fall 

for it.

Goalie goal

The goalie can run out with the ball if you press R1 when he’s holding it. He 

can then dribble upfield.

Set-pieces

Spin free kicks and corners by using either of the skill buttons.

Gloat

To jeer and cheer after scoring a goal, immediately press the pass, shoot, 

sprint and lob buttons in that order (three, four, 

two, one).

Run around

To get around a stubborn defender, hold down either of the skill buttons and 

press the sprint button (two). You can run rings round them.

Posy goals

To score from a volley or bicycle kick you need to master the tap-hold shot. 

This involves tapping and releasing the shoot button the moment the ball is 

passed (in the air, obviously). Then press and hold the shoot button 

immediately, holding it down until the manoeuvre is completed. You may need to 

position your player still, which is why this is such a tough shot.

You can even generate your own bicycle kick opportunity by flicking the ball up 

to yourself. Double-tap the lob button (one) to flick the ball in the air, then 

do the manoeuvre given above.

Fouling

As well as the usual tackle and sliding tackle options, you can also go for the 

deliberate foul. Press L1 (button five), and you may 

even be rewarded with an 

extreme reaction.

General advice

But fancy footwork doesn’t make a team. You need one or two good old-fashioned 

tactics too. For instance, it might not have worked for England against Chile 

last month, but FIFA does like it when you pass the ball out to the corner flag 

and lob or pass it back in again. Be ready to use the one-touch shot to get past 

the keeper.

To get the hang of one-touch passing, and to keep a fluid passing game going, 

practise on the five-a-side pitch. The moment you get back out onto a full size 

pitch you won’t believe how much space you’ve got to play with.

But perhaps most importantly, and at the same time so unlike real life, FIFA 

actually rewards persistence. Each time you shoot, there is a good chance that 

the goalie will save the ball. But the more you keep the ball in your opponent’s 

half and keep shooting at their goal, the more chance you have of scoring, not 

because of the frequency, but because the random factor is reduced. 

Ha ha ha, that's so funneeee

If you fall for that ever so serious corporate image Electronic Arts constantly 

try to flog us, be prepared for a laugh. FIFA: Road To World Cup 98 may well be 

trying extra hard to be replicating the sport, but those wacky programmers have 

stuck a few amusing little cheats in the game.

From the main screen, go into the Edit Teams screen and select Player Edit. 

Change the name of any of the players to one of the following six:

johnny atomic  Take a dive: whenever you have the ball, double-tap button five 

(E or R1) to do a normal dive. But with this cheat the ref falls for it 90% of 

the time.

xplay  Hot potato: a timer next to the score counts down to zero. Whichever team 

has the ball at that point falls over.

eac rocks  Big heads: the players have large heads, which is funny.

ur1ofus  Invisible walls: like a giant five-a-side match, the touch lines are 

now glass walls.

dohdohdoh  Craaazzzy ball: remember the Impossiball during the ‘80s? Well, it’s 

like that. Shoot and you don’t know where it’ll go.

footy  Silly moves: whenever you’ve got the ball, double-tap button 

five (E or R1 remember) to do a celebration rather than a dive. Bit useless 

really.

UNREAL

Cheat Codes

-----------

During gameplay, press TAB then type in these codes:

GOD - God mode

ALLAMMO - Full ammo for all your guns

FLY - Fly mode

GHOST - Walk through walls

WALK - Return to normal mode

PLAYERSONLY - Time freeze toggle

BEHINDVIEW 1 - Tomb Raider view on

BEHINDVIEW 0 - Tomb Raider view off

FLUSH - Fix bad textures on walls or creatures

INVISIBLE - Become invisible 

KILLPAWNS - Kill all monsters 

SLOMO [number] - Change speed of game - 1.0 is normal. 

SUMMON [object]
Summon weapon, item or monster 

Some things you can summon:

SUMMON EIGHTBALL

SUMMON FLAKCANNON

SUMMON NALI 

DMElsinore

DMfith

DmHealPod

DmMorbias

DmRadikus

DmTundra
SUMMON DISPERSIONPISTOL

SUMMON AUTOMAG

SUMMON STINGER

SUMMON ASMD

SUMMON RAZORJACK

SUMMON GESBIORIFLE

SUMMON RIFLE

SUMMON MINIGUN

SUMMON SKAARJWARRIOR

OPEN [mapname]
Warp to any map

Map names - File Name:

Castle (intro movie) - Unreal

Vortex Rikers - Vortex2

NyLeve's Falls - NyLeve

Rrajigar Mine - Dig

Depths of Rrajigar - Dug

Sacred Passage - Passage

Chizra-Nali Water God - Chizra

The Ceremonial Chambers - Ceremony

Dark Arena - Dark

Harobed Village - Harobed

Terraniux Underground - TerraLift

Terraniux - Terraniux

Noork's Elbow - Noork

Temple of Vandora - Ruins

The Trench - Trench

ISV-KRAN deck 4 - IsvKran4

ISV-KRAN decks 3 & 2 - IsvKran32

ISVDECK1 - IsvDeck1

Spirevillage - SpireVillage

The Sunspire - TheSunspire

Gateway To Na Pali - SkyCaves

Na Pali Haven - SkyTown

Outpost 3J - SkyBase

Velora Pass - VeloraEnd

Bluff Eversmoking - Bluff

Dasa Mountain Pass - DasaPass

Cellars at Dasa Pass - DasaCellars

Serpent Canyon - NaliBoat

Nali Castle - NaliC

Demonlord's Lair - NaliLord

Demon Crater - DCrater

MotherShip Basement - ExtremeBeg

MotherShip Lab - ExtremeLab

MotherShip Core - ExtremeCore

Skaarj Generator - ExtremeGen

Illumination - ExtremeDGen

The Darkening - ExtremeDark

The Source Antechamber - ExtremeEnd

The Source - QueenEnd

Ending Sequence (movie) - endgame

Deathmatch Maps:

DKNightOp

DMARIZA

DMCURSE

DmDeathFan

DmDeck16

Unreal Tournament 

Just as Quake II multi-player demands a refined config file, so too does Unreal Tournament. All of the game's settings can be altered from within a simple text file located in the game's 'system' directory called user.ini (as always, make sure you have a back up of the default file, in case your tweaking makes everything go pear-shaped). 

Our tip is to bind specific orders (such as 'cover me', or 'take the flag') to single keys. Doing this, avoids lengthy pauses mid-game while you command your team. Also, make sure you can cycle between weapons quickly and easily using one key, and have your weapon switching preferences set in the Weapon Preferences menu.

Body movin'

The most important tactic to remember when playing Unreal Tournament is to keep moving. The slower pace of projectiles such as rockets and flak and the abundance of large outdoor maps means that by simply adopting a perpetual 'moving target' strategy, you'll be far harder to hit - and in many cases, you'll be able to dodge enemy fire with ease.

Sniping would seem to be the one time when being stationary would be an advantage. Don't even think about it, though. Camping in seemingly hidden places and racking up a few quick kills will soon draw the attention (and the wrath) of human players and bots alike. By consistently returning to a 'safe' sniping spot, reasonably skilled opponents will soon set up defensive fire in team games, or will simply target your location regularly during deathmatch. Far better to rotate your sniping posts as often as possible - strafing and checking your back constantly between reloads. If enemies can't determine where sniper fire is coming from, they can't devise a worthwhile strategy against it. 

The more basic Quake II strategy of jumping while in the midst of an intimate melee works less well in Unreal Tournament, due to the way the weapons work (the majority of them feature a secondary method of fire that spreads the damage). Try jumping to avoid a close shot from a Flak Cannon, the secondary fire of the Pulse Gun, or even the time-delayed payload of the Biorifle - you'll soon discover it's no easy matter. No, the only written rule for UT deathmatch is that you must keep moving to survive.

The final athletic trick at your disposal is the 'dodging' manoeuvre - essentially a quick jump to the side executed by double-tapping a directional strafe key. There's no doubt it's a useful move that can outwit unsuspecting opponents, but the twitchy nature of many players' keyboard skills (including my own), often sees your character performing a wholly unplanned hop when negotiating tight corners. It's an annoyance that becomes a big problem when playing on the low-grav outdoor areas: one wrong jump can send you floating away to instant death.

Deathmatch

Classic deathmatch is the game you should instinctively know how to play. Like every other FPS, success rests on how well you know the levels - from the position of weapons and items, to the best sniping positions, dark corners, and high ground. 

Due to the architecturally complex structure of UT's maps (they're far more intricate than, say, Quake II or Team Fortress Classic's), it's even more important that you spend time memorising their layouts. There's nothing worse than getting stuck on scenery during a shootout, and ultimately, you should be comfortable running backwards around any given level while simultaneously shooting at a pursuing opponent.

Learning which is the best weapon to use in any given situation is also important - as is knowing where Invisibility, Shield Belt and Armour power-ups can be found. Do all this, work your way up through bot skill levels before joining an Internet game, and, (ping permitting), you should make a worthy opponent.

Capture the Flag

Issuing orders to your team-mates is the key to success in CTF. Basically, whichever skill you're least adept at - whether it's sniping, flag-carrying, defending, or melee action - should be assigned to some (if not all) of your accompanying bots.

For instance, it's quite simple to achieve victory on some maps (such as Facing Worlds), by sending your three team-mates off to capture the flag, while you lay down sniping covering fire from your tower's highest point. This tactic won't work for every map, though, and often your best bet is to issue a 'cover me' order, and storm the enemy's base yourself. Remember, though, that you can't score points if the enemy is carrying your own flag. It's often wise, then, to leave at least one player guarding your base, and always try to keep one eye on the message box to spot when your flag's been pinched. 

You may notice that your own bots aren't naturally predisposed to returning your team's dropped flag to the base. On the occasions when this does happen, you may want to change your current priority, and search for it yourself - unless, of course, you're carrying the enemy flag. In which case, panic.

Domination

This game type is the one in which good team play is most effective. In CTF and Assault you may require bot assistance, but it's still possible to complete many of the objectives yourself. In Domination, though, protecting the colour-coded markers alone is all but impossible (you can't be in three places at the same time).

Effective ordering is therefore essential, and the best way to go about it, is - as soon as the game begins - order two of you team-mates to defend the area around the first territory marker you find, and order the remaining bot(s) to cover you. 

Find a second marker, and set about securing that one yourself. If your other pair of bots are doing their job, you'll now be controlling two out of three markers - all you need to beat the opposition. Should your team-mates lose control of their marker, don't panic; their orders will carry over after death, and they'll soon travel back to re-take their original position. If they're experiencing real problems keeping their marker, and it's obvious you need to intervene, leave your partner to defend the marker you were controlling. 

Naturally, problems tend to arise when you spread your team too thinly on the ground. Controlling all three markers is difficult (and on the later skill levels, almost impossible), so satisfy yourself with just enough to win. 

Assault

These levels feature separate mission objectives and demand that you swap roles and defend the base upon completion. If you don't consider it cheating, it's incredibly useful to use the pre-game fly-by to explore the Assault levels. Once you've established where each of the key points is located, it's usually a simple task of ordering your team to go ahead of you, let them draw enemy fire, and complete the objectives yourself. As the opposing team is generally busy defending their base, and not too worried about attacking you head on, Assault offers you the chance to take your attack a little slower. 

Try using the zoom of a Sniper Rifle to identify their favoured defensive positions before taking them out from distance. Just bear in mind that the longer you take in achieving your objectives, the longer you'll have to defend the base for. The final beach assault level (Operation Overlord) is particularly taxing: make sure you clear the boat as soon as possible. Once you hit the beach, don't hang around trying to take out the automated machine guns; they can't be destroyed so don't bother trying.

While in the defensive role, make sure your team isn't positioned in a bunch. Order them individually so that they're spread out at key strategic areas (usually hidden high ground), and favour a Sniper Rifle yourself to take out as many of the attackers as possible. By following this tactic, none of the opposition should penetrate your defences - you'll fail only when you decide to abandon your strategy (generally when you're a couple of men down, and starting to panic).

Challenge

Challenge is the simplest type of game to pick up - simply because three of the four levels are of the one-hit kill 'insta-gib' variety. With an unlimited amount of Shock Rifle ammo at your disposal, you're best off using the weapon's secondary firing method (a slightly faster reload rate) throughout the levels. In fact, keeping the right mouse button held down should see you rack up many lucky kills - as well as those you're aiming for. 

As with standard deathmatch, Challenge is all about constantly weaving and dodging to avoid enemy fire, and the accuracy with which you target your opponents. There's no room for stealth or tactical play as the frag counts shoot up at a tremendous rate. On the low-grav level, Morpheus, time your jump correctly on the bounce pad at the lowest level, and its possible to shoot off into orbit above the map. While descending, practice taking out enemies in mid-air - an essential skill if you're to compete at higher difficulty levels.

The final map, Hyperblast, in which you take on Xan the champion, is a mixture of low and regular gravity. At low and medium skill levels, he's a worthless opponent and often commits suicide by flying off into outer space. He becomes terrifyingly hard to beat in the higher difficulty settings, though, and is almost constantly invisible, and shielded up. 

To be in with a chance of beating him, it's essential that you time a route from the invisibility power-up (located in the middle of the long corridor at the top of the ship), and the Shield Belt (positioned midway along the curved corridor packed with health vials). If you're in constant possession of these, armour, extra health via the vials, and Flak Cannon, you should just about be able to hold your own.

If in doubt - translocate

One of the game's most innovative new additions is the translocator - a hand-held personal teleporter that's available for use in CTF and Domination games. During both types, the translocator is as useful an item as any of the weapons in your arsenal. With it, you can travel large distances in an instant, as well as using it to gain access to otherwise inaccessible areas, and to return to areas of strategic importance.

The primary fire mode shoots the translocator disc in the desired direction, while a tap of the secondary fire button completes your movement to the disc's resting place. It's especially useful in maps such as The Lava Giant, which feature castle-like strongholds that are generally well-defended. Simply shoot the disc within the castle's walls, then teleport directly inside your enemy's base.

The following codes are for SINGLE PLAYER ONLY. Press ` to bring down the console, then type:

These cheat codes are only for the single-player game. Press the tilde "~" key to open the console, then enter any of the following:

Code: Effect: 

allammo Get all ammo  

behindview 0 Normal View  

behindview 1 View Character from Behind  

fly Flying 

ghost No clipping 

god God mode  

iamtheone Activate cheat mode  

killall [type] Kill all enemies of a certain type [nali, mercenary, etc.]  

loaded All weapons  

playersonly Toggle freeze time on/off  

open [mapname] Jump to any map  

summon [item] Summon item [see below]  

walk Walking 

You can summon any of these with the summon [item] code:

Chainsaw

DoubleEnforcer 

Enforcer 

Minigun2

PulseGun

ShockRifle

SniperRifle

UT_BioRifle

UT_Eightball

UT_FlackCannon

WarHeadLauncher 

THEME HOSPITAL

Cheat Codes

-----------

To enter the codes you have to get a fax first.  Press the green ? button that shows up from time to time at the bottom of the screen to get to it. Then just use the mouse to press the numbers on the fax machine and press the send button.

7827 - After you win the level go to a rat shoot level

24328 - Enable the following codes during gameplay

SHIFT-C - Get $2000

CTRL-C - All research completed

CTRL-M - Skip to the end of the month

CTRL-Y - Skip to the end of the year

To start on a specific level use this command line switch:

-Lx - Where x is the number of the level you want to start on

Theme Hospital - Playing Guide

STARTING OFF

The first thing you should think about when you enter a new level is planning. 

If you don’t plan the design of your hospital well enough, you’ll soon run out 

of space and your patients will be wandering all over the place. When you start 

a level, in the bottom left-hand corner of the screen you’ll see the Build 

Timer. This gives you about two to three months of free time to plan and begin 

to build your hospital without the worry of patients. Use the time wisely as you 

won’t get a second chance.

Think of designing your hospital as a production line. What are patients going 

to use first and what are they likely to need in the future? What rooms will 

they use last and will it matter if it takes quite a long time to reach them? 

Think about dividing your hospital up into diagnosis and cure sections as these 

two areas of your hospital will be completely separate. Once a patient has been 

diagnosed and sent to be cured, he will rarely return. Corridors for your 

patients to walk through are also important. Design your hospital so that all 

your rooms have easy access, and leave plenty of space to put benches outside 

rooms - patients hate standing up, so you’ll need about three per room.

When you’ve completed the basic structure of your hospital, you’ll need a 

receptionist to welcome patients when they arrive. Always place her at the 

entrance so that she can see the new patients straight away. Remember to leave 

some space for a few benches and another reception desk or two. You won’t need a 

huge reception area, however, as your aim should be to get your patients seen by 

a GP as soon as possible. Also, after a year or so you may find your single 

receptionist is having trouble coping with all the patients entering your 

hospital, so it may be necessary to provide her with some extra help.

Next, you should have a GP’s office. This is the most important room in your 

hospital because it’s where your patients are told what  diseases they’re 

suffering from. All the other diagnosis rooms do is increase the Diagnosis 

Percentage for the various ailments. As your GP’s office is going to be visited 

first, always build it near the reception area, as this cuts down the distance 

the patients have to walk. It’s a good idea to leave space for a few more GP’s 

offices for when you expand. Building them in one place may seen messy, but it 

allows you to quickly look at each of them without having to hunt around the 

whole hospital. The queues for GP’s offices can grow quite quickly so keep a 

constant watch. 

WHAT’S UP DOC?

Your diagnosis rooms are the main machinery of your hospital. They will be 

constantly welcoming patients and adding to their Diagnosis Percentages. It’s a 

good idea to keep these rooms close to the GP’s offices so that, again, the 

patients don’t have to walk too far. Leave space for more diagnosis rooms as 

they’ll fill up quickly.

Not all the diseases will use every diagnosis room, so it’s no good just 

building a general diagnosis room and a psychiatric room. You’ll soon get lots 

of patients with incomplete diagnoses and when you start sending them all to be 

cured you’ll have loads of deaths on your hands. 

The only way to get more diagnosis rooms is to research. You should build a 

research room as soon as possible and get your doctors studying. Put a few 

researchers in the research room and adjust the percentages on the Research 

Screen otherwise nothing will be done. It may be expensive to do early, but 

you’ll reap the rewards later. The research room can be built anywhere in your 

hospital as patients will rarely go there.

The last section of your hospital is your cures section. The first cure room you 

should build is a pharmacy as this is the one used most. Later in the level you 

may need more than one, especially for emergencies, so again keep some space 

free. The cure rooms are only going to be visited once, so they can be on the 

outer reaches of your hospital. These cure rooms may be expensive, but as soon 

as a few patients get cured in them, your reputation will grow and even more 

patients will arrive. Then the money will start rolling in.

Operating theatres and psychiatry rooms are different to other cure rooms. Only 

think about building these once you have the staff to use them (two surgeons or 

psychiatrists) otherwise you’ll have massive queues of patients outside the 

rooms and no way of curing them. As psychiatry rooms both diagnose and cure 

patients, you should put them somewhere between the diagnosis and cure sections 

to keep the patients flowing smoothly.

THOSE LITTLE EXTRAS

The final rooms you’ll need to place are the staff room and the toilets. Staff 

rooms can be out of the way of the hustle and bustle of your hospital, but 

toilets will need to be where patients can get to them easily. Although you’ll 

need only one staff room at the start, as your hospital expands it’ll soon 

become overcrowded and congested. The further a member of staff has to walk, the 

longer it will take them to get back, and this can create massive queues. You’ll 

therefore need to build more staff rooms in other areas of the hospital, so that 

all hospital staff, no matter where they work in the hospital, have easy access 

to refreshments. You can get away without having any toilets in your hospital, 

but patients will quickly get angry and urinate on the floor. Left unchecked, 

you could be facing a vomit wave, epidemics and failure. Build a toilet in each 

new plot and close to cure rooms, especially the operating theatre. Patients 

will only be wanting the toilet after spending a few months in your hospital, by 

which time they will be waiting for their cures. 

MOVING ON UP

Getting your hospital up and running is one thing - keeping it maintained is 

quite another. You need to know your Win Criteria for that level. Look at the 

Status Screen and keep a close eye on the Win Criteria bars. If you put your 

mouse pointer over the bars, Tool Tips will appear telling you how much you have 

and how much you need to get 100% in that criteria. Hospital Value is all of 

your material wealth and can only be boosted by buying new objects. If you just 

need Hospital Value to win, then buy some more rooms, the more expensive the 

better. You can then do the reverse if you need money but have plenty of 

Hospital Value.

Selling some rooms could help you finish a level sooner. Some levels will not 

require you to gain lots of cures or money so take advantage of this.

Buying good staff is very important because, as the level progresses, the staff 

available for hire will become worse and worse. Don’t be afraid to buy lots of 

staff early, especially surgeons, even if you haven’t got an operating theatre. 

These doctors can still work in normal diagnosis rooms and they will take 

another worry off your mind. If you still don’t have enough doctors of a certain 

type, which may happen a lot on later levels, train them up and teach other 

doctors the skills in the training room. Only consultant doctors can teach, but 

it doesn’t matter if none of your consultants have the right skill. Just train 

up a doctor with that skill to consultant level and then set him teaching 

instead. Try to teach him multiple skills while you’re doing this. This will 

then give your staff more than one possible job and then you’ll always have 

skilled staff, like surgeons, at hand. You can also put a skeleton and a 

bookcase in the training room. These will speed up the training of the doctors. 

Hire more staff than you need because you may have a sudden rush of patients. 

Also, staff will need to go to the staff room, so others will have to take over 

their jobs. Be careful that you don’t overdo it, though, as all these staff will 

cost money.

Plants, radiators and fire extinguishers are often difficult to place. You’ll 

need lots of radiators as staff and patients get cold quickly. Put radiators in 

the most frequently used rooms and in corridors. Corridors and rooms are 

completely separate when it comes to heating, so a radiator in a corridor will 

not heat a room. Larger rooms will require more heating, but the radiators don’t 

have to be spread out as they will each heat the whole room. On the other hand, 

the heat in a corridor will depend on how far away a patient is from the 

radiator. Place them by seating and room entrances. Think about placing drinks 

machines close by, because the hotter a patient is the more thirsty they will 

become.

Plants need to be watered, so the more plants you have, the more handymen you 

will need. Plants make people happy but dead plants have a negative effect, so 

keep on top of them. A handyman will not water a plant he can’t get to, so keep 

a good eye on them.

Fire extinguishers are also important, but have the added bonus of not needing 

to be watered. They’re also useful for preventing machines from exploding, so 

put them in all rooms which contain expensive equipment.

Attracting patients to your hospital is difficult, but a good way to improve 

your reputation is to drop your prices a bit. This will give you the edge over 

the computer players you need. Try not to kill patients. This may sound obvious, 

but it does affect your reputation and you can get large cash bonuses at the end 

of the year for not killing any patients.

THERE ARE COMPLICATIONS, SIR

When you have a research room, research the computer or the atom analyser. If 

you have the money, buy one of each as both accelerate your research. Once you 

have researched all the rooms, don’t stop there. Research all your drugs to 100% 

otherwise you’ll be killing your patients unnecessarily. Improving your machines 

is also a bonus because a machine with a high strength will require less 

maintenance and will not be badly damaged by earthquakes.

Keep repairing machines, because the more they have been used before being 

repaired, the more chance there will be that the strength will be reduced by 

one. Don’t let the strength go below about seven as it tends to drop rapidly 

after this and will then blow up when you’re not looking. Replace these machines 

when you need to. Earthquakes can severely damage your machines, so if you get 

an earthquake warning, slow the game down by pressing Ô1’ and look at all your 

machines. Repair those which need it and replace those which are in danger. 

Don’t build a room once you’ve had the warning, as it will just be pointlessly 

damaged and a possible waste of money. 

SIMPLE CURES

To help you play the game well, there are a number of shortcuts you should 

learn. On the Patient Information Panel, you can click on the Spy Windows with 

the left mouse button to zoom to that patient, and then right-click to cycle 

through all the other patients in the hospital. You can do the same with each 

type of staff, and left-clicking on the staff photo will take you to the Staff 

Screen.

If you right-click on either the Emergency Timer or the Epidemic Timer, you will 

bring up the Information Panel for the first member of that emergency or 

epidemic. If you keep right-clicking on the timer, you’ll cycle through all 

those patients. This way, you can easily see who has what disease and then you 

can quickly move them around your hospital.

Epidemics can be a pain on busy levels. Make sure that you can handle one before 

trying to cover it up. If it’s a visual disease, then you may not have the cure 

machines for it. The same may be the case for emergencies. If you have more than 

six emergencies for only one room, you probably won’t be able to cure them all 

in time, so leave space for extra rooms. It’s often a good tactic to just build 

the room for the emergency and then delete it afterwards. You’ll still make a 

profit if the room is cheap.

If you don’t take care of your staff very well, they’ll start asking for pay 

rises or bonuses. Letting them rest frequently is one way of preventing this, so 

lower the Staff Rest bar on the Policy Screen to about 30-50% as staff start to 

get annoyed when 60% tired. Make sure you have plenty of staff rooms to cope 

with the increase of resting staff. Plants and fire extinguishers make staff 

happier as well, and happy staff make better diagnoses and cures.

SOME DO’S

Do save regularly as many unexpected things can happen.

Do use the Autosave function.

Do use the training room because trained juniors are cheaper.

Do build operating theatres. They may cost a lot but they’re the real money 

winners.

Do something about dying patients. Send them for cures if you think you can cure 

them. If you can’t, send them home before they die because death is not 

something you want in your hospital.

Do plan ahead. If you see a good doctor, hire him because you will reap the 

benefits later.

SOME DONT’S

Don’t build rooms before you have the staff to use them, otherwise you’ll have 

huge queues and no-one to hire.

Don’t start expanding at the end of the year as you could lose some awards.

Don’t block off parts of your hospital and entrances with benches or reception 

desks otherwise your patients will have a long trek to their rooms.

Don’t use tired doctors for emergencies otherwise they could wander off to the 

staff room in the middle of the procedure.

Don’t take out a loan unless you know you can pay it back before the end of the 

year.

SAUSAGE FACTORY

One of the most important things to regulate in Theme Hospital are the queues 

for rooms. You want to process people as quickly as possible because if you let 

your queues get too long, then you’ll start to get people-jams. Then patients 

will leave, vomit and die. With this in mind, it’s a good idea to watch your 

queues and keep them to a bare minimum. If your queue gets longer than four 

people, build another room. Rooms that will clog up quickly will be the GP’s 

office and the pharmacy. 

If you still have problems with the queues, then adjust the Max Queue Sizes on 

the Queue Panel (to bring this up, click on the room’s door). If you have a lot 

of GP’s offices in a row, then careful manipulation of these numbers will even 

out the queues in the rooms and you’ll be able to leave them to run themselves.

If you have patients dying or there’s an epidemic, then you can move patients to 

the front of the queue by bringing up the Queue Panel and then dragging the 

patient on to the door symbol.

It’s a good idea to watch single rooms, particularly the psychiatric room, when 

you only have one psychiatrist, because he can sometimes go into a different 

room if there’s no queue. He will then stay in that room and not notice when the 

psychiatric room has a six-person queue. The best way to combat this is to hire 

more psychiatrists, so that one can take over once the other has left.

THEME PARK
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Theme Park - Player’s Guide

This is a short guide which should help new Theme Park managers learn the 

basics of good Theme Park development. As you become a more advanced player 

you’ll develop your own style and method of play, and discover personal 

strategies for creating the ultimate park and dealing quickly with everyday 

problems. In the meantime, these hints and tips should get you off to a good start.

The Tutorial

If you are completely new to the game then this is where you should start. The 

tutorial is there to aid the neophyte player, and introduces the basic elements of 

paths, queues, rides and shops gradually before dropping you into the action with 

a fully functioning park. The result of the tutorial is actually a very competent 

little set-up - and makes an ideal base on which to build your empire.

The Basics

Don’t try to build the most mammoth of parks on your first go. Start to build up 

from a small but well maintained base, and that way you won’t suddenly find 

yourself out of your depth when everything goes wrong. Don’t be afraid to 

remove rides that you’ve placed incorrectly - it’s far batter to lose the money for 

one ride than to distract your valuable mechanics from repairing your star 

attraction so that it blows up with people on it (unless you’re a big fan of the 

Syndicate style of gameplay, that is).

Always bear in mind that the people who come to your park are very fickle - 

they’re hard enough to please at the best of times and the smallest thing will make 

them unhappy very quickly. It’s therefore vital that you listen to what they tell you 

by keeping an eye on the thought bubbles that appear above their heads, and then 

react accordingly. For example, if several people get hungry in the same area you 

should start to think about building a food stall of some description nearby. 

Likewise, if several people are upset about the cost of (or prizes on) a stall then 

you should deal with it by lowering the price (or increasing the value of the prize).

Rides

The park with the most rides tends to be the most successful. More rides means 

more punters, more punters means more money, and money, as everyone knows, 

makes the world go round - enabling you to research better stuff and subsidise 

shopping trips by your nearest and dearest.

Customers prefer a large variety of rides to loads of identical ones. This doesn’t 

mean you should only have one of each type of ride in the park, though, just that 

you should choose a different ride over an existing one whenever possible. As 

rides age they start to wear down - and need repairing more and more often. When 

this starts to happen, it’s often best to sell the ride on and replace it with an 

upgraded one, thus putting less strain on your mechanics and generally making 

everyone happier.

Shops

A well-placed shop can provide you with one of the greatest single sources of 

income in your park. They provide welcome instant cash returns, and also serve to 

keep the little people happy. They do have some drawbacks, though.

Litter is a major problem, because nobody likes a messy park. If there’s too much 

litter the little people start to stay away (and then you certainly won’t win any 

awards at the end of the year). Certain shops, such as the Coffee Shop, have bins 

inside and so take care of their own rubbish. Unfortunately, they’re not quite as 

effective as Pokey Cola at quenching the customers’ thirst. The only real solution 

is to hire sufficient handymen to clear up the mess.

The other main difficulty is keeping them well stocked - shops that run out of 

supplies are no use to anyone. You should therefore always ensure that they have 

sufficient stocks to last. As soon as they start to run down, order some more 

immediately. After a while, you’ll learn how often individual shops need 

restocking and get into a sort of rhythm so that you don’t have to spend time 

looking around the map at all your outlets. If the Advisor ever tells you that a 

shop is running low and you haven’t already ordered for it, then it will normally 

run out before supplies can get there. In this situation it’s best to immediately 

order some stock to minimise the amount of time that the shop will be closed. 

(Remember, though, that if you are playing in Sandbox mode you don’t have to 

worry about this.)

Stalls

Stalls offer the same advantages as a well-placed shop, and can be a very lucrative 

way of gaining some much needed cash. Unfortunately, they can also upset the 

little people who feel that they are being conned in some way. To prevent this 

from happening, try to match the cost of each game with the chance of winning 

and the value of the prize. Don’t try to fleece the punters too much, because they 

aren’t daft and will soon see through your attempts and stop coming. A small cost 

and prize, coupled with a moderate chance of winning, provides a more reliable 

income than a risky high-cost, high-prize, lower-chance stall.

Stalls, as well as making money, have the added advantage of entertaining the 

people (not as much as rides, but every little helps) and don’t produce litter. They 

are also smaller than rides, so you can slot them into several places around the 

park. Bear in mind that, as with rides, the little people don’t tend to have a go at 

the same type of stall, so variety is the key to success. Of course, to have this 

much variety, you need to do a lot of research.

Features

You should never underestimate features such as trees, fences and lakes. A 

featureless park is a bland one and unlikely to be very successful, let alone win 

any awards. Features impress the little people who are new to the park, as well as 

make it look nice on-screen - and besides it’s much more exciting to scream 

around on a rollercoaster that dives and twists through a dense forest, narrowly 

missing the trees.

Staff  The number and type of staff you have employed can make or break your 

park, so it’s important to understand their skills and when they become necessary.

Handymen - You should employ these the minute litter starts appearing on the 

ground. You have to keep an eye on any new handymen that you employ, because 

they may get confused by the intricate layout of your paths and end up missing a 

large area of the park that needs cleaning. If this happens you might want to 

control their movements using the waypoint navigation system on their icon bar.

Mechanics - As soon as your first ride starts to show signs of breaking down you 

should hire some mechanics. The only problem with mechanics is that they spend 

half their life eating sandwiches, so you have to keep a watchful eye on them. 

More often than not, a mechanic will get to a nearby damaged ride before it 

completely blows up, but if there is more than one ride in trouble you should 

direct the mechanic to fix one immediately and either shut the other down or hire 

another mechanic. A single mechanic can normally maintain three to four rides on 

his own, but this varies with the quality of the rides, how often they’re used and 

how long they’re used.

If you do have two rides in danger of blowing up, but don’t want to hire another 

mechanic or shut one down, there is a risky tactic that sometimes works - slow 

one ride down while the other is being fixed. Hopefully, it won’t blow up before 

the other ride is mended, and then the mechanic can deal with it. The upshot of all 

this is that you only have one mechanic employed and the little people always 

have at least one ride to go on. If it works, it’s great. If not, then you can have 

disaster on your hands.

Entertainers - Placing these guys next to queues that have a particularly long 

waiting time will ease the stress generated by waiting to get on a ride. In addition, 

at least one entertainer should be placed near the park entrance, to hand out 

umbrellas if it starts to rain.

Guards - You only need hired muscle if thugs start to appear in the park. You’ll 

notice the thugs when you start seeing beaten up entertainers and rides start 

breaking down a lot faster than normal. When these fellas appear you must deal 

with them immediately, because they can quickly reduce a successful park to 

ruins. Hire lots of guards and try to move your entertainers away from troubled 

areas. Guards only escort thugs out of the park if they see them doing something 

nasty, like kicking in an entertainer or breaking a ride, so you may have to move 

the guards around with the thugs until they do something wrong.

Park Layout

When designing your park always try to think about what the little people want at 

any one time and place things accordingly. Put a Balloon Shop right near the 

entrance so that the people part with their money while they are still happy. This 

puts them in a good mood for the rest of their stay - unless something bad 

happens.

People get enjoyment out of going on rides and winning on stalls, so try to cut 

down the amount of time they spend walking between one attraction and the next. 

One method of doing this is to have a straight path with rides coming off either 

side. Each ride is butted up against the side of the path, with the entrance around 

the back and the exit leading back onto the main path. A short queue should link 

the path to the entrance. Try to stagger the rides so that anyone leaving one ride is 

pointed straight at the queue entrance to the next one. In this way, the little people 

zig-zag between the rides and the amount of time they spend just walking is 

minimised. The big problem doing this is that it leaves very little room for 

decorative features which make the park look nice, and this may put some people 

off. If you start making a complex path system with rides and stalls all over the 

place then you’ll have to place signposts so that people know where they are 

heading.

If a person comes across a sign pointing to a ride that they want to visit, then they 

feel happier about walking towards it (rather than just wandering around 

aimlessly). Also, signposts that point towards the exit enable annoyed people to 

leave more quickly and not wander around for hours getting more and more upset. 

Unhappy people tend not to go on rides or buy things from shops and just clutter 

up the place, reducing the average happiness of the people in the park. As a result 

of this, your reputation and popularity suffers, so unhappy people are best off out 

of the way and out of your hair.

Another method of design is the ‘one-way system,’ where the park is organised in 

such a way that the people have no choice but to walk around the park in an 

organised and orderly manner. The main advantage to this method is that it 

enables you to predict what each person will want at any one moment - and so 

design your park accordingly. In addition, the need for signposts is greatly 

reduced because there are less junctions for people to worry about. The problem 

arises when too many people enter the park. Queues fill up and people are unable 

to get a go on any of the rides. In addition, because of the ‘one-way’ structure of 

the park they are unable to return to rides that they may have missed, so they end 

up not getting maximum enjoyment from your set-up.

Awards

At the end of each year you’ll be presented with various charts which show you 

how well you are doing. In addition, there are several awards that get handed out 

if you happen to be doing particularly well in certain areas of your park. These 

awards are great things to aim at because they both improve your reputation and 

add a substantial sum of money to your bank account. They are also a measure of 

how well you are doing in relation to your opponents. If you are constantly 

winning the ‘Good Technology’ award then you must be more advanced than all 

of your competitors.

Keep your park running smoothly and you should also pick up a couple of neat 

awards (but if a ride blows up then it is unlikely you’ll win the ‘Ride Safety’ 

award...). It’s a good idea to concentrate on winning a single award at a time, by 

the way, because the money you gain gives you a greater chance of winning the 

others later on in the game.

General Tips

Here are a few more things to bear in mind.

Open your park immediately upon starting. This enables a few people to turn up 

even if most stay away.

Slow the game speed down when designing the park. This gives you more time to 

place the rides and a small amount of leeway while playing.

New rides are vital if your venture is to succeed - and you should always be 

researching new ones at every opportunity. This will help you gain the ‘Most 

Advanced Park’ award eventually.

When placing rides allow for the fact that you may wish to move the entrances 

and exits.

It’s always worthwhile buying up your own shares - this not only prevents you 

from being bought out, but if your park does well, the value increases and you can 

use them as extra cash later.

Whenever you add a new ride to the park you should immediately increase your 

ticket price. The more rides you have, the more you can charge.

Try to buy new rides as they become available.

If you notice a large amount of litter building up, it might be a good idea to 

increase the price of your food stalls to dampen down demand.

Make spare handymen work exclusively outside shops.

If you have more than one of the same type of ride you should position them far 

apart to avoid overkill.

Always have shop stock on order. You can delay its arrival by re-ordering.

Never leave your park unattended - there’s always something to be done, 

especially in the larger parks.

Large capacity rides need larger queuing areas because they accommodate more 

people. To begin with, try to have at least one of each type of ride...
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Alien Vs Predator

 Alien Guide

Fig. 1-4. Aliens epitomize speed and short-range attacks.

Aliens are swift and powerful. Their speed is unmatched. Coupled with their ability to crawl on walls and ceilings and leap great distances, it's no wonder they're feared. Aliens aren't durable, however. They wither under direct weapons fire. But, given their speed and stealth, it's awfully hard to hit them in the first place.


When playing as an Alien, you must develop an assassin's mentality. You'll find yourself sneaking through air ducts, springing on unwary prey, and running circles around your foes to throw off their aim. Your claws and tail are powerful, but you can use them only at close range: Alien combat is always up-close and personal.

Aliens

Aliens, a.k.a. "Xenomorphs," are giant, insectoid life forms. They possess only rudimentary intelligence compared to that of humans and Predators, but their speed, physical ability, and sheer ferocity more than compensate for this.


Aliens live in massive, labyrinthine colonies. They're extremely aggressive, often invading other life forms' habitations, killing the occupants, and establishing colonies of their own.


Of the three species fighting to control the stars, Aliens are arguably the most terrifying. Deadly-quick and surprisingly crafty, they're unpredictable and tend to attack in numbers. But they aren't invulnerable: as with the other two species, Aliens' shortcomings effectively counterbalance their formidable strengths. To succeed, Aliens must capitalize on their speed and ferocious close-combat attacks.


This chapter examines the Alien species in depth, starting with an overview of their greatest strengths and most glaring weaknesses. An exploration of Alien weapons, powers, and vision follows. The chapter ends with tips on how to explore and fight as an Alien, and how to deal with its two primary enemies, humans and Predators.


The Alien can be either overwhelmingly dangerous or thoroughly ineffective, depending on the skill of the player controlling it. Learn its strengths and weaknesses, practice the following techniques, and you'll be well on your way to being an overwhelmingly dangerous Alien.  

Overview

Aliens are ferocious, near-perfect killing machines. Their great numbers and adaptability to hostile environments attest to their evolutionary superiority. Their abilities differ completely from those of humans and Predators. Instead of using weapons, for example, they employ such natural defenses as razor-sharp claws and powerful tails. What they lack in long-range attacks, they more than make up for in speed, power, and mobility.


The following sections provide an 

overview of their most prominent advantages and disadvantages.

Advantage: Mobility

An Alien's single greatest asset is its mobility. It manifests in terms of raw speed, jumping, and wall-crawling.


Raw speed speaks for itself. If a human, an Alien, and a Predator were to compete against one another in a footrace, the Alien would win every time. Aliens are flat-out faster than the other species, and this speed is part of what makes Aliens so deadly. Marines' and Predators' superior weapons and advanced technologies are no match for Alien speed and agility. Its speed allows it to sneak in for punishing surprise attacks, easily dodge weapons fire, and close the gap to their prey almost instantly.

Fig. 2-1. Aliens are so fast, they can seem to appear 

from nowhere.


Jumping adds to the Aliens' already formidable mobility. Using powerful lateral jumps, they can close to within inches of their prey in a split second. It's extremely difficult to shoot a jumping Alien unless it's coming right at you.


The Alien's unique ability to crawl across walls and ceilings opens a whole range of possibilities. As it fights, the Alien can wall-crawl toward an enemy from unexpected angles, forcing the surprised foe to try to adjust its aim at the last minute. Using this ability, the Aliens can cling to a ceiling or high on a wall and watch for unsuspecting prey to pass by below. Finally, when threatened, a wall-crawling Alien can retreat quickly to places where its foes can't follow.

Fig. 2-2. Crawling on walls and ceilings can be disorienting, but it's an invaluable ability.

Disadvantage: Durability

One of the Alien's most obvious weaknesses is its physical vulnerablity. 


Humans' suits of armor shield them from enemy attacks, and they can collect more when their current suit is damaged. The Predator's armored suit never goes away; its protective value is factored into every blow it sustains. The Alien's hard exoskeleton protects it from falling damage but offers little protection against its enemies' high-powered arsenals.

Fig. 2-3. An Alien can handle this sort of onslaught 

for only a split second.

Advantage: Vision

The Alien's vision is excellent. Hunting vision mode highlights enemies; they become easily visible in any lighting condition. Navigating vision mode renders even pitch-black areas easy to traverse. Later sections in this chapter examine the Alien's Hunting and Navigating vision modes in detail.

Fig. 2-4. The Alien's Navigating vision mode allows 

it to see in the dark.

Disadvantage: Weapons

The Marine and the Predator employ a wide array of potent 

manufactured weapons, but the Alien lacks both the intelligence to create such weapons and the inclination to use them. Instead, it uses the tools it was born with-razor-sharp claws, deadly jaws, and powerful tails. All these require the Alien to be close to its prey-a disadvantage not shared by the Marine's and Predator's weapons. In this one area, the Alien is distinctly limited.


Despite these limitations the Alien's biological arsenal is nothing to scoff at. Its claw attacks are extremely fast, and can be delivered in rapid-fire succession to shred an enemy in seconds. Its potent tail attack deals significant damage, as well. And because using these weapons requires no ammunition or energy, the Alien need never search for such things, or worry about running out.

Advantage: Self-Sustaining

The Alien's final advantage is its self-reliance: it doesn't need to pick up or locate anything to keep itself in fighting shape. While the Marine searches for ammunition and the Predator strives to locate precious Field Charge, the Alien can concentrate fully on the task of slaying its foes.


Again, Alien weapons are built-in and require no ammunition. Also, the Alien can't wear armor, so this isn't a concern either.


When it comes time for healing, the Marine must locate Healthpacks, and the Predator must deplete its precious energy reserves to activate its Medicomps. The Alien, on the other hand, replenishes its health by feasting on its victims' heads, using its deadly Jaw attack. This makes every enemy a potential food source.

Attacks

Although the Alien's arsenal comprises only three attacks, it's potent. All three attacks require that the Alien get close to the prey; none allow it to hang back and strike from a distance. 


To succeed as the Alien, you must master all three attacks and learn when to use them. They may seem under-powered or tricky to use at first, but as you acquire more skill, you'll find them to be deadly.


The following sections rate each attack in several categories:

"Power" is a relative measure of attack strength.

"Speed" is how quickly the attack can be triggered. Slow attacks must be charged up for a moment or two before being used again; fast attacks can be triggered rapidly.

"Secondary" indicates what happens when you use the Secondary Attack button.

"Notes" characterizes the attack.

A general discussion of each attack follows each ratings list.

Claws

Power: Good

Speed: Very Fast

Secondary: -

Notes: Claws deal potent damage; holding down the Claw Attack button results in rapid-fire clawing.

Fig. 2-5. Claws are fast, effective weapons.

Tap the primary attack button to initiate a double-swipe of your claws. Hold it down, and you'll shred your target with a rapid clawing motion.

     Claws are the Alien's weakest attack, but strength and weakness are relative terms. Make no mistake, claws are a potent attack. A single swipe usually is enough to kill a weak human enemy.


Clawing at a target for too long renders the Alien vulnerable to counterattack. When dealing with foes likely to survive a few claw swipes (well-armored Marines or healthy Predators), the Tail attack is often a 

better alternative.


Clawing's speed makes it good for intense, close-range, circling fights. Hold down the Claw Attack 

button as you circle your foe, and you're likely to get in a few good whacks, even if you can't keep the enemy in your sights at all times.


Finally, and perhaps most importantly, the button that triggers the Claw attack is the same button that triggers the bite or "Jaw attack." What determines which it triggers? If you aren't close enough to your enemy, or if its head isn't squarely in your sights, you'll always claw instead of bite.  When those criteria are met, however, your inner jaws will appear and you'll have an opportunity to bite.

Because the Jaw attack will deploy only when conditions are just right, trying to bite a fast-moving enemy would be an all-or-nothing proposition if claws weren't triggered by the same button. Fortunately, they are, so you can be assured of doing some damage as you try to deliver a bite, even if you never 

manage to make it work.

Tail

Power: Very Good

Speed: Slow

Secondary: Charges up tail for extra-strength attack

Notes: Auto-aims, so you needn't be perfectly accurate

Fig. 2-6. The Tail attack deals excellent damage.

The Tail  attack deals slightly more damage than a Claw attack; when charged up by holding the Tail  Attack button, it deals excellent damage. One charged-up Tail attack generally will kill a human outright; it takes about three such attacks to level a Predator.


The Alien's tail is slower than its claws, so it may not be the best choice when fighting multiple 

enemies. But it's often good to initiate combat with a Tail attack, to kill or severely wound one foe, before switching to Claw attacks.


The tail automatically targets any enemy within its range, so you don't have to be too accurate. Just point in the foe's general direction, and you're likely to score a devastating hit. This contrasts with the Alien's Jaw attack, which requires careful aim.

Jaws

Power: Instant kill

Speed: -

Secondary: -

Notes: Restores health when used successfully; hard to execute, but extremely rewarding

Fig. 2-7. When the inner jaws appear, you're free to 

use the Jaw attack.

The Alien's ultimate weapon is its bite, or Jaw attack. This attack only becomes available when you're close enough to your prey, with the head squarely lined up in the center of your screen. 


When conditions are right, the Alien's inner set of jaws extends from either side of your screen. When this happens, press the Primary Attack button. Your inner jaws will spring out, biting off your enemy's head and scoring an instant kill. Better, you'll receive the same kind of health bonus a Marine would after walking over a Healthpack.


You can use the Jaw attack to finish off living enemies, or target a recently killed enemy lying near your feet. You must be quick with the recently killed, however; you have only a few seconds before they fade away. Although the amount of health the Jaw attack restores varies, you'll always receive far more health from biting a living enemy than a dead one. 


Practice the Jaw attack and hone your ability to make it work in tense combat situations. It's 

a potent attack, and the only way to restore health. Mastering this skill will render you 

virtually invincible.

Special Abilities

The Alien has several unique abilities. Those we've examined already include wall-crawling, its 

exceptional leaping power, and its Jaw attack. The Alien's other abilities and characteristics include 

the following.

Falling from any height will never damage the Alien. Thus, it can exploit its speed fully, without concern about falling to its death.

The Alien's blood is damaging acid. Enemies must stay well back from a dead Alien for several moments, as the spray of acid blood emerging from its wounds is almost as deadly as its normal attacks. This offers little consolation if you're playing the Alien that just got killed, but it's important to remember if you're playing the species that just killed an enemy Alien.

Fig. 2-8. Beware an Alien's spurting blood.

Although vulnerable to fire, Aliens can extinguish themselves by running briefly at full speed. No other species can do this.

The Alien frightens humans. This is especially true of noncombatants, such as lab technicians. In the single-player game, humans sometimes will flee or cower in terror rather than attack an Alien-becoming the Alien equivalent of a delivered pizza. Line up your Jaw attack and munch away.

Fig. 2-9. This human has succumbed to fear. Take all 

the time you need to line up a Jaw attack. Or leave 

him for later, when you need a health boost.

Vision

You'll spend most of your time in Hunting vision, but both the Alien's two distinct vision modes have 

advantages.

Hunting Vision

Hunting is the Alien's default vision mode. It views things from a sort of fish-eye perspective: everything appears slightly "rounded" and distorted. 


Hunting vision highlights enemies with a bright glow, especially useful in dim areas.  Marines are highlighted in blue, Predators in green, and other Aliens in red. Unlike the Predator's specialized, enemy-specific vision modes, the Alien's Hunting vision mode highlights all enemies; there's no need to adjust or flip modes to see different enemies.

Navigating Vision

Navigating vision makes everything look like a black-and-white photo negative. Objects and enemies are only clearly visible at close range, and distant objects are sort of "whited out." The Alien won't enjoy the enemy-highlighting effects Hunting mode provides. Thus, Navigating vision is inferior to Hunting vision 

anywhere there's moderate to good lighting.


Navigating vision does afford one distinct advantage, however: it works independently of light. Thus, it's perfect for navigating extremely dark areas, such as ventilation ducts and rooms in which you've destroyed all the lights.

Exploration

Bear the following things in mind as you explore the game as an Alien, especially in single-player mode.

Destroying Items

Although Aliens can push buttons or operate complex machinery the way a Marine or Predator can. You won't find yourself using the Operate button often. Instead, you'll do what comes naturally to an Alien-break things.

Breaking things in Alien episodes usually accomplishes what pressing a button achieves in Marine and Predator episodes. For example, if there's a small, lit panel near a door, break it. Chances are good that will open the door.

Fig. 2-10. Break the panel to open the door.

Wall-Crawling

Wall-crawling is essential to complete the Alien episodes. 

Never forget you can do it. If you become lost or confused, or feel that you've reached a dead end, just start crawling on walls and ceilings. Often you'll find a vent or tunnel to escape through.

Tunnel Emphasis

Alien episodes are dominated by tunnels, ventilation ducts, and odd, "in-between" areas Marines and Predators seldom have to deal with. Get accustomed to navigating these types of spaces, and seek them out. You'll find your way through the Alien episodes faster if you do.

Fig. 2-11. Get used to tunnels and air ducts. You'll see a 

lot of them as the Alien.

Tactics

The following paragraphs briefly summarize the tactics an Alien should employ to succeed. 

Overview

To capitalize on its strengths and minimize its weaknesses, the Alien must fight in a very specialized 

manner. Keep the following in mind when you fight as the Alien.

Constant Motion

Since the Alien is the most fragile species, it can't afford to stand still for any length of time. Speed is its best defense.


When playing as the Alien, never stop-unless you're hiding, of course. During combat, never pause to line up an attack. Run circles around your prey, clawing or lashing out with your tail. Your claws' sheer speed and your tail's auto-aim will allow you to score hits even under these frenetic circumstances. 

Avoid the Middle Ground

The worst place for an Alien to be is out in the middle of a large, open area, with an enemy standing at 

mid- to long-range. Aliens possess no long-range weapons, but both enemy species do. Every second the Alien is in plain view of an enemy-and not at point-blank range-it's vulnerable to enemy attack.

Fig. 2-12. This Alien is standing in a rotten place. It must charge the enemy or, better, get behind an obstacle and attack from a different angle.


Strive to meet your enemies at close range or not at all. 

If you see an enemy at mid- to long range, either close the gap immediately by running and leaping, or take immediate and 

drastic evasive action: run around a corner, jump off a ledge, or climb a wall. Do anything rather than remain where the enemy can shoot at you.

Attack with Surprise 

Employ the element of surprise as often as you can. This is never easy when dealing with alert foes, but 

the fact that you're faster than any enemy gives you an advantage. Hide in dark corners and peek around corners; stay on the lookout for inattentive enemies.

Run and Hide

You're faster than your enemies, so you can escape them. Remember this whenever you get into a bad 

situation. Say, for example, that you're injured and the enemy spots you from long range. You have the power to race away and break off the fight. This is an extremely powerful ability, as it allows you to dictate when and where a fight will take place. Too few players realize the value of running away!

Think Vertically

If you spend most of your time on the floor, you might as well be a Marine or a Predator. The Alien's ability to crawl on ceilings and walls may disorient you at first, but take time to accustom yourself to the abrupt changes in perspective and you'll realize that there's no better way to sneak up on an enemy than from a wall or ceiling. 

Never Slug it Out

Again: Aliens are built for ambushes and speedy kills, not toe-to-toe slugfests. Don't try to hold your ground during a fight. Keep moving, either circling the enemy or dashing away to return from a different direction. You aren't durable enough to survive that kind of punishment.

Alien vs. Marine

Fig. 2-13. In single-player episodes, the Alien encounters Marines more often than other enemies.

Marines are less durable than Predators, and thus are easier to kill outright using sneak attacks. Marines have better weapons than Predators do, however, so if a Marine spots you from long range, your chances of surviving a weapons salvo are limited, at best.

   When fighting Marines, try for sneak or flank attacks whenever possible. Beware of Marines who keep to well-lit, easily defensible areas. Try to catch them on the move, when they're less aware.


Once you've closed the gap with a Marine and entered a range where your weapons can hit, you should be able to kill him quickly. Stay close and finish the job.

Aliens vs. Predators

Fig. 2-14. Due to their tough armor, Predators often can resist one or more Alien attacks.

Predators are more durable than Marines, so your sneak attacks are less likely to kill them outright. However, they lack the Marines' weapons power, so sometimes you can get away with a more direct attack on a Predator than you could on a Marine.


After closing the gap and damaging a Predator, consider running away to approach again from another angle. That's because a Predator can withstand more of your constant clawing than a Marine can, and has a better chance of staying alive long enough to counterattack successfully if you simply hover at point-blank range.

Aliens vs. Other Aliens

Alien vs. Alien fights are scratching, clawing, circling battles. Strategy and tactics fall by the way in such encounters, as both sides are equally fast and agile, and both must fight close-in. Victory usually goes to the Alien that can keep the enemy in view while circling, or that got in the first solid blow.

PREDATORS

Predators are the ultimate big-game hunters. Driven by motives known only to themselves, they’re compelled to travel the universe in search of new trophies for their collections. Their suits of armour provide them with both protection and weaponry.

Predators thrive on challenge and, because their technology and physical attributes greatly surpass those of most other species, they naturally gravitate toward worthy prey, such as the Alien and Colonial Marine. They are in many ways superior to both, without obvious shortcomings like the Alien’s lack of durability and the Marine’s slow foot speed. 

Their wide range of weapons and their ability to take a beating make Predators perhaps the game’s most versatile species. You can use any number of tactics and win as a Predator, assuming you execute them well. Learn to use the Predator’s specialised items, such as its cloaking device and Medicomp, and devise your combat strategies according to 

your foe. 

Predators aren’t the best at everything, though. Knowledgeable opponents will find and exploit their numerous slight disadvantages.

OVERVIEW

The Predator is durable, fast, and possesses potent weapons. It has no glaring weaknesses. Its limitations are mostly matters of degree: it’s fast, but not as fast as the Alien; it has good weapons, but not as good as the Colonial Marine’s. Its only unique disadvantage is its reliance on Field Charge to power its special equipment and many of its best weapons. Without Field Charge, the Predator’s options are fairly limited.

ADVANTAGE: DURABILITY

The Predator is by far the most durable species. Its armour can absorb considerably more damage than the Colonial Marine’s and vastly more than the Alien’s. However, the Predator doesn’t need to pick up armour, as the Colonial Marine does. It always possesses its armoured suit, and this is factored into every injury 

the Predator receives.

DISADVANTAGE: SPECIALISATION

The Predator, which specialises in hunting and killing, is undeniably deadly. In some regards, however, it may be too specialised; it lacks general-purpose weapons and vision modes. Instead, it relies on weapons and modes particular to a given situation.

For example, its Speargun is a potent sniping weapon, but at short range it’s too difficult to use effectively. The Plasmacaster, both powerful and accurate, uses too much Field Charge to be useful as a mainstay. The Disc is extremely effective, but if it’s lost, the Predator won’t find another. Unlike the Marine’s all-purpose arsenal, each Predator weapon has a distinct drawback.

The Predator’s vision is highly specialised as well. It can switch between several vision modes, and each is optimised to view a specific type of enemy: its red vision mode highlights Aliens and makes them instantly visible; its blue vision mode highlights human prey. No single mode will highlight every enemy type simultaneously, and none of them are perfect.

ADVANTAGE: OVERALL COMPETENCE

The Predator’s overall competence is a non-specific advantage: it isn’t the worst at any one thing. It may be a bit overspecialised, it may be highly dependent on Field Charge, but in general areas such as speed, weapons and durability, it’s above average.

The Predator is faster than the Marine (although not on a par with the speedy Alien), and its weapons, although not equal to the Marine’s in raw power, provide solutions for every situation. When compared to the Alien, which lacks long-range attacks, the Predator’s arsenal looks formidable indeed.

DISADVANTAGE: DEPENDENT ON FIELD CHARGE

The Predator’s special gear and most of its weapons depend on Field Charge. Without Field Charge the Predator can’t cloak itself or use its Medicomp; nor can it use its Pistol or Plasmacaster. 

This reliance on Field Charge is a double-edged sword. When the Predator has a full complement of Field Charge, it can use any weapon or item in its possession. But lacking Field Charge it becomes a mere shadow of itself, with a reduced weapons set and the inability to cloak or heal.

Whether reliance on Field Charge is an asset or a disadvantage depends on how much Field Charge the Predator can scavenge from each environment, and how good the Predator is at managing its energy resources.

ADVANTAGE: MISCELLANEOUS GEAR

The Predator has access to valuable gear unavailable to the other species - specifically, a cloaking device and a Medicomp.

The cloaking device renders the Predator very hard to see by humans, but it has little effect on Aliens. The Medicomp allows the Predator to heal itself fully, regardless of the extent of its injuries. Both devices offer substantial advantages, although both require Field Charge to function. 

WEAPONS

The Predator’s weapons offer a range the Alien’s weapons can’t, but they lack the variety and lethality of the Marine’s weapons.

The following sections rate each weapon in several categories:

'Power' is a relative measure of weapon strength.

'Speed' is how quickly the weapon can be fired. Slow weapons must be reloaded or charged up for a moment or two before being used again; fast weapons can be rapid-fired.

'Secondary' indicates what happens when you use the weapon’s Fire Secondary button.

'Notes' characterises the weapon.

A general discussion of each weapon follows each ratings list.

WRISTBLADES

Power: Average

Speed: Slow

Secondary: Charges up blades for a more powerful attack

Notes: A last resort weapon, but good for the occasional sneak attack

Wristblades, as the name suggests, are razor-sharp blades attached to the Predator’s forearms. They deal moderate damage, but lack the reach of the Alien’s close-combat weapons. The target must be extremely close, and your aim precise. Thus Wristblades should be used infrequently. The Predator’s other weapons are more potent.

Hold down the Fire Secondary button to charge up the Wristblades, then let go for an extra-powerful punch.

The Wristblades afford two advantages. First, they don’t require energy. You can use Wristblades even when your Field Charge has run low. Use Wristblades to break inanimate objects, such as grates and boxes, to save energy. Second, using Wristblades doesn’t force a cloaked Predator to uncloak. This means you can employ hit-and-run tactics: while cloaked, charge up the blades, sneak up on an unsuspecting Marine, and let him have it. (Aliens are unaffected by the Predator’s cloaking ability, so this tactic doesn’t apply to them.)

SPEARGUN

Power: Excellent

Speed: Moderate

Secondary: -

Notes: A true sniper’s weapon; works best when you zoom in

The Speargun is a sniper weapon that, in single-player episodes, results in an instant kill when it hits Marines, Aliens and other Predators. In multi-player games it’s potent, and still extremely damaging, especially if you score a solid head or chest hit. Used in conjunction with the Predator’s ability to zoom in on targets, the Speargun affords excellent long-range sniping ability.

Use the Speargun against distant targets that are unaware of your presence. If you’re an extremely good shot and/or your enemy isn’t terribly mobile, you can also use it in close-range combat situations. This is tough, however, especially against speedy Aliens. All things considered, you’re usually better off using a different weapon for general combat.

The Speargun doesn’t use energy. It has its own ammo source of 30 spears. They can’t be replaced so don’t fire indiscriminately during single-player episodes - you won’t get a refill. (During multi-player games, its unlikely that you’ll live long enough to exhaust all your spears, unless you fire carelessly or are extremely good.)

PISTOL

Power: Very Good

Speed: Good

Secondary: -

Notes: The mainstay for killing enemies at short range

The Pistol is an excellent short-range weapon. A single shot will often dispatch your prey in single-player episodes; a few shots usually does the trick in multi-player. 

The Pistol uses energy to fire a glowing sphere that drops as it travels. To hit distant targets you must aim up to lob the spheres at them - this is generally ineffective. Try to use the Pistol at short range only. The Pistol’s spheres explode when they hit something, causing splash damage within a small radius. It’s possible to kill two Aliens with one shot if they’re standing very close together.

The Pistol’s only obvious limitation - range - is easy to deal with if you simply switch weapons when confronting long-range foes.

PLASMACASTER (SHOULDER CANNON)

Power: Good to Excellent

Speed: Good

Secondary: Charges up Plasmacaster for a more potent attack

Notes: Powerful; auto-aiming; requires lots of energy

The Plasmacaster is a potent and versatile weapon. Here’s a list of its important characteristics:

Tap the Fire Primary button to fire a quick shot. Quick shots deal moderate damage and consume a relatively small amount of energy, but won’t kill most enemies.

Hold down the Fire Primary button for a few moments, and let go to fire a high-powered shot. Or you can hold down the Fire Secondary button for a while to charge up a shot, and then let go. The next shot you fire (using the Fire Primary button) will be high-powered.

If you’re in the correct vision mode to highlight your target, the Plasmacaster will auto-aim.

On a full Field Charge, you can fire 25 quick shots or five to six fully charged high-powered shots. 

In single-player, a quick shot usually won’t kill a Marine or Alien outright; two generally will. 

A high-powered shot, on the other hand, will kill just about anything outright.

Using the Plasmacaster won’t drop your cloak, so it’s a great stealth weapon. 

Assisted by the right vision mode, the Plasmacaster will auto-aim, but its projectiles won’t home in on their target; they travel in a straight line. Thus a fast-moving enemy travelling laterally (that is, strafing) can often evade your shot. This is of most concern in multi-player, because that’s when your opponents are more likely to engage in this sort of movement.

Because the Plasmacaster’s quick shots usually aren’t an efficient way to kill foes, you’ll want to charge up the weapon at least a little before you fire. Its high-energy shots are a great way to dispatch foes, but you can’t fire many of these before running dry. Therefore, try to bring out the Plasmacaster only in situations where you need its power most.

DISC

Power: Excellent

Speed: Single-shot

Secondary: -

Notes: An extremely powerful weapon; must be retrieved between attacks

The Predator’s Disc is an extremely potent weapon, capable of killing just about anything in one shot. It’s also a unique weapon: the Predator gets only one. If the Disc is lost, that’s it.

Like the Plasmacaster, the Disc locks onto a target if you’re in the correct vision mode. Unlike the Plasmacaster’s projectiles, the Disc both auto-aims and tracks its target. As a result, it’s very likely to hit the mark.

The Disc bounces and ricochets as it seeks its prey. In theory it will return to the Predator after scoring a kill. More often than not, however, it ends up stuck in a wall, and you must run to retrieve it. 

MEDICOMP

Power: -

Speed: Slow

Secondary: -

Notes: Not a weapon, but deployed like one

The Medicomp isn’t a weapon, but a healing device. Select it from the weapons list and press the Fire Primary button to activate it.

The Medicomp always restores you to full health, and always uses the same amount of energy (about a quarter of a full Field Charge), regardless of your damage. Try to use it only when you’re seriously injured for the best energy-to-healing ratio.

POWERS

Predators have a fairly large array of special powers. In addition to the Medicomp and special vision modes, Predators can cloak. This renders them partially invisible to Marines, who’ll have a hard time spotting them unless they’re at close range. Movement also tends to give away a cloaked Predator. By and large, cloaking is highly effective against humans. (Aliens can see through cloaking, so it’s useless against them).

Predators automatically recharge their energy, but only very gradually. It’s no substitute for locating new Field Charge, but it can allow the Predator to get off a few Pistol shots when there’s no Field Charge in the vicinity. 

With their high durability, Predators can fall from great heights without sustaining damage.

Certain bonus missions equip Predators with a grappling hook which lets them cross almost any terrain. The first shot attaches the hook to the surface the Predator aims at and drags the Predator there; the second shot releases the hook.

Finally, severely damaged enemy Predators in single-player episodes can self-destruct. They crouch as they try to do this. When this happens, finish off the Predator before it gets a chance to self-destruct. 

VISION

Predators have several distinct vision modes, customised to particular species. If the Predator knows which prey it will face, it can set its vision to the correct mode in advance. 

Normal Mode

A Predator’s Normal vision mode is much like a Marine’s: colours are correct, and illumination affects how much you can see. Normal vision is a good choice for relatively well-lit areas when your primary goal is to navigate. It lets you see colours and relative areas of light and darkness that may be lost when you switch to specialised vision modes.

If you’re in a dark area, or if you’re sure to encounter foes of a particular type, then a specialised mode is usually better.

Human Mode (Blue)

Human mode makes everything look blue. Colours are indistinguishable from one another, and you’ll lose your sense of how well an area is lit. On the plus side, you can see even in total darkness.

Humans stand out vividly as multi-coloured heat signatures. Other creature types are not highlighted, and can be harder to spot than in Normal mode.

Alien Mode (Red)

Alien mode turns everything red. As with Human mode, you won’t perceive other colours or relative lighting, but this particular vision mode works even in total darkness. 

Aliens and their relatives - Facehuggers, Pretorians and the like - show up white in this vision mode. Other enemies aren’t highlighted.

Predator Mode (Green)

Predator vision mode makes the world look green. Predators are readily visible, and other species aren’t.

Your Predator Disc shows up bright white in this vision mode, so it stands out from the scenery. Thus Predator vision mode is ideal for locating and retrieving the Disc, which you may lose or overlook in other modes.

EXPLORATION

Exploring as a Predator is similar to exploring as a Marine. You can manipulate or break objects in your environment and, because you can’t crawl on walls like an Alien, your options are usually clear. Be methodical, investigate likely corners and break large objects whenever you can to find Field Charges.

TACTICS

The Predator’s tactical requirements are less rigid than those of the Alien or Marine. Whereas the Alien must fight at close range at all costs, and the Marine should try to keep enemies at a distance, the Predator is durable enough - and its weapons versatile enough - to engage in a variety of tactics.

OVERVIEW

The Predator’s durability is its best asset. It can survive hits that would kill a Marine or Alien. This is no excuse for laziness, however: the Predator must move constantly during combat, just like the other two species, or it will become a sitting duck.

PREDATORS VS ALIENS

Like Marines, Predators should run backwards when fighting Aliens, to keep them in view and to keep away from the Aliens’ claws. Also, an Alien at point-blank range can usually evade the Plasmacaster’s and Disc’s built-in targeting systems. If an Alien manages to get close to you, running backwards will usually buy you enough time to get a clear shot with your Pistol.

Your Wristblades and Speargun aren’t usually great anti-Alien weapons. In using the former, you’re trying to beat the Alien at its own close-combat game - and you aren’t well-enough equipped for it. Using the latter, you’ll probably just frustrate yourself. The Speargun requires precise aim, and it’s hard to shoot precisely when your target moves so fast. Use other weapons against Aliens.

PREDATORS VS MARINES

You have many options when fighting Marines. The best will depend on the situation.

First, you can pick off Marines with your Speargun or Disc. If you spot a distant Marine before he spots you, give one of these a shot. (Cloaking can make this even easier.)

You can also fight Marines at very close range, as an Alien would. This makes it harder for a Marine to aim his weapons at you. Use the Pistol at this range.

At medium range, duck in and out of cover using auto-aiming weapons.

Finally, bear in mind that you can improve on most tactics by cloaking. This makes it very hard for Marines to see you, and gives you a real edge in combat.

PREDATORS VS OTHER PREDATORS

Because both parties are so well-armoured, Predator vs Predator duels can last quite a while. Try to win with a quick Disc throw or Speargun shot. If these don’t work, fully charged Plasmacaster shots are another worthwhile strategy.

If you become injured don’t hesitate to use your Medicomp as you run and dodge. The extra health will give you an edge.
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