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The Game Descent by Outrage is the Follower of the well-known Ego-Shooters Descent I and II. It is being shipped and installed with the latest Version 6.1. of DirectX. And accordingly runs on modern machines perfectly. One can put up the Screen-Resolution to 1600x1200. One can regulate this in the Options-Menu of the Setup, which one can call up according to the Game-Starter, who appears after Launching the Game, as also the Homepage of Parallax and Outrage on the Internet. In this Setup-Menu there are being regulated the Video-Enhancements and –Options, the 3dfx-Graphics-Card, the Sound-Card and also the Controls like Joystick and so on. 
Cheats:

As also in the Game-Versions before one can again Cheat here. The Main-Cheats of Descent are: 
	IveGotIt
	All Weapons, Energy and Shield

	BurgerGod
	God-Mode

	TreeSquid
	The Whole Level-Card

	MoreClang
	One Level Further

	DeadOfNight
	Bots are being destroyed

	Testicus
	Clothing

	FrameLength
	FramesPerSeconds-Sight

	ByeByeMonkey
	Hunting-Sight

	Shananigangs
	StrangeTextures

	Tuberaßer
	210 Damage

	Teletubbies
	The Sun of the Planet changes to a Teletubbie-Face


Against there are a lot of Enemies, who spoil one’s life in Descent3 and whom one is to fight against. A little Guide-Bot helps simply in critical situation by exploring the Surrounding. 

The Weapons, that one can use with this great made graphically 3D-Ego-Shooter, are very multifunctional too and include everything from simple Lasers to heavy Missiles. Here a Shortview on them: 
	Key
	Primary Weapons

	1 Weapon1
	Lasers

	Small, but very powerful. Twin-Turbo-Laser. They blast everything between You and Your Fight-Ship. 

	1 Weapon2
	Superlaser
	Jumping by Rows against Robots-Enemies is „No Problem“ with the Fire-Power of the modern Superlasers. 

	2 Weapon1
	Vauss
	High-Tech-Vauss has got the Kill-Ratio of a Machine-Gun and the High-Calibre Power-Force of a heavy Artillery-Gun. 
Lower whole Rows of Enemies’-Droids by never having been before Rain of hot Metal. 

	2 Weapon2
	Mass-Driver
	Being built by Killer-Instinct he shoots perfectly – aim with him from a secure distance. 

	3 Weapon1
	Napalm
	For making one’s own Way through the Rows of Enemies we use the Napalm as Fire-Weapon like a Pyroman. 

	3 Weapon2
	Micro-Waves
	Do You a little bit Torture Your Enemies with the Burning-Power of the ugly new Microwaves. By highly heated Energy-Waves to Fire into Armies of Crazy Machines and watch out, how the Shields Burst and Explode to Dust – the Latest Obstacle in an Arsenal of Destruction. 

	4 Weapon1
	Plasma-Gun
	As the preferred Weapon of glorious Troops of Attack the Plasma-Gun does shoot a Fast-Burst-Rain of accelerated Plasma-Particles with deathly Definition.
Let a undefeatable Rain go down on your Enemies, each of them Injections very painful, one Hit after the other, while the Enemy has got to eat it’s Tail. 
For the Maximum-Damage there is No Alternate-Weapon to the Plasma. 

	4 Weapon2
	EMD-Cannon 
	Electromagnetical Energy of the latest EMD-Cannon. The sudden Bump of this Hunting-Killer is highly energized and the tactical Advantage of the reforceable Aiming-Arrow-Weapon: without preliminary Warning Your Enemies will never ever get to know what You did meet. 

	5 Weapon1
	Fusions-Cannon
	Ultimatively most deadly Weapon of Attack –the Mighty forceproved Fusion-Cannon returns for Applying to Serving – almost to the very Burst filled up with Blots of Purple Anti-Material this delightful-thrilling Challenger meets Aggressors of Near-Ditsance like the Light does to the Insect – Fusion-Power!!

	5 Weapon2
	Omega-Cannon
	With the Whole Force of the most original of all Weapons, with cruel new Hardware and developed with powerful Functionality. 
Do You Peel the Robots’-Defends’-Shields with the latest Energy-Sucking-Technics, and Do You Give Your Own Energy-Defend’s’-Shields a Healthy Power-Up. This Weapon is – so to speak – „The King and Queen of a Miracle“

	
	Secondary Weapons

	6 Weapon1
	Vibration-Missile
	A True Comrade in Each Fire-Fight. The Vibration-Missile Does Send a highly Explosive Warhead upon the Enemy with Deathly Effect. Barbarian and also highly-effective, this Standard-Missile will never leave You without its Force. 

	6 Weapon2
	Fragment-Missile
	Do You Sweep Your Enemies with that Glorious New Weapon out of the Mines. 

	7 Weapon1
	Aiming-Arrow-Missile
	Do You Grasp the Aim with this most adored Weapon of Near-Ditsance-Fighters – the Aiming-Arrow-Missile

	7 Weapon2
	Remote-Control-Missile
	The secret Brother of the Aiming-Arrow-Missile, the remote-controled Missile, leaves You the Control on the Flight. Do You Steer the Silent Murder over Mountains’ Tops and along-through curvy Caves, for attacking the Enemies with an ultimate tactical Advance - Surprise

	8 Weapon1
	Grenade-Launcher-Missile
	The Grenade-Launcher, a Gravitation-Driven High-Explosive Construct, developed for leave Ground-Troops as a Glowing Crater. Do You Throw this small „Roller“ into a Mine’s-Shaft for Releasing a Terrible Explosion. 
To Use it is as Funny as Useful at the same Time. 

	8 Weapon2
	Napalm-Rocket
	The Force of the Napalm in a handy and easy to throw Packaging – the Napalm-Rocket adds to Your Weapon-Inventory a new igneous Element of Strategy. Do You Fire this Rocket against Walls and Ceilings and burning Lumps of Napalm free the Way. 

	9 Weapon1
	Smart-Missile
	The Smart-Missiles explode in a Crazy Amount of deathly Plasma-Missiles, which do burst when meeting its Aim. This Way they do at the same time stream ahead to the very next Aim. An Intelligent Weapons’-Fighter, a sly one, KNOWS, that a placed well Smart-Missile leaves either to movable Pilot No Way Out. 

	9 Weapon2
	Cyclon-Missile
	As „The Joker“ of the Near-Distance-Fighter the heat-searching Cyclon-Missile does follow his Aim until You Fire the Weapon: then it provokes a voracious Package of six Mini-Missiles for Hunting for the Prey (Hive). 

	0 Weapon1
	Mega-Missile
	As its Name tells it to Us – the Mega-Missile can lay down even hard-boiled Attacking-Mechanisms, leaves at its Burst a deep Impression, guarded with an explosive Missile-Head the „Mega“ searches Her Hive with the Selfsecurity of Veteran-Fighter. 

	0 Weapon2
	Black-Shark-Missile
	Brandnew, strongly to be kept Secret, Weapon, developed for Extincting Enemies with the Release of a Button. Do You Place the Whirl of the Imploding Star onto inhuman Enemies, once the fats-as-a-blizzard Missile only Touches its Aim and Creates by this means an infinite Abyss. In front of the Whirl of a Black-Shark-Missile there is NO Escape. By the way – neither for Yourself. 


As Means of Security against provoking and aggressive enemy-like Robots, that near up in masses, the Descent-3-Handbook recommends such useful Tools and Utils as for Example:

- Gunboy

- Jumping Betty

- Searcher-Mine
- Approximation-Mine
- Ditsurbing Chaff


- Energy
- Defending Shields
- Invisibility-Sphere
- Unvulnerability
- Afterburner-Cooler
- Energy-to-Shield-Transformer
- Quadro-Laser

- High-Speed-Fire
- Complete Map
- Vauss-Round
- Mass-Driver-Round
- Napalm
There are two Kinds of Robots; that directly influence onto the Scenery and Influence You in Your Strategies and Tactics: 
1. the Guide-Bot
– in its original Intention developed as individual Scout, who is to be found in each PTMC-Surrounding, is now being developed in a smaller newer Version, that even inside the Ship can be transported and by Wish chosen through the Application-Menu, driven and also if necessary being repaired and against taken onboard. The small and useful Friend of the Fighter is glad, when in the Process of the Game One shows him the Way to the one or another Power-Up, because then he can acquire Energy and small useful Objects. He is built the Way, that he can find for You either Your Power-Ups. And also the necessary actually in the Game Single-Aims – the Markers, that You Place in the Game, by its Help You can find again, or either Switch further to the each next Mark. Else You can forbid to that small Friend his Annoying Dialogues, suppress them. With the very Last Order „Back to the Ship“, that You call up with the Orders-Menu via „F4“, You can recollect Your Little Friend after fulfilled Mission or a Section of the Road. And take Him Aboard. 
2. the Thief-Bot 
is to be recognized by its Green Mean-Colour. He is the One amongst the Robots, who is busy trying to Thief and Steel Your Inventory, that You did acquire in the Passages and Halls of the Mine in laborious Manner. Follow Him and Shoot as long, until the Small Thief-Bot Explodes, because then He Returns to You the Whole Stolen and Taken from You Ammunition and Armor. Then You have No More to be Afraid of Him. He Does Not Return… Smile. 
The Telcom-System, a connected to the Pyro-GL Onboard-Computer, that One can Call Up via Keys’-Combination „Shift-Tab“, makes it possible to You to receive Information on the Fields of Knowledge: 
Automated Card of the Mines and Infrastructure, that You actually Behave in. 
Orders, that – given in a Protocol of Orders – describe all of the Relevant Information, that is Necessary to You to Succeed the Mission Successfully. And also to Fly through the Ditsricts. 
Aims – that You Have to Achieve as Main-Aims or Optional Aims, until the Mission is being Supposed to Be Completed Successfully. The Status of Aims – and what else is to Be Done for Completing – is Visible in this Sections of the Telcom. 
In the Descent-Universe, that is as Large and separated into these single Missions, there are to be discovered the Following Objects and Things: 
Doors, that can be Opened by either simple Shooting onto them, or by ticking with the Nose of the Glider onto them; as also by special Keys, that One can Collect on ditsinct Places and Areas. Secret Doors are disguised THAT Way, that they can be opened when Defending from the Flying Around Troops from Using them only by Destroying a respective Mechanism; that Steers the Closing-Mechanism. 
Switches, that Control Greater Mines and Surroundings – One can Switch them by Shooting – which has always got its Effect, either bad or Good… Smile. 
Glass can be, once existing only very rarely in the Surroundings, but then at the same time being shootable, only be destroyed by Mass-Weapons – Energy-Weapons are Completely Without Effect
Force-Fields – Find the Energy-Source and You Will Find a Way through the Force-Fields
Energy-Centers – they were developed for in the Mines and Surroundings to Place Energy-Adding while the Flights for the Robots. These Centers allwo to restore the Energy-Status up to 100 exactlly, but in case of Doubt also to 200. The Simple Energy-Fields are for only Storages up to 100, Health can be added up to 200 (and then Simply it Should bet he Very Best to Change to God-Mode by „Burger-God“.
Materialization-Centers – the so called Mat-Cens One can Find in very Many Surroundings. They are being used for producing further more Robots. Automatically. This is, what is better to be Avoided, when Eliminating the Infected Robots. Because of they do simply automatically and without any Stop produce Robots, that accordingly group around the so called Mat-Cens and there are only with Difficulties to be again “raked” away.
Boxes some times present You „Goodies“, and even „Hidden Ones“… Smile. 
Frag-Boxes are Objects, after who’s Destroying the Area is being sprayed by Shrapnell. Which against will damage All in its Way. 
Napalm – the Destroying of a Barrel of Napalm will spray around the Contents into each possible Direction. (Which against One has got to lead to its very own Eyes, my Dearest „Colleagues“ of Parallax/Outrage/Interplay) 
Trainingsmission 
In the Trainings-Mission there is being explained to You the Construction and Functioning of Your Pyro-GL and You can Manoeuvre through-out some of them Trainings-Sections. They will explain to You the Possibilities of Flying with Your Pyro-GL further detailed. Here that You will be made comfortable with the Keys of Action, that do steer You Pyro-GL through the Mines. Later on You will also understand the Steering by Mouse and move to several Objects, destroy the Robots of Enemies as also prepare for You Missions in the Mines of the PTMC with Your Fight-Glider. This Training-Mission this Way is only the Preparation for the later Fight-Objective and is strategically rather of training and exercising Meaning. One can without Problem leap over this Section and start the Action immediately. This is the Case, when You are yet comfortable with Your Pyro-GL from earlier Fight-Experience in the Series of „Descent“. And if You are comfortable with Steering via Mouse and Direction-Keys. 
For Moving this „Space Planning Device“ „Pyro GL“ in Space, You use the Mouse, which lets the Glider glide up and down, as also turn around several Axises of Space-Quiet, as also the BoundKeys for Moving Ahead and Back („A“ and „Y“ ) or as in English Key-Bounds NATURALLY “Z”. 
For Steering You use the Following Keys:

A

- Acceleterate (Ahead)

Z

- Backwards
S

- Afterbruner
Arrow-Left
- turn to the Left
Arrow-Right
- turn to the Right
Arrow-Up
- descent downwards
Arrow-Down
- descent upwards
ALT

- Go for Fight, at the same time using the Arrow-Keys
Ctrl

- Primary-Weapon
SPACE

- Secondary-Weapon
H

- Light-System
Tab

- Automap (Automatically Map of the Region)
E

- turn to the right
Q

- turn to the left
Num 3

- glide to the right
Num 1

- glide to the left
Num -

- glide upwards
Num +

- glide downwards
F4

- Call the Guide-Bot / Options-Menu of the Guide-Bot
Shift-Tab
- Mission-Directives
First Mission – Attaining of the Data about the Place of Behaving of Dr. Schweitzer
You begin the First Mission in a left Base of the PTMC, after Your Glider Pyro-GL has been recovered and You have been cut out of the Ship itself. The polite cooperating „Mrs. Assistant“ of the Supreme-Command teaches You to Your new Mission, the Freeing of Dr. Schweitzer from Nowak-Company-Prison, fort the Fair-Thing. 
Now that the Log will inform You about Your very First Mission. You will have to locate the Place of Living of Dr. Schweitzer. And to Leave the First Mine. This Way only You can Free Him in the further Way of the Game. Once Dr. Schweitzer is at the Position of a Key-Position of the strategical Freeing of the Mines. 
You will be postponed at the Crisis-Management, the Public-Relations, the Data-Storage-Center DEIMOS’. Find the Data-Terminal in the Lower Stage of the Facility, use it for downloading the saved Data onto the Board-Computer. According to these Records it should be possible to locate the Excact Position of Dr. Schweitzer. As soon as You have got the Data, You will leave the Mine Flying Out. 
Begin Your Incentive at the Entrance-Halls of the Mine. The Barrels in front of You One can Shoot. They do then Explode and Free little Fire-Bursts. And beneath You there - Cadet – opens up a Small Region. Fly around it with the Space-Glider, which infact You can also then later on watch in the blinking Walls (here, at the Secret Area there is just one of them), once He Looks Absolutely Perfect in them, through the Entrance-Hall, and You will Find the Exit, which will lead You into the further-lower Departments of the Mine. First We Fly Upwards for Placing in the Small Chamber the First Time Your Little Guide-Bot Free. And He will can Here Collect a First Powerup. You Probably Will Want to Return Him to Your Ship, Won’t You? Else He Could Show You all the Way, but He would fall into the Fights, too. So it is Much Better to let him return to the Ship for Having Him in Safe. For the Critical Situations. After This You Will Fly Down. In The Chamber with the Burner in the Center You Will Have to Shoot the two Switches beneath, then the Burner gets down. In the Midst You can receive the Afterburner. Now that You Fly outside the Burner-Chamber in the Rotunda along until the next separated with a Double-Door Chamber, where You can find the Switch for the magnetic Exit, that leads out of the Inner Minelevel. So do You use the just having found Exit from the Inner Mine’s-Segment. Here that now You Fly through the open Mine’s-Area. First You can Watch it Carefully. Long Valleys, in the End in front of You the Moon of these Crates. The automatical Missile-Towers one can shoot at from the Distance without any Problem. Here there are quiet a lot of Enemies. Who wait for You for a small effective Fight. In the End of the Valley receive the Power-Ups for Energy and return flying to the Area of the Entrance into the Inner Mine’s-Segment. The magnetic Barrier behind You, illuminating the Upper Surface of the Mine, You can leave for first unvisited. When You fly through the Tunnels, You arrive to the Inner of the Mine. 
Having arrived here You can shoot everything in the Hall, that moves, lies around or stands in our way at first, until the Hall is free. Now that You do have the Exit on top free. For being able to Fly Along. Through this System of Tunnels You arrive to the next Level of the Inner Mine. The Main-Tunnel. From it there do lead away quiet a couple of Sides’-Halls. I Believe, them are about three. 
Here that now You can at each of those vertical Climbing-Halls with Data-Terminals Fly Down for receiving and reading in the Information from the Data-Terminals of the PTMC. They do give Information about the Data-Base-Structure of the Search-Facilities of Dr. Schweitzer, at which He had been cooperatively working together with Others in very laborious “Small Work”. At the Last of these three Tunnel-Regions You will also find Information about the Place of Behaving of Dr. Schweitzer. It has to be somewhere inside Nowak-Agency’s-Prison. The PTMC still keeps it working. 
In each Hall there are against to be met a whole Number of Enemies, that will take you in the tongs. Place Yourself Best of All that Way, that You do can shoot to them from beneath or up. Do You use also the Explosives-Barrels. For Fighting the Enemies, when they get near them. Here there is also still Armor to be collected. 
After having read out the Information of the third (last) Terminal-Station, the Means of Guarding are being released, and in the Middle Hall of the Materialization-Centre there are being released whole Armies of Fighting-Drones. But the Mission-Order is being fulfilled. Now that You can leave the Mine through the having still been closed until now Exit-Grid (You Have been Flying along on the Way to the Third Vertical-Hall), that is free after the Identification of the Place of Behaving of Dr. Schweitzer from Magnetic Defends’-Shield – Do You Now Simply Shgoot it. Afterwards on top the second One, and then out of the Skylight. 
Second Mission – Freeing of Dr. Schweitzer from Nowak-Prison of the PTMC
The Cutscene Shows You up, how the Beautiful Pyro-Glider leaves through the Exit-Sluice of the Mine together with the Data of Dr. Schweitzer’s Place of Behaving in Nowak-Prison inside the Luggage. This Data informs You of the Position of Behaving of Dr. Schweitzer anywhere in a Prison on Phobos. 
You will be Placed at the Old Servicing-Tunnel. From there You have to Find a Way to the Main-Tower. Do You a little bit donate Confusion, for finding the Dr. Schweitzer, who was incarcerated here by the PTMC; because of he was decisively involved in Developing and Implicating of the Virus, by which the Robots of the Mines are simply infected. His Research-Work was the Impulse for the Invasion of the Mines of Descent3. When You will have found him, We’ll Send a Shuttle, who can return You to Security. 
So – Straight Ahead! Do You Fly first through the small rocky, “clefted” Labyrinth at the Beginning of the Nowak-State-Prison. Then You will arrive exactly at the Entrance-Gate of Nowak-State-Prison. You Shoot it. After this One can receive a couple of “Goodies” in the Part of the Hall to the Right. Do You proceed after this till the End of the Entrance-Tunnel. Where there is the Sign “Nowak”. Here We Follow Up Now. 

Do You Leave Now the Entrance-Region of Nowak-Prison. And Now that We Follow along Outside. The Thick Moon Behind Us (Cheat „Teletubbies“… Smile) You Fly Once through the Whole Valley-Area. Here You Find a Lot of Guarding-Towers. They Can be Shooted. You Do Have to Use for it Working Ammunition, like for Example Aiming-Arrow-Missiles, Distance-Missiles, that One does Give Away with the Secondary Armor-Button, fort hat the Towers Straight at the Very First Explosion do Burst. Because otherwise they Shoot at You without Pausing by Laser-Gun. As Soon as all of the Guarding-Towers are being Destroyed, the Shuttle Does Message You. He Now Turns Over to Position at the Main-Tower of Prison. The Order Consists of Freeing the Way for the Shuttle – this means, to Open Up the Sluice of Entrance in front of the Nose of our a little bit “Fat… smile” FRIEND. The FRIEND Then DOES the REST of the WORK. To Free Dr. Schweitzer from His CELL. After You Have Found the CELL and Messaged the Place of Behaving to the SHUTTLE. 
The Entrance to the Tunnel-System beneath Nowak-State-Prison is Open Now. From Here On You Can Join the Inner Region of the Nowak-Prison, where on three Stages You can get deeper into the Prison with the Collected Security-Passes, fort hat One can a little bit Confuse the People here, by destroying Chemical Laboratories and alarming that Way Security-Guards. Then Your Task Consists Only Still in Finding the Way to Schweitzer’s Cell and Opening the Barrier for the Shuttle to collect Schweitzer. 
The Entrance to the Prison – this is the bright Part of the Building, who is Directly Opposite the Main-Tower – where the Lights are Shining. So Now Actually You Do Fly Straight Up To it. Of course there is for the Meeting and Briefing a small Greeting-Commandment from Robots, who would like to Cross Your Way. But what it has to Do – You can the same Way Shoot simply all of the Barrels in the Main-Hall. This Way You do Deter and Scare Off the Enemies Quickly. Once the Barrels are Highexplosive, the Enemies are being Cleaned away fast, too. 

So Further Long Now. Here at First You take the G1-Security-Pass, that will be of Great Use for You in the Further Landscape. You do Fly Now Down, amongst the Tunnel of Ascending. That Lead Straight Down (accordingly NOT the two Tunnel-Entrances, who symmetrically Connect, but instead the Outer Tunnel Straight Down). Here Now that One can Fly through the Chemically Infected Landscape, only a little bit difficult by them attacking Fight-Robots. But You Master this Problem. Then in the End You Fly from this filled with contaminated and blowing Bubbles Mucus System of Caverns to the Exit, that will lead You to the Main-Prison-Tower-Entrance. This Hall with them two Pipes declares the Entrance to the Prison. You do Choose Now the deeper located Pipe (once in the upper one You find only a Grid in the End, that Blocks the Way, even if You Shoot it).
Fly through the lower Pipe. Use the Sides-Exit, Orientify in the small Hall with the large Ascending-Pipes – so You find the Hatch with the Sign „Nowak“. A Part of the Plant’s Prison’s Labyrinth. Or at Least of the Inner Level. Here Now that You Fly through the Smaller Entrance-Hall, in which accordingly One can Collect Now against the R1-Security-Pass. 

With Both Passes in Hands You Now can Fly Along through the Opposite Hatch (the small Hall behind the Forehead of this Pre-Entrance only Holds Barrels for Shooting and a bit Impressing the Enemies). The three Gates-Hatches to the left do only Hide Secret Objects for Collecting “Goodies” in the Game’s-Stats. Afterwards through the Opposite Hatch. Here Now that One can Use the First Pass. You do Accordingly Choose them Passes in Your Inventory and Use them by the Keys „+“ and „#“. But pay Attention. Because, if You Choose the Wrong Pass, behind You will apear a smaller Robot, who will want to Fight You. CLEAN Him AWAY!... Smile. 
Now into the Region Beneath in the Prison. You Behave in the Minimal-Security-Level. Here that One can Recollect the next Security-Passes. It is the Passes Y1 and X1. For that Purpose You Fly along the Shaft’s-Like Tunnel around Minimal-Security-Level. Until You Collect to the Sides the Passes. The Door to the Service-Tunnel is still Closed. Through the Vertical Exit You Leave this Level and Fly in the leading Upwards Tunnel straight into the Medium-Security-Level. Here Now that You Can Collect Power-Ups for You Little Guide-Bot. And also Destroy the Data-Knots to the Sides of the Medium-Security-Level of the Nowak-State-Prison. This SECOND Level You Do Leave Now Against with the R1-Security-Pass. This Time You Arrive to the Last Security-Level. 

In the Maximum-Security-Level You Find along the Corridors the Cell of Dr. Schweitzer. The Message is being delivered to the Shuttle. And Now that You do have to round this Security-Level on the Pyro. You arrive back to the Service-Tunnel. This time though to the not closed Entry. Fly into it. Now that You can turn to the left, where You come along until the very Door of Minimum-Security-Level, that is still closed. Back. Fly to the right, and fly into the Shaft, that leads You to the Entry of the Laboratory. Shoot simply the Entry-Door. Inside now that You can steer a Robot-Drone, that catalyzes Chemistry at the according Instrument. Call it by the left Key at the Tableau. Afterwards, when the Drone is flying just with the produced Chemistry above the Chemistry-Tank, You push the right Switch (by Shooting), and the Drone throws the Chemistry. Accordingly the Tank explodes and free a little bit of Confusion in the Prison-Tract. 

Now that You can follow the Outer-Grating of the Prison-Tract. At the Maximum-Security-Level You get out of the Hatch in the Ground beneath. You can fly now Upwards. In the Great Chamber above the Tower of the Prison itself You find the Hatch, that is to be opened now. You fly through it and fight the last Drones upside, the Fight-Robots, and do in the Upper Secret Area turn the Switch, that opens up the Sluice fort he Shuttle. And so the Shuttle now flies in, makes One’s own Way to the having found by You just a moment ago Cell of Dr. Schweitzer, carries the Scientist, and makes One’s own Way-Back out of Nowak-State-Prison. Dr. Schweitzer agrees to Cooperate. 
Third Mission – Search fort he Lab (Laboratory) 
Now that You have got a new Mission. Dravis had gotten ordered to modify the Virus illegally – which is AGAINST ruling Bills of PTMC and looked over by the Collective Earth-Defending as a Heavy Criminal Injury. So also Schweitzer now believes, that Dravis has sabotaged his own Lab, for keeping him from Action – once he has Survived, he was thrown to Prison. 
The SAFA is still strongly being guarded. The Lab too. A Back-Up-Copy of Schweitzer’s Work was being kept in his Lab at Tiris. Receive the Data from the Ruins of Schweitzer’s Lab. 

You are being placed at the Entry into the Mine. Shoot at first all the Barrels, lying around in here, collect the “Goodies”. Fly through the Hatch of the Hangar and the Corridor (Barrels against the Enemies), at the Machines’-Tower through the round Hall, on the opposite Side upwards through the Exit-Hatch and the connecting here Corridor. 

So You do arrive to the small Hall, in which on the opposite Side there waits a Fight-Drone. Once You have shooted it to Death… smile… beneath it, in the Ground-Hole there is a Switch, that opens up the Corridor in the Room to the very next Room to the left, there beneath One can collect “Goodies” (after having eliminated a couple of Enemies) and shoot for Fun onto Barrels. But now We do Return and go accordingly through the opposite, accordingly Right, Door, and do arrive at a small Entry-Hall to a Security-Barrier (electromagnetic Field), that You open up by shooting the Switch in the Hall with the automated MG-Tower. 

And now back to the electromagnetic Field. Now it is Free. The Mission is to destroy the Generator-Tower, who is placed at the small free Field. After some careful Experimenting and Flying-Around the Generator-Tower and the statically loaded 4 Lightning-Rod-Towers You find the Solution. You have to destroy the Connecting-Pieces in the Midst of the 4 Lightning-Rod-Towers, for the small Turrets destroy themselves. After all 4 Tower have fallen, also the Lightning-Rod-Tower in the Midst will be destroyed, But You have to Search Security, because the Explosion, when the Tower Bursts, is Mighty… .  
Now that the Way at the opposite Side through the electromagnetic Sluice is Free. Through the Tunnel (small MG-Turret from above) down, at the Great Generator in the Wall at about Half the Height the Door to the next Corridor. At the first Turn for Beginning to the Left. Against to the Left. Through the Corridor You arrive to a Hall with the Dat-Link. Here You can do for now Nothing. First You have to open the Hall for Switching the Dat-Link. Accordingly We now follow to the opposite Side (the Left) through the Gate. In the Hall with lots of Boxes in the small Chambers to the left and right We have to Switch the according Switches. They Switch On the Primary Energy-Linkup(Coupling) fort he Dat-Link. Back to the Dat-Link. Switch the Switches inside the Dat-Link like described in the following Scheme: 
[image: image9.wmf] 

Now that still in the Guarding-Chamber opposite One can “Collect Goodies”. (And Your Guide-Bot in here receives, once You set Him Free, his Power-Up for Guardian). 
Through the Passages We return back into the Corridor, where just a moment ago You took the Turn to the Left – but this Time You Fly Straight Forwards. In the next Larger Hall’s-Sluice You fly at first to the large Corridor-Entry with the PTMC-Shield above. Through the Corridor until the very Door, that is still closed. To the Left there is Nothing of Interest. So fly accordingly to the Right along. At the End of the Corridor You Shoot in the Hall with the Lots of Boxes first of all everything, that comes across, Napalm-Robots, Drones – to keep it short and simple – Make One`s Own Way! At the Hatch Down You arrive to a further Segment, in which against One can shoot Boxes. Fly back to the Door in the Upper Hall with the Boxes with the Shields of PTMC. Through the Door You arrive via a Corridor to the Room with the Security-Key. Now that You can fly back. Via the Room with the shooted Boxes, through the following a bit larger Room, until the very Door, that was Sealed before. Now that it is to be opened. Down, and to the Right. Through the Door. You arrive to the large Opening in the Floor, that opens up to You the Exit from this Segment of the Mines through a Subway-Tunnel. So fly accordingly to the End of this Tunnel, where You have to Shoot the Stone in the Exit to arrive into the Free World. On the Way here You can also at the Crate in the Ground, when shooting once more a Rock, find a Secret Area, for collecting „Goodies“. So do You Discover the Surrounding here at first a bit. You can take a Look-Back onto the just left Mine’s-Segment, but don’t You let the Toys-Tank from the Ground shoot You. …smile. Now do You Fly into the Open Landscape to the Right, escape the Robots from behind, and neither let Yourself not impress by the small electrostatic Lightning-and-Thunder. 
Now that You do arrive to a signed by a God’s-Monument Entry. Here You can fly down. Into a small Cavern’s Segment. You dive through the Lava-River with the two Cascades in the Midst along until the very End. And at the Back-Side in the Shaft against Upwards. From here on You do come into a next open Field-Segment. Where One can fly along till the very Entry into the Laboratory. By the Way – if flying around a little bit in the Halls to the Sides between God’s-Statue-Entry and God’s-Statue-Exit, You can collect here “Goodies”, too. Do You also Watch the overdimensional Cavern with the God’s Statue in the Midst from all Sides. Everywhere there do lead Tunnels away from here, in which, after Fighting the Robots, One can “Collect Goodies”. 

Now regarding the Entry into the Lab. The Complex of the Building is Illuminated from the very Far-Away yet with its Sealed-Glasses. Fly nearer, and try to escape the small Tanks on the Ground. If the Tank behaves to ugly, then do You give him a little „Meal” from the Upon using a Rocket, for example. Now only still that You have to get into the Complex of the Laboratory itself. Shoot of the Glass-Windows of the Mirrored-Illuminating and Shining in the Sun Complex. Use for that Purpose Best of All a Rocket, because the Laser itself does not properly hit the Glass. This seemed to Me the Only Possibility to get into this Complex. It is also possible, that the Right Angle of Shooting does its Own. In my Case ONLY the Rockets did Work. 
Now that You have found the Laboratory of Dr. Schweitzer. Let the Pyro get down. You can choose One of the Four Entry-Doors, no matter which. Through the Labyrinth of Tunnels, that is surrounding the 4 Doors, You arrive to the Mechanism, that can be Completed by the Data-Cartridge for Loading. The Command-Central has messaged to You just, that You have to find the Data-Cartridge, because possibly it contains still Data. The next Problem consists of Finding the Data-Cartridge, until You can place it into the Mechanism for Loading. The Bot, that flies up to You next, holds the Cartridge. Shoot fast and by Secondary Weapon. Then You delete him immediately. In any other Case You have to search hardly through the Tunnels with some dead Segments. Until You meet the Bot again. Take the Cartridge and fly to the Chamber, that is to be seen behind two Windows of Glass. It is in the immediate Near to the Chamber with the Switch fort he Mechanism. In this Chamber now that You can Place the Cartridge. Then You fly back to the Switch, switch on the Mechanism and the Data-Cartridge is being read in. The freed now Super-Thief will try to steel the Cartridge. So do You immediately fly back to the Chamber with the Cartridge, that You had just placed at the Mechanism. Now Shoot the Super-Thief. The Cartridge is YOUR’s again. 
And accordingly You fly simply back to the Laboratory-Tower, where have come from only just before. The Data-Cartridge of Dr. Schweitzer is being Recovered. You do have got the Work of Dr. Schweitzer in You Inventory and Dravis has NO Chance against those Proofs and Arguments.  
Fourth Mission – PTMC-Central
You fly from the Shaft-Entry „Straight-Forward”… smile. Cross at the left Corridor and begin in the Tunnel-Segment with the Subways… smile. The Trains of the “Metro” pass by in Sequences. After one Sequence is over and until the next Sequence You can cross the Tunnels. Use also the Tunnel-Pause-Places. And do begin at the Corridor to the Left. 

Fly through two of the Stop-Compartments. Then turn to the Right. Into the Connecting-Corridor, use the following „Metro“-Tunnel, this Time to the Right. Now that You can follow until the End of the Tunnel. Accordingly until after two more Pause-Places there it follows the Way to the left again into the next Connecting-Tunnel. There is by the Way also the Technics of Sliding “under the Trains”. At the very Edge of the Railway, directly pressed to the outer Side, You can in fact DIVE underneath the Trains. You ONLY have to keep GOOD in the Trail. Do not get to either Side. Else the Train Crashes You deadly. This Way – by the way – One also drives FASTER than with always Stopping at the Niches. 
After this again into the next Tunnel. Orientify Yourself at the Stop-Places. And from the very next Connecting-Corridor to the left. Orientation Stop-Points and afterwards at the Connecting-Corridor to the Right. The Trains come from Behind. By the Way – You can also use the „TELCOM“. Switch into Maps-Mode and from above (Keys „+“ and „-„ on the Number-Block) orientify over the Trails’ Structure. Then at the End yet You recognize Your Aim. You leave the “Metro”-Station at the Stairways. The a little bit tricky Compartment of the PTMC-Main. And this Way NOW that You Come Up to Earth. So to speak – into the CITY. 
Take the Time fort he Beginning to Slide slowly through the City. It is a very large, and very detailed but also VERY NICE Area of Landscape. Many small Facilities invite for Watching them. Fitness-Centers, Bars, a Theatre-like Round-Building in one Corner. And at one Place You do arrive to a really very nice Church’s Window-Front (that is NOT shootable… smile). With a small Jesus in the lower great Corner of the Window. Fly through the Central Quarter. At the Main-Street turn to the Right. Shortly in front of the Jesus with His Church (to the left You come into a dead-end-street). After this You fly till the End (accordingly at the Theatre-like Building to the left, and then along) until the Entry into the Canalization, that One can open up from Upon without any Problem with a Cyclone-Missile. Once You Fly High Enough, You might want to watch the Flight of the Canalization-Grid – perhaps it will fly up to the Place YOU behave. In a VERY NICE hyperbolic Way. This is a FASCINATING View. By the Way – You can also let all over the City crash away Advertisements, Restaurant-Tables, Lightnings or, for example the Signs in Blue for „Handicappeds“
 – there IS a Kind of „Edification“ in it… smile. If You loose Orientation in the City, call up the City-Map, Perspective from Above – the „TELCOM“. 
And now that We do leave into the Canalization. Down, simply. And We have to make One’s Way till the Place, where We will return to the Second Part of the City. Back to Daylight. It is EASY to orientify inside Canalization. Along the First Pipes’ Segment. Until the Great Hall. Here, by the Way, One also receive the Full-Map of the City. It helps a lot through the Labyrinth. Only some lonely fighting Robots can ditsurb us. After this back again and this time best of all at the first diagonal Exit along forward, to the right, through the Second Channel-Tunnel along till the Exit (if necessary do use the Map). Straight behind the Corner of the Building’s-Front You find the Gates of the PTMC (if You would like to find yet another Secret Region, take a Look at the leading behind You Hatch through the Pipe diagonally – a really nice to Watch Fountain’s-Park waits for You – it is Worth its Experience… smile). Here Now that You arrive to the PTMC-Main-Tower. You fly in through the Entry-Gates (shoot up from a secure distance), and simply place the Data-Cartridge with the Data of Schweitzer for President Suzuki might receive them. 
Now it is only left to „Eliminate… smile“ the flying in from outside Soldiers. And the Mission of Briefing Data of Dr. Schweitzer is done. When the Cutscene turns on, the Fighter talks one more Time to the „Lady… smile“ of the Main-Commandment, who is glad on the other-hand side, that Suzuki cooperates with them, before Fighters fly in and do put under Pressure the Red-Acropolis.  
Fifth Mission – Red Acropolis Research Department
And so Dravis has received, regarding to the Opinion of the Material Defender, the fair Punishment. Suzuki works together with the Ones, who Freed PTMC. The Defender now wants to take his Money – Fun, Smile… - and has also received it. Just at this Time the Telcom broadcasts, that President Suzuki has died. On TV, that is to be seen on the Screen, the Group, who behaves near the Red Acropolis, is being accusated to be guilty in this Terror Attack. The Material Defender shall be the Leader of the Terrorists. And so also yet there fly in Flight-Jets, who want to revenge the Red Acropolis. They must have followed the Material Defender. The whole Group is in Danger. That is why they do have to find a Solution. 
And YOUR next Task is to defend the Mine with 5 Generators. And to leave then, fort hat You might flee along then afterwards with Your Friends. The Task is to defend at least 3 of the five Generators, after this a Mission-Security is on its Way. For Helping You at Exit’s. You have to find accordingly the Way through the Labyrinths of Tunnels until the 5 Generators, for that You can Together Flee. While this Process the Generators MUST NOT be destroyed by the Aggressors. If You Defend 3 of 5 Generators, You will can leave the Level. The Way to the Generators is from the Main-Hall, into which You fly in through the behaving ahead Gate immediately, easy to solve – accordingly simply Orientation from the Number-Signs of the Generator-Doors, so You do arrive at each according Generator. On the Cockpit in front of You there is a Scale, that contents the Data of the five Generators, here You can read, in which Status each according Generator behaves. If at any of them Generators it behaves critically, You Have to fly to the according Generator immediately and Defend against Enemie’s-Robots. The Difficulty of the Task consists of the Problem, that for this Task there is a Time-Limit. You do Have Got 12:00 Minutes (or 11:45, to be exact, 11:30, if You listen too long to the Music… smile).And hence You Have defended the Generators all that Time – 12:00’, You will have accordingly still 90“ for Exiting the Mine and leaving this Level. This is what have to Use, to return flying now actually till that very Entry-Room, that You have arrived from. Then We do Leave through the opened up now Emergency-Gates and “Ahead!”. 
The Mission of Saving the Team IS Fulfilled. 
Sixth Mission – Noctis Labyrinthus / Caverns of the Nomads 
The Group has celebrated on the BEAGLE for new, they try to find a Solution from here. The Bad News – everyone thinks, that they would be Terrorists. While the Escape Flight-Trooper of the K.E.V. has gone crashed in a distant Region of the Mars. Until returning to the BEAGLE You, Material Defender, shall try to locate the Trooper. 
Nomads, who are residing in this Region, have brought the Trooper into the Underground. Fly through the Gulches and make One’s own Way into the Innermost through the Landing-Platforms of the Nomads. A Ship-for-Recovering will bring You back to the Surface and wait for You as soon, as You have found the Ship. 
Now accordingly that One has got to search the Gulches on the Surface of the Mars of Noctis-Labyrinthus, until a Saving-Mission can be started. The Gulches are themselves against not that very detailed, but instead rather short. You Fly some Valleys further long and do arrive to the Landing-Platform of the Nomads. The flying nearby smaller Enemies One can eliminate at first. After this You shoot the two Sides-Shields of the Landing-Platform. After this the Platform will open up. Downwards. 
Now do You first fly in. The waiting for You here for the Beginning moderate Group of Drones and newer, actual Robots One can Win fort he Beginning, simply. Of course this is a grown Quest and Task. Then do You fly around and observe first the Caverns f the Nomads. You can fly far enough, but meet everywhere Fighting-Robots, that are to be eliminated at first. Best of all first fight all of them Fighting-Robots-Enemies, for Cleaning fort he Beginning the Caverns. Now it is the Fact, that You should by circumstance meet the Collectors’-Symbol fo them Nomads. The first of two Symbols, that are to be found for achieving Entry to the High-Priest. It resists at the Highest Place of the Caverns of the Nomads. Above them three Ceiling’s-Rails, that You find in the most distant form the Entry Hall. Take an Orientation best of all from the Map (TAB). 
You next Task is to find the Second Symbol, the Builder’s-Symbol. Best of all You fly back to the Central Hall with the Fountain’s-like Pylon-Monument in the Midst, make One’s own Way to one of them two Doors inside the Yellow Walls. And choose the One, that leads to the red-textured Chamber. From here on You fly along, at the Lava-Pool You climb in front of the Symbol, that is inside the Wall (Your Guide-Bot will immediately show You the Direction). Upwards. This Way You do arrive t a Place with a little strange looking Figurine of a Bottle-Opener. All of them do have red Magnetic Barriers. They shut them. Now that You fly to the very first open Statue. When You fly through it, You receive a Time-Stamp-Limit, About 40 Seconds. In this Time You have to fly through all of them Opened-Rings, and one after each other open up, when flying through the last one successfully. Once You fly this Way until the very last one Opening-Ring, You receive the Builder’s-Symbol. 
Now, hence You have got Both of them Symbols, fly back, this Time through the Second Door at the Yellow Wall. Here You can get Orientify from the dark-textured Chamber. In the Ground You find a Hole, through which You can fly a Y-Door. Here that You arrive (in front of You - the Door „is shut to You“… smile) into a small Part of a Hall. Fly upwards in to the Chamber of the High-Priest. Place them both Symbols. In the Wall-Niches. Now that there opens up the Small Door. You come back to a Hall, where You had found the First of them Symbols. Take them both Symbols back form the Niches. Now that You can fly around yet a little bit. Then do You return to the Hall of the High-Priest. 

Now that You have to use them both Symbols for Placing in the Alcoves of the Nomads – the Door to the Hall of the High-Priest opens up. Fly through and KILL ALL of them coming near Fight-Robots. There are new Kinds of them as One may have mentioned yet. The PB5 (the former Dirt-Collector) and the OS-114 – called Old-Scratch – one of the Oldest by Far Robots of the PTMC. Also in here You meet some of them Mars-Mutants. They do in here practice their lousy religious Practices. Orientation in the Hall is given. At the Socket in front of the Entry-Door to the High-Priest (Guide-Bot „You are NOT Worth“) there is still left the Priest’s–Symbol. 

Now do You for the Beginning fly beneath the Grating. It surrounds the whole Hall. Search fort he small Entry-Door in beneatch the Entry-Chamber for the Theatre-like Columns-/Pillars-Construction. You are yet not Worth walking around the Pillars – but what if? You have to find the Way through the Columns from the Entry of the Hall. Without from not correct flying being stopped with the Words „being not Worth“. It is not easy to get Orientation in the Passage between them Pillars. Find a possible Way. Try a little bit around. 
If You do not succeed, here there is a small Picture for You: 









With the Last Symbol You fly back and out the Hall then again. Back to the Niche. Here You Place Now the Priest’s-Symbol. The Door to the High-Priest is open Now. 
Fly through. In the next Hall through the Pipe into the deeper Stage to the Homunculus. Your final Enemy at this Level. It is – so to speak – EASY Fight. The Homunculus turns around in front of You and makes Rounds. Because of he is heavily armored. But the Bullets DO meet him… smile. Use for Example, the Black-Shark. A Few of his Missiles are enough. But be causious until Your „Friends“ from the BEAGLE can Help You, the Homunculus awakens once more. Then do his Final Death and the Recovering-Ship comes in, for collecting the Hunter of the K.E.V. You fly with him out. Now that You Do Have Got the according Gift – a BEAUTIFUL new, armored, able and modern Fight-Ship instead of the “good old… smile” Pyro-GL. 
Seventh Mission – The Virus
The K.E.V. does not know anything at all about Experiments on Viruses by Dravis, our Scientists do yet create an Antivirus
. But our Data is unusually incomplete. We need actually very urgent an actual „Try“… smile. A P.T.M.C.-Mine on Ceres was only a short time ago being rebuilt and there is indeed a new magnetic Signature under the Surface. Dr. Schweitzer’s Opinion is it to Look around there. 
You are being placed at the Secret Bunker of the P.T.M.C. Dr. Schweitzer says that the Virus-Tests are in here, One of them We do need. The whole Region is being infected by Robots-Enemies. There will be to be thought about heavy Fighting… smile. But there exitss a Point of Supply, a High-Temperature-Heating-System, inside the Mines. After its Elimination the Fighting-Power of them flying near Enemies’-Robots will be less impressing… smile. 
So accordingly You have to fly ahead on Search fort he Supply-Center and then for the Elevator, that will bring You down. To THAT Part of the Laboratory, where the Virus-Probes do behave. 
And… - by the Way – new Robots are to be discovered in here, too, simply. The ARC 12 is an Industry-Robot, he can do Aggression by Light-Curve-Welder . The FS 440 is a Military Robot with Dual-Laser-Weapons, the so-called “SixGun”. 
First You Fly – after having discovered the PTMC-Research-Facility deep enough and mentioned, that the Towers of Weapons are not shootable and the Entries all Blocked – from Your Starting-Position to the Very Right (on the Map). For that Purpose You have to Fly through the Valley ahead and then keep to the Right, in common. Then You arrive to the Control-Tower, in which there are located the Switches, who deactivate the Surface-Defend. The First Two Switches will connect the Primary-System to the Backup-Defending-Systems. The Rest of them Switches disable the Surface-System-Control. When You have shooted the Control-Tower in the Midst, the Surface-Defend is being deactivated. The Mine is Open. 
Now that You can Enter he High-Temperature-Heating-System, or at least find it… smile. The Orientation for You comes from the Map to the Side, where You Behave actually. Smile. Accordingly the Dorsum of the Map, that is the Most Distant from Your Point of View… smile. Then the Middle Building is on this Dorsum. Accordingly the next to You Larger Building. THIS is the Entry to Supplement-Centre. It is now Open. Fly along and Do You Get In. Having arrived to the very Ground, You simply Shoot the Control-Tower near the Entry. Your Guide-Bot receives Signals from the Camera-Monitor, if You touch it. Now Do You Open the Door and Fly into the Innermost of the Heating-System. 
Begin at first to Shoot all of them Flying in Fighting-Robots – there also against the obnoxious Spiders, whom are comfortable to You yet since Part 2 of „Descent“. Once You have done You can receive Orientation. The Machine in front of You is the High-Temperature-Heating-System. Shoot its four Upper Aggregates, and the Temperature-Control of the Research-Bunker is out of Control. In some Case that Might be useful to You, since this Way You are able to Fight them Robots… smile. Now Do You fly along, on the Other Side through the Door. Do You Explore Now, Please, the Territory of the Research-Bunker. Keep to the very marked by Lamps Ways. For the Beginning You can Fly Around a Little Bit. Look at them Tunnel and Shafts, who lead Upwards – inside of them You Find also the Hatch, that leads to the Research-Laboratory itself. It is Closed Now yet (this is being signed in the Map). 
But first of all We Fly to the Large Shaft, who is being Marked inside the Map Green. To his Foot You find a Switch. Switch it… smile. This Way the Steam-Vents inside the Mine are Opened. 
Then You Do Fly to the Position, where One can get inside the Shaft. Then You do Fly to the Position, where one can get into the Shaft-Mines. You Find that Easy according to the Map. When Flying into the Mine from the Central-Shaft, explicitly the Main-Shaft, that is to the Left from the Front Ahead. Then One can quickly dive and Find the Entry into the Mine. 
This leads You to the Control-Room. The Switches, that open the Door to it, You find to the Right and Left in the Niches, that lead to both Sides. After having switches the according Elements You can enter the Control-Room.  You will find the Control-Unit, that One has got to activate inside. For that Purpose One touches the Unit from upon with the Nose. This Way a leading downwards „Accelerator“ is being activated. This is the Elevator-Shaft, that leads You down. To the Virus-Lab. The Hatch, that had been Closed till Now. 

So You can Fly Back to it, Open it Up and Fly Down. The Elevator leads You to the Ground very fast. But this Way One cannot Fly Back. Fly along Now a little bit, through the Ground-Hatch. The Both Switches in front of You are still closed to You. First One has got to Pass the Whole Corridor, that surrounds the Virus-Lab for Achieving the Security-Key. By its Means One can Use the Aggregates, that Switch off the Helping-Energy of the Force-Fields and deactivate them. After this One can Fly into the Innermost of the Lab. The Machine-Gun-Towers. They are above the High-Temperature-Virus-Deactivation-Units. You can quickly disable them. After this One releases the Two Switches, that deactivate them Force-Units. After this One can Steel the Virus-Probes. Now at Last the Switch opposite, that lets Work the Elevator. And after this One Uses the Fastest Way Upwards. Through the Hatch above You Upwards, through the Elevator out of the Mine.  
Eighth Mission – PTMC-Fuel-Facility Dol Amad 
The Probe, One was Achieving, is very Different to All You have Found until Now. The Group of the BEAGLE begins to Change the Antivirus, for Make it Compatible to the New Conditions. 
Now that You, Material Defender, are being released at Europe. It is the Aim to destroy the Facility`s Cooler-System on Europe for Winning Time, for that the Whole Facility might be Destroyed. Ships, who do not Belong to the P.T.M.C., have to be brought to Security, until the Facility is being Destroyed at Last. 
And So You Do Have to get into the Inside of the Facility. For Destroying the Towers, that Reside on the Territory on Europe. Now that You Can, after Having Done some Flight-Exploring, Discover the three Cooler-Systems. They behave in the Back Part of the Territory. And so accordingly back – the greater Satellite-Dish gives a Wonderful Performance too. And so accordingly it rotates around its own Midst. After having explored the Landscape, One flies back to big Towers of Cooling. One can fly into them. You have to pass by pressing Yourself further down. For that Purpose One has got to wait for a Moment, when the Backstream from beneath passes by. Then simply quickly One Does Rush further the Gates, that were closed before. At least in MY Case I succeeded in the Third Tower (the back One). After having arrived now down, You can fly into the deepest Hatch. You Fly through the System of Pipes. Attention… smile – a Robot’s Generator. To the Second Exit. And from here on One arrives to the System of Passages of the Facility. From here on You arrive to a Giant Burner with a rotating Burner. For shutting them off, switching them off, One has got to shoot the three Switches off, that are on the outer rotating Blade. Use Your Secondary Weapons. After this One can Fly into the Innermost of the Machine. Beneath and undown-here You Shoot the Exit Free. And then You Fly through the friendly blue illuminating Pipes’-System. In the small Hall You push the Switch, who activates the Cooling-System. There is Nothing more to be Done in here beneath. This Part of the Mission is Completed. After this Now One Can Begin to Destroy the Cooler-System. 
So accordingly We Fly Back the Whole Way through the Pipes, the Burner of the Facility, the Passages and the Pipes’-System until beneath the Vents. So You follow simply the Dust Upwards and Can Now Return Flying to the Domes of the Cooler. 
The First of Them is yet Open. (Pay Attention to the small Robots on the Ground, each One needs about 4 Secondary Missiles to be destroyed, and also the smaller Machine-Guns on the Domes should be destroyed.  You deactivate the Force-Field by the Switch and destroy accordingly the Outer-Cooling with an Aimed Shot from Upon onto the Mechanism beneath (Best of All to Choose Grenade or a Distant-Missile. 
Now Regarding the Second Tower. It has just Opened Up. Here that You repeat the Procedure once more. Near the Vent One can find still a Secret Area. You Destroy Also the Middle-Cooler. And Afterwards at the Third Tower the Inner-Cooler. (By the Way – Here One Can Find Various Secret Areas). After Having Destroyed the Inner Cooling-System, the Hatch Above the Entry-Region Will Close Again. 
Without „Working“ Cooler the Temperature of the Facility will increase to its Maximum. So You have to make Your Way still high about to leave Upwards the Facility. Now that One can Fly along through a Hatch in the Ceiling of the Facility. Inside the Facility You keep along the light Pipes from Glass , that lead You further long, avoid the Vent in the Ceiling, that with any Doubt attracts You, and Fly then along through the System of Channels. Now that You do arrive to (the Halls to either Sides One can leave without Attention, because You find here Nothing at all) the Hall with the Temperature-Sign of the Facility at the End of the Pipes. 
Here there You Do See the Sign „Above Normal“. It is still in the correct Position. After this You Fly to the Surface of the Water. Where One finds a small Cave, the Entry to a Sub-Tunnel-System. You Fly Through them very quickly and at this Task also solve all of them flying in Drones, at the End You arrive to a new Machine-Tower. This is to be entered from Beneath. You Fly In and Open the Magnetic Barrier by Shooting Machine-Gun’s Tower. 
Now that You Fly outside. Upwards. And You Shoot the Window of the Tower inside. Now that You can enter he Tower and Fly till the End of the Tunnels, first down, then through the Core of the Facility. From now on You have still some of them „Ascending Tunnels“ in front of You. At the next Exit there is a small Hatch, where One can leave this Segment with them three Tunnels-Pipes. You are now in the Hangar of the Facility. 
Here Now that You have to Search for the Equivalent Chamber of Docking Off. It is the One with the Shuttle in front of it. After having released the Switch, You will receive the Message about Receiving „pronto“ to the Control-Center. 
Now that You only have to Save the Hospitalization-Ship „Nightingale“. Fly in the Hangar near the Entry shortly yet to the Higher Stage with the Switch-Board, there One can push the big Switch, that opens up the Gate for the Hospitalization-Ship. 
Afterwards (Well – Yon C-a-n let it show to You by the Guide-But …) You Fly Upwards, in the Hangar straight to the Very Top. Here Now that You are near the Exit. That Exit was to be Found. Simply OUT fast enough and the Cutscene shows You up, how Your Pyro-GL Floats away. The Facility on Europe is being Destroyed. The Hospitalization-Ship is Saved and You Do Receive a New Mission. 
Ninth Mission – Helping Means / PTMC-Facility for Space-Ships
The Virus-Cultures could be Risen in the Time Being. The K.E.V. is now to be brought to the Position that We are No Terrorists. First of all but We need a New Ship. For that Purpose You, Material Defender, are being Placed on Merkur. You Can Escort the Freight-Ship into a PTMC-Facility on Merkur. You Can Begin a Maneuver for them Ugly Bastards in the Facility. In the Time Being the Freight-Ship is Receiving its New Freight. 
And also … by the Way – the Sun-Emission on Merkur is THAT Dangerous, that Your Ship might loose a little bit of Points, if You do not Use them Cheats from the Beginning, where I have mentioned them. So, don’t You come to near to the Sun and neither stay in Sight of the Sun all the Time. 
Fly Along on Your Course of Entering. For that Purpose One Uses Not the first, but the Second Entry into the Space-Ship-Facility. This Way You Find straight the Freight-Ship. It is Waiting for You in front of the Magnetic Sluices. For meeting the new Glider. The Robots are to be Eliminated, else they might instead harm the Freight-Ship. Best of All We Use for This Purpose a Black-Shark and a Couple of Additional Grenades. After this One can let the Ship wait a little bit. We Can Now Turn to Our Mission-Tasks. You Have to Collect the Earth-Quake-Breakers. And with them You Destroy the Stabilization-Mechanisms. This is a Task for THINKING – Myself, I did not Solve it, but One can Finish the Mission eitherway. 
You Fly from Your Freight-Ship Straight Upwards. Beneath the Ceiling there are small Hatches, that do lead along into the Rooms behind the Magnetic Barriers. This Way One Flies all the Way Through till the Very End and there Flies down for Switching the according Switches (accordingly in Pairs Two). This Way One Can Open ALL Barriers. And Now that the Freight-Ship Will Recover the New Glider. 
You Escort the Freight-Ship until the Leaving of the Facility. At the Surface of Merkur One is not needed to keep for a long Time (Sun-Influence). Fly Back and Wait until the Freight-Ship has received all of its Components. Then the Mission is Closed simply either Way. 
Tenth Mission – The Moon – KEV-Command-Center / „Silence is Golden“
Now that You have got a New Fight-Ship, the Third One. The Magnum-AHT is for Sure BETTER than All of Her „Predshestvenniki“… smile. But at least it is Very Worth Follower of Your Pyro-GL. Take a More Detailed Look at the Data of Your Ship. It is Constructed Similar to the Pyro, You had got until Now. But it has got a little More Length. It seems to Me a bit more heavy. But it impresses, when it is Sliding on the Moon-Surface.  
Now it is the Time to Restore the Reputation. The Data, You Have Collected, has to be transmitted to a highly-modern Computer-Center of K.E.V. For that Purpose You are being Brought to K.E.V.-Moon-Command-Center. From there You have got to Find a Way to Load the Data onto the Computer. The Communication-Ways are especially For You being destroyed. After this Mission is Successful the K.E.V. will be Convinced to Care about Dravis and PTMC. 
You also do Have Got New Enemies Against You. The BDC-100S and the MF8 with Afterburner… smile. 
You Choose Your New Glider Well, Very Well. The Pyro is of Some Advances against over all other Ships. But the Optics are – Nevertheless – DECIDING. So – „Let’s Go Adventurering!... Smile“. 
We Begin in the Hangar-Hall, that the Carrier-Ship let’s You get Entry into. The Ship is Parking in front of You, but the Hall is heavily guarded. The Exit is located to the Right in front You at the Right Side of the Room. But You can also for the Beginning Fly a little bit around and Shoot out the Machine-Guns-Towers. The Ground-Robot. Else He gives Signs to the Security. Eliminate it. Take the Video-Monitor from the Side. He is located above the Small Mechanism. This One You Can Switch at the Given Time. Afterwards through the Small Hall’s-Hatch to the Right. Downwards to the “Underworld”’s-Tunnel-System. Now that Have to Make One’s Own Way Out of the Hangar. Fly through the Long Hall in front of You. The Small Ground-Spy simultaneously One can exclude from the Game by the Way. Also a severe Number of Enemies are waiting in the Tunnel-Segment in front of You. But they are being Excluded, too, using Secondary-Weapons and Omega-Missiles. In the hidden in the Back of the Hall You also find yet besides the Log of a Pilot a Data-Port Model P 103 Z (if necessary Shoot simply Boxes… smile). Later on (take a Look into the Log) You have got to initialize yet the Data-Port for Exchanging with the Computer. So take this Data-Port with You just this Moment. And afterwards through the Hatch into the Free World, onto the Surface of the Moon. 
Here after a short Meeting-Fight it begins the Task to Explore the Surface. Do Yu Fly along the Valleys, Do You Eliminate Enemies until the Spies of the Command-Center can escape for Giving Alarm. Near the Large Cannon-Building One can fly behind the Cannon along till the very Entry of the Data-Center. Here now that You have to try to find the Computer of the KEV-Moon-Command-Center. The Entry-Doors, that huge Gates, are closed at first. After having eliminated the Enemies above and beneath You in the Air and on the Ground One is simply still to Shoot the Machine-Gun-Towers upon and beneath at the Connecting-Carrier between the Entry-Gates and the Entry-Pylon in front. Afterwards inside the Pylon through the little Door Upwards, at the Secret-Place collecting the Data-Room-Key. With this Key now that it opens up the Main-Gates to the Data-Center. 
One Flies in and accordingly Descends. Some of the Aims of the Mission this way are completed yet. Here that now first We have to arrive to the Position of the Charging-Station. Here One can initialize the Data-Port. It is not far away from the Entry. You have to slide downwards, at the Switch-Board, where You arrive, One can use the Opposite Door. In the Hall with them four opposite Doors One uses the one to the right. So One does arrive to the Data-Port-Recharger. Here there is again a combined Mat-Cen. These MatCens – check it back straight here yet – can be switched off at their Back with them little Switches at their Backs. Then One switches at the back yet the Switch fort he Initializing of the Data-Port. Then One can Fly into the Mechanism. 
So that the Data-Port is initialized. And now that One can make its Way to the Uplink-Center. Best of all Your Little Helper, the Guide-Bot might fulfill this Task for You. He is very fast in the Facility. 

Having arrived here One uses the Switch fort he Uplink-Center for allowing Entry. As soon as the Command is proper, On can position his Pyro between the Uplink-Contacts. For letting the Transmission begin. Accordingly against Something with Rules… ain’t it? … 
One Flies Upwards at the Uplink-Contacts. Next You Shoot the Glass-Walls. Here in this Command-Center One can activate the Energy-Supply. First the Energy-Switch to the left of You. Then accordingly the Large One in front of You. Now that to the Right One receives the Instructions for the Continuing. After the usual in this Business Security-Check- Bla-bla-bla – You can get connected to the Station. 
Well – so at first One is to deinstall the Nano-Energy-Block. Either way it would be not possible to use the Uplink-Util. Let Zour little Robot again lead You to the Nano-Energy-Block. Deactivate it then with the little Switch behind. One can also ascend through the Shaft upwards above the Energy-Util. Fly to the right? Through the next Hall, until You arrive to the Hall with three Switches. 
Now the next Element for “Switching-On the Uplink” is missing. You can also at the same time use the Switch in the Midst for activating the Nano-Energy-Supply. Else You will mention at the Uplink that it is to be activated yet. And the Energy-Production at the right Switch too. These little Energy-Subject-Balls You will need immediately. For Fulfilling the Uplink. 
You can also watch in the Camera-Monitor (that You picked up in the Beginning of the Level) the Generator of the Energy-Subject-Balls. You had just activated it. He produces now without any Stop his Energy-Balls. Well – You do arrive to him from the Uplink backwards via the Door, that You used to arrive to the Uplink, through the next Hall and ist Exit opposite. Ascend. 
I fit is really necessary, let Your little Friend direct You. Pick Up such a Ball, use it to Fly in the leaving 30 Seconds, that it is active, back to the Uplink-Contact. And now that One can realize the Uplink. Congratulations! 
The KEV is now presented the Knowledge about Dravis’ ‘Undertakings’. But a severe Amount of Time will it take still to evaluate the Information. 
Eleventh Mission – Titan / PTMC-Store
Now that One has Received a Small Additional Task. A Pilot of Your Team was captured by Dravis on Titan. You are being placed on Titan actually to free Him from Dravis’ “B-e-h-a-v-e”. 
Watch first them nice Freight-and-Supply-Store in front of You. There is a lot of Items to be destroyed by Shooting. Also One can Collect Armor. Them two Doors to the Sides of You are being Closed for You. 
For getting further, One should Fly to the small Bunker-like Part of the Building, that is placed to the Sides of You in the Landscape (after having sliden through the Wonderful Titan-Rain, very inviting and also disgusting Atmosphere in there, isn’t it? It is Kind of a Replacement for the Heavy Work, One had done on the Moon yet a little bit, ain’t it? Such wonderful Rain – or possibly You might want to say „That all has been around yet a long time ago…“ … O.K. so then do You simply immediately Fly into this Small Bunker. Here it is, where One – sliding down and descending the Tunnels – arrives further deep into the Mine-Structure of Titan. After short Flight You will be instructed about the Structure of the Mine, the Object and the potential Danger, waiting for You here everywhere and lurking around. 
Well – O.K., then Fly deeper, downwards through all of them Tunnels, leading to the very Ground. You find them Tunnels very easy – simply do this Exploring Round fort he Beginning… smile. Near the undermost Level You arrive to a Switch, that You have to Use Now. Also You can try to Open up the Pipes using the Wheels besides. Besides You can also find yet another Energy-Generator-Chamber. Here that One can also Place for the First Time in this Level the Little Bot – Her Carries with Pleasure His Power-Up. After this You can let Him Show You the Further Way along. 
At first One can slide down to the Secondary-Force-Field-Generator. Guide-Bot brings You fast and secure to the Object of Your Aim. Here with some of them aimed Shots of Your Missiles You do have to destroy the Generator. After this One can achieve the free Area behind, the Circular Tunnel with Switches. Switch them all (three in the Midst and two Single behaving.  If You behave Yourself skilled too then You can discover here yet a Secret Area. 

And afterwards back and out again. Behind the Generator One turns to the Left, destroys them three Force-Field-Towers. Now that One can raise up through the just deactivated Force-Field Upwards. You get up through the raising Tunnel till the very Top. Here that One can receive the Security-Key. Now that One can discover the until now having been sealed by the Force-Field Area. Here there are against some Switches to be released. At the Secured by Force-Fields Secret Areas One has got to raise accordingly for Destroying above them the Security-Columns. Afterwards One can also yet collect “Goodies” in all of them Secret Areas. 
Now that You can yet discover them Halls of the Mine further. To the Top One arrives to a Round-Passage with a severe Number of leading to the Outside Doors. Inside One can Collect „Goodies“. In One of them You also arrive further long to the Very Top. 
You do arrive to an Area with six Switches and Force-Field-secured Areas. When switching all of them six Switches fast enough, You succeed to Switch Off the Security-System. Afterwards You do only have to Shoot the Force-Field-Columns in front of them according Force-Fields for being able to Fly into the Areas. In the last of them three Areas You do also find the Pilot with His Ship. He was captured here by Dravis. 
Use the Switch in front of the Ship to Free Him. And Now You only have got to Follow the Pilot for arriving to the Exit of the Mine of Titan. When the End of the Flight comes near – but stay at his Side behind Him for not loosing Him from Sight (best of all You do still backup-save the Game-Progress – You turn to the Right, afterwards to the Left and then Raise Up. You achieve the Exit of the Mine. Though the Exit seems to be trapped, Your Mission is Completed Here. 
Twelvth Mission – PTMC-Testing-Area 
The next Mission is being opened by a Fire-Trap. The Mechanism in front of You starts Shooting at You with five Concentric Positioned Columns of Fire. In Addition to this You are being covered by two Force-Fields, so that One cannot Flee the Mechanism. If Not Reacting Fast, You loose Worth Life-Points. 
First You Shoot the Outer Fire-Mechanisms, there are four of them. Afterwards You Shoot the Inner Central-Positioned Larger Ones. Destroy them All. After this One has got to Shoot and Destroy the Force-Field to the Right and Left of You. You Shoot the Upper Part of the Force-Fields. You Shoot the Upper Part of the Force-Field. This Way One Switches them Force-Fields Off and does Free Oneselves. 
Now that One can Slide Down through the Descending Tunnels, which have Freed Now. First of all You Shoot all of Your Enemies. There are quiet a lot of them to be Shot. Through the Middle Hall You Fly Straight to the Back in front of You. Here the is the Switch for the Security-Barrier. Switch it. Afterwards One can Leave again the Middle Hall Descending and Fly Along. Through the Corridor with them very Spider-Robots You arrive to the Exit of Level 1. 
Now that We Follow them Larger Tunnels of this Level 1. Here that You Find too in the Curved Tunnels the Entry-Gates of the Arena of Level 1. A little bit Further Long through the Tunnel-System You do arrive to the very Room with the Security-Key of the Arena of Level 1. Take it and Fly Back to the Arena-Door. 
A Mutant-Fighting-Spider is waiting for You. This Spider You do have to Fight Now Actually. This Fight is not very Difficult. One has got Only to use some of them Heavy Weapons for this Fight. 
This Way also the Spider is being Killed. 

If You should have yet a little bit of Time, One can Join yet the very< Room with them MatCens. There One can Switch them six Switches in the Ground. They activate each MatCen. The Robots are also being Eliminated yet – only For Fun.
Some additional “Goodies” are to be collected in them both sealed by closing and opening Magnetic-Barrier-Doors Large Rooms – accordingly after according Shooting of them many small Barrels inside. 
And Now Forwards to Level 2. You Fly Back to the Arena. And You Leave it through the Hatch Upwards. In this Level 2 there against Wait for Us only the Same Smaller Game-Conventions. You do know them yet from that previous Level 1. Against You do recover the Level-Key and do Fly after them Proving-Grounds (the big, sealed by Security-Glass Exercising-Area – neither I did NOT succeed getting in) a little bit further long (to the right from in front of) and turn at the first Turn to the Left, Shoot here a little bit Everything, and afterwards Now Leave this small dark Hall to the Ground. Through the Small Hatch. The very next smaller Hall presents to You only Fight-Robots. Through the Door on the other hand side You do arrive to Arena, of Level 2 at this Time. 
The Final Enemy of Level 2 Once More Does NOT Represent any solid Problem at all. Some well-aimed Shoots and – or yet better – the Black-Shark some times and a little bit of Close-Combat from the Near-Distance. Afterwards upwards through the Hatch to Level 3. 
Here it is where One can find finally the Level-Switch-Key to the Left after the Entry for Level 3. Straight near them two small Machine-Guns underneath the Ceiling, that One Saws. 
Now that there behaves the Final Part of the Task of Level 3 itself. You Fly Back from Your Position along the Level-Entry-Door. This is accordingly from the Level-Entry to the Left. This Time We do not Follow the Passage-Way till the very End. Near a small Side’s-Passage this Time You Do NOT yet succeed with them Switches. Fly a little bit more to the front. 
You arrive to the Entry to Level 4. Once more You do Procure the Level-Key (this time at the positioned to the very Middle – near the shining red Column - Switch). Afterwards We Fly to the Right through the Door. We Fight the Boss of Level 4 – fast Fight unbloody Solution. Nor that We Fly Back – straight along from the shining red Column, through the Second Door (this time to the Left) and here it is that We also do Solve the Second Final Boss of Level 4. Your Bonus at this Place is – ALL Secret Doors do Open Up. 
At this Place I decided to Myself to Fly Back to them very Proving-Grounds of Level 3. But this is Your Given Aim at the Given Place. Now that You Can Return to the Shining Red Column. Near the Column Opposite to the One with the very First Switch You Find the Repair-Mechanism, that One can Switch On or Off. Here Now that One Can Collect the Old Data-Cartridge. Your Faithful Guide-Bot will Observe it More Detailed after this… smile. And – by the Way – I Myself did leave this a little bit tricky Task to Him, once the Repair-Utils did NOT give Me any Satisfaction at all. 
So We Do Return Now to the Arena of Level 4. Descend Downwards. You arrive to the Final-Stage of the Boss-Fight. The Proving-Grounds of Level 3. You could not yet Enter his Area until Now, since there was before this Security-Glass in front. First We “Eliminate… smile” the “Eliminators” here in front of the Boss-Fight. 
So that We can afterwards leave downwards through the Having opened Now Barrier to the Proving-Grounds beneath. Here the Final Boss is waiting for You. By the Shape of a Scorpion. The Makers of Descent 3 State for a Fact, that it should be a Dragon. I Could Never Ever Get Familiar with this Position. Well – SHOOT the Final Boss Now. Present to Him the Whole Arsenal of Your Weapons. Respectively Armoring by „IVEGOTIT“. Best of All the „Black-Shark“ too. The Grenades, them very Missiles, and Everything, that You Can Afford. Primary Best of All by the „Bundled Mass-Driver“. Secondarily WeShoot Empty the Whole Arsenal. Primarily We do Keep Them Busy. Best of All We Do Aim to the Green Middle Shoot-Markers of the Boss. One Can leave this Task to an Automated Distance-Missile. Then it is very Soon that You Get the Boss. And Afterwards Upwards into the Very Next Level. 
Thirteenth Mission - Turn
Here at this Level it is very easy to Handle the Game. Do Go Straight Ahead, if You do not want to Experience the Stack-Problems of the Computer the Whole Time Long. And the Stack-Problems of Machines in General. They are usual, and – alas – usually it is JUST THAT, what Hurts Us, the Stack-Problems. A Machine Has Got to WORK(!). And NOT to make Problems. 
First We Have to Find the Back’s-Mat-Cen, that One has got to Destroy. 

After this We Have to Kill the Commander of the Enemies, for Fulfilling the Mission Complete. 
The Mat-Cen is Easy to Be Found. With the “Commander” I recommend simply to – in the Case, He is yet Standing at his False Position at the Window – to “send… ” him to the Entry-Door by Shooting with Easy-Missiles and to Then Exploit One or Two “Black-Shark”. 

This Way We Complete this Easy Mission and Go Ahead to

Fourteenth Mission – KEV-Transponder for Networking 
For the Beginning of this Level One has got to Join the Uppermost Position in this Systems of Shafts, Ascending Ones, and Tunnels and the Labyrinth. On the Way there We Do Find necessary: 
1. Key for the Store
2. Free the “Shuttle” (Key Upper Hall)
3. Key for Transmitting

4. Activation of Dat-Link

5. Technical-Protocols

6. Note-Book of the Responsible for Defend of Emission
7. Key to the Store of Equipment

8. Note of the Responsible for the Data

9. Use the Key of Transmission for the Repair of “Dat-Link” 

10. Find the Book of the “Master of Bundled Emission”… smile

Else Now that We Have to Get Up to the Upper-Technics’-Room. First yet it is Possible to Shut Off yet at 3 Switches Enemies. Then they do only yet at Mat-Cens appear. Though – Well… smile – Robots are a Little Bit “INTELLIGENT…”, You Know?... – if only any of them gets in Your “Not-Presence” near them Switches again, they will play-around with them and switch them on again. And then You might be against with the Whole Facility Full of Enemies actually. This is a Trap… Smile. 
And Now at the Uppermost-“R-o-o-m”(smile…)-of-Technics There is a Switch-Board. 

Take When Ascending a Further Look at them Corridors. Inside Them there are also – not only them Enemies – but also Metal-Grid’s-Constructions. They put some Disturbance in Our Way. I Chose accordingly THEM Corridors, who lead first descending and afterwards at Second Grid’s-Construction Ascending. SO One Finds Accordingly Too Lower and Upper Technics’-Departments. In the Lower One there Are Them LETTERS, Like Greek “Tau” and “Omega”, Latin “A” and “O”, “ETA”… Smile. 
And Here in the Upper-Department (of Technics… smile) There Is a “Switch-Board”. It Is Necessary to Switch them Switches in the Right Sequence. For Orientating I Give You That Little Scribble Here: 
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For the Switching-Sequence There Are Exactly 15 Seconds Left. When You Are Done, It Is Possible to Rise Through the Until Then Yet Closed by Magnetic-Field Shaft. 
For Now it is Yet Possible to Load Up the Anti-Virus-Program. Afterwards to Activate the Defend-Grid-Shield in the Technics’-Room. In the Lower-Technics-Room We Accordingly Put the Pointer to the According Letter. I Chose “O”. 

And Now Uppermost There is Waiting for Us the Completing Step of this Level. The Tunnels Look approximately Like THIS: 

[image: image2.jpg]



Ascending from Upper-Technics-Room to the Mirrors, It is Now Our Task to Fix the Mirrors for the Beam of Energy, respectively Light. The “Mirror-Knots” Are to Be Orientated. 
Afterwards it is Possible to Send the “☼RAY☼” Through Them. For Orientating them Mirrors Use Just the Beams on them that are continuously when the Position is Right. 
Afterwards it is yet necessary to Point and Position the “Gun-Boys”. There are 7 of Them. For example in www.cheats.de of 07.01.2003 there is such a Hint: To Make a Half-Circle onto the put to the Generator Side of them Robots. 

After this We touch the “Interface” lower. And Them, who – according to My Advice – put the 3 Energy-Switches for Switching off the Robots, Put the 3 Energy-Switches Now Back Again. Then the Energy is Floating again. 

When now the Energy is On again, it is necessary to Return to the “Cell” of Ray, where One touches the small “CED” underneath the Generator. And this Way Now that We Transmit Our Information of the Anti-Virus-Program. 
And since for this it is necessary a severe Amount of Time, the robots-enemies, who appear again after switching on Energy, will try to harm our Lens. We DEFEND it. Best of All from the Position above. Who collected the Copy-Lens, now can use it instead of the Original One. 

And on This this Level Ends. And We Go Further to the End of the Game, Level: 

Fifteenth Mission – VENUS – Dravis’ Fortress
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Here the “Beagle” Advises Us to Search the Surrounding. The Anti-Virus was transmitted. But He did not successfully Work. From the Station “Shiva” there a Shuttle took its Way to the Venus. This is Dravis’ Ship. For Us it is necessary to Find Dravis and Stop the Virus. 
To Fly along it is easier to not choose the Direction the Game places You to, but instead a little bit Drive Back. Along the Mountains and Rocks We – In Time Stopping yet here the Burglar-Robot before the Entry to the Fortress – Access the Entry of the Mountains-Massive. … If necessary Use them Guns. 

Backwards We Find the Tunnel to the “Shaft” of Dravis’ Fortress. Moving Forwards through the Tunnels We Find the Entry to the Fortress itself. But the Key yet is necessary. 

Ain’t it nice to Fly through them Landscapes when the enemies have been Switched off in time by cheat-codes? Except Mat-Cens Noone can else harm Us. I Always ADORE Such Moments. … 

Now Regarding the Key. In the Dorsal You, Material Defender, Get to that Place where the Hall of 3 Entrances above Basins of Lava Behave. 
In the Case, that You Shoot the Vents Upon when Observing the Chamber of Geothermic Reproduction, You can find yet here another except the General Entry Exit. Look at the Picture accordingly. 


The Left of them 3 Doors is to be Opened for arriving to the Mechanism of the Key of the Fortress. 
Now it is possible to Fly in through the Found Doors. And Then it is Only yet Left to Lead the Final-Fight against Dravis’-Machine. The Virus this Way Showed Up to Us Kind of a Catalyst for Finding Dravis Himself. 
Give Him ALL “BLACK-SHARKS”. Reforce Using “IVEGOTIT”. 

And then Our “Comrade… ” is “History”… … Dead. 

We Freed Dr. Schwaitzer, Lead all the Time Our True Friend Guide-Bot With Us. ALL We Did ALONE. Helped Us Only FORCE (Boys. …SMILE To ALL Sides Over the CHEEKS!) of the Pilot Himself. And How is this Pilot Called? … 

Look into the Copyright of the Author regardingly. 
CONGRATULATIONS on SUCCESS! 
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Well… Yes… - who Solved All Missions Correctly Now Shall Yet Play two Boni. 
The Station on Europe is Destroyed. The Anti-Virus can be Completed. The Cassette… Smile… Showed You Up Secret Regions. They can be Discovered Now. Then the Game Will Send You after each Found Secret to Hell against… Smile!  
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Copyright and Expression of Thanks 

This Walkthrough is Mental Property of Doktorand (Dr.des.phil. Dipl.-Psych.) O. Weging. I Do Hold these Documents on the Internet for Friends for Free. One may Use them for Solving Problems when Playing Computer-Games, like the Described One above. For, indeed, Using them Materials of Mental Property of Mine in any Way it is necessary to Acquire My Permission. 

That is Why These Handbooks (Strategy-Guides) Are © and ® Dr.des. O.Weging. 
Regarding the Inspiration on Playing and Solving Computer-Games and Describing the Strategy of Solving in Written Manner I Express My EXPLICIT THANKS to My Beloved Wife, My Daughter, My Whole Family. 

Without My Beloved Ones I Wouldn’t Either Want to Live. 

Though – from Time to Time Myself, I DO have got such ABSOLUTELY NORMAL Images of Being ALONE in this World. 
Or as the “Friend’s-Ego-Shooters” Like to Call it “Smile… NO!™
”. 
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� EMBED Word.Picture.8  ���





Last Symbol





You have proven as Worth… smile








� In MY Case MY Handicap are my Teeth. I have been wearing as a Child a Correction-Plate in my Mouth for many Years. After now at the Age of about 50 my Teeth had also worn Metal inside for DECADEs, I have chosen to leave them old Teeth, and now do wear Artificial Teeth. What Do YOU think about it?! 


� Like for Example the „Helicobacter Pylori“. I HAVE Experienced it – by… myself. It is not dangerous, but it should be disinfected, like, for example, in a LIGHT Therapy. My Stomache is like my whole Digestion a little bit under Stress all the Time. And I DO take Vitamins from that Point of View. They DO HELP a lot. That ONLY SPECIALISTS can help in such Case, is NORMALLY. And I DO NOT fear the Help of Doctors. But neither I adore Medicines. But VITAMINS I PREFER. 


� This Trademark is My Property, Too. 
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