Govers Both Disk and GD-ROM Games

G0 32300

OFFICIAL




Corridor 7 Official
Strategy Guide

Steven M. Schafer

[11Brady6AMES




About the Author

Steve Schafer is a Publishing Manager for Que Corporation
by day and an avid PC gamer by night. You can reach him
on the Internet at sschafer@use.com.

A Note From the Author

I'd like to thank the following people for their help in the mak-
ing of this book:

Brady Publishing, for giving me this chance. Especially
Sarah Browning, Acquisitions Manager, who kept me
honest, on-time, and paid; Debra McBride, Acquisitions
Editor, who kept me in-touch and handled myriad
details; H. Leigh Davis, Project Editor, who helped make
my words clear, concise, and entertaining and kept the
project together. Thanks also to Robert Waring for
checking technical accuracy.

IntraCorp, Inc., for a great game and their cooperation in
the making of this book. Those that were especially
helpful include Richard Henning, who shared his docu-
mentation files; Katie Gangi, who tracked down answers
to all of my questions; and Amy Smith-Boylan, for
putting this all in motion.

Special thanks goes out to Warren Buss for generously
donating his detailed level maps for this book. Warren
also helped me answer some questions about the game
and is responsible for finding Nerraw. Thanks Warren!

And a very special thanks to my loving wife, Angie, who
patiently endured the long nights | spent in front of my
PC killing aliens. | think | have her convinced that | was
really trying to save the world....




[ 11BradyGAMES

Publisher

Rick Ranucci

Managing Editor

Debra Kempker

Acquisitions Manager
Sarah Browning

Project Editor
H. Leigh Davis

Acquisitions Editor
Debra McBride

Technical Editor
Robert E. Waring

Copy Editor
Kathy Simpson

Cover Designer
Jean Bisesi

Internal Design and Page Layout

Accent Technical Communications, Indianapolis, Indiana
Special thanks to Warren Buss for providing Level Maps.

Thanks to Robert Waring for evaluating the CD and provid-
ing installation instructions.

Cover illustration by Ruben Cabrera.

y ————————————— ————————————————————



Corridor 7 Official Strategy Guide

The Corndor 7. O100Y :«.s v waesanine s« aniice e s 6
Gormdor 7 CD:DIferences i s:iiviais+ s vivivias svialialiisie sl 8
Installing and SettingUp Corridor 7 . . . .. ........... 10
NANG COMIIOT. 7 vvisn v wnm warieme s m ek 26
Controlling e ACHON .« v v wias o esmsinaiaasia s 40
Resources—Weapons, Ammo, and More ........... 54
TheBad GUYS. . . ..ottt ittt ee s 68
TR LBVEIR.. ..« oo s v oo ST e 82
Additional Levels—CD GameOnly ............... 154
Secrets and Cheals . ..o ereicie e 178
otrategy and TIDs . wvmvn s vica s sv sveamsies 184
GOMAOr- 7 NeWOTK PIBY. ..o s ioiissamssinmise s e s 190
COrTIAOr 7 NOTEIN PIaY.xovconnpimis v emma vy 204
Troubleshooting GUIAe .« «u:.w:vsminenswese samrasiass 210
Additional ReSoUrCes ...« vwvas v wiinms o e ensoes 218

The CapstoneCD Sampler ..................... 220




It's the year 2012, and Dr. Donald Fox, an exo-
biologist on a mission to Mars, returns to Earth
with an artifact from the red planet. The artifact
is taken to an underground government
weapons-research facility known as Delta
Base. Delta Base, located in the Nevada
Desert, is the only facility of its kind that can
test such an object. The object is subjected
to a series of tests in an underground labo-
ratory known as Corridor 7.

During one of the tests, the object begins to
change. Most of the lab is destroyed immedi-
ately. Stunned scientists watch in horror and
amazement as short, humanoid life forms
began streaming out of the doorway created by
the artifact. In no time at all, Corridor 7 and
Delta Base are overrun, and most of the inhabi-
tants lie dead or dying.

You are elected to fly to Delta Base to investi-
gate the distress signals. Shortly after you land
at Delta Base, the intruders activate a shield
around the base. Nothing else can get in ... and
you can't get out.

Your only hope—humanity’s only hope—is to
enter Delta Base and proceed to Corridor 7
while eliminating most or all of the intruders.
There, you will try to destroy the artifact and
close the doorway that it opened.

You realize that the element of surprise is in
your favor, but the odds are against you. You
hope there are resources inside Delta Base that
you can use.

You unsling your Close Assault Weapon (C.A.W.),
lower your visor, and walk through the door.




The Game

Corridor 7 takes you through multiple levels of
an alien-infested building. You start at level 1
and work to level 30 or 40, depending on
whether you are playing the disk or CD version
of the game (see “Corridor 7 CD Differences”).

As you work your way down, you will encounter
many aliens of different sizes and abilities. You
will gather strength and resources from inside
Delta Base. Through sheer guts and cunning,
you will crush the alien invasion.

The Book

This book is designed to help you be victorious
and get the most out of the game. The book
first leads you through the process of installing
Corridor 7 and then shows you how to run the
game with various options.

Detailed information is provided on the various
weapons, resources, and enemies to make
sure that you use the right tool for the right job.

The book leads you through all the levels (the
30 original levels and the extra 10 CD levels),
providing tips that can make your job easier.

The “Strategy and Tips” section provides more
helpful hints that you can use to get through
Delta Base alive.

Last but not least, you'll learn the ins and outs
of network and modem play, as well as where
to find more information on Corridor 7.

Pick up your gear, and let's get started!




This book covers the original floppy disk ver-
sion of Corridor 7 as well as the new CD-ROM
version. This section details the major changes
in the CD version; subtle and individual
changes are noted throughout the book.

When | mention something that is par-
ticular to the floppy disk version, a H

small picture of a floppy disk
appears next to that text.

When | mention something that is par-
ticular to the CD version, a small picture o
of a CD-ROM disk appears next to that

text.

Major Differences

The CD version of Corridor 7 has all the fea-
tures of the original disk version, as well as the
following features:

Three new weapons
Three new aliens

Several new wall textures, including some
animated (moving) textures

¢ Blue security force fields do not hurt you
when activated

¢ Ten new levels beyond Corridor 7, on the
aliens’ home world

&




@ Alien transporters on levels 31 through 40
(the alien-world levels)

Network and modem play, so that you can
play Corridor 7 against your friends

Animated sequences at the beginning and
at key locations throughout the game

¢ Digitized voices for Delta Base's computer
and the aliens

Note: Installation of the CD version is more
extensive; you can install all of the game or
only part of it. (The Full Install option takes 6M
of space on your hard disk, and the Normal
Install option takes only 2M.) You also can
install the game on a network.



versions:

Computer
Memory

Video

Hard disk
Operating
system
Sound card

CD-ROM
drive

Joystick/
mouse

Disk

386

2M RAM,
590K free
VGA

8M free space
MS-DOS 5.0

AdLib,
SoundBlaster,
Sound Blaster
Pro, Logitech
Soundman,
SoundBlaster-
compatible
board

Not required

Recommended

Before playing Corridor 7, you must install it on
your hard drive. The installation processes for
the floppy disk and CD versions of the game
are very different, so this chapter covers the
processes separately.

Before installing the game, you should make
sure that your computer meets or exceeds
the basic hardware requirements for
Corridor 7. The following table outlines the
minimum requirements for the disk and CD

CcD

386 (25 MHz)
2M RAM,
590K free
VGA

8M free space'
MS-DOS 5.0

AdLib,
SoundBlaster,
SoundBlaster
Pro, Logitech
Soundman,
SoundBlaster-
compatible
board

Required”

Recommended

"May require less, depending on installation option.
A double-speed drive or better is recommended.




H Installing the Floppy
Disk Version

To install the floppy disk version of Corridor 7,
you must have at least 8M of free disk space.
More disk space is necessary if you want to
save games; at least 1M of free space is rec-
ommended.

To install the game, follow these steps:
1. Place the disk labeled Disk 1 in your disk

drive.

2. Atthe DOS prompt (typically, c:\>), type
a:install.

Note: If you put the disk in your B drive,
type b:install instead.

3. Type | and press Enter to begin installation,
as shown in the following figure.

F'.n ridor 7 Version 3.2M

#+ JRESS ENTER KEY AFTER ALL RESPONSES oe

Pross | to Iestall or E to Exit 7 |

4. The installation program asks you what
drive you want to install Corridor 7 on. Type
the letter of the drive and then press the
Enter key.
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If you want to install the game on your C drive, for
example, type the letter C and then press Enter.

Note: If you specify a drive that does not exist or that
will not work with the game, the install program tells you
about the problem.

5. Next, you need to tell the install program what directory
you want to install the game in. The default is \corr7;
press Enter if this directory is where you want to install
the game. If not, type the name of the directory where
you want to put Corridor 7, and then press Enter.

6. Before starting the installation, the program asks you
this question:

OK to install Corridor 7 to C (Y/N)?

If you are sure, press Enter to accept the default
answer, Yes. If you are not sure, type N and then press
Enter; the install program stops.

7. The program copies the files to your hard drive. At one
point, the program prompts you to insert Disk 2. Take
Disk 1 out of the drive, insert Disk 2, and type Y to con-
tinue the installation.

8. When the installation is complete, the install program
displays this message:

<<< ALL FILES SUCCESSFULLY TRANSFERRED >>>
Press Enter twice to end the installation program.

9. Ahelp file may be displayed after installation is com-
plete. This file explains things that have changed since
the manual was printed. Press the PgUp and PgDn keys
to move through the file; press the Esc key to exit.
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Setting up the Floppy Disk Version H

After the install program finishes, the setup program runs
automatically. This program uses a simple menu interface,
shown in the following figure, to set up Corridor 7.

CORRIDOR 7 SETUP }"

»

ACTIVATE CIRLS

CUSTOMIZE CTRLS
TOF & SCORES

STOUND SETTINGS
EXIT » SAVE

Press the up- and down-arrow keys to move the highlight
(the triangles on either side of a menu item) to the item that
you want to select, and then press Enter.

Follow these steps to set up Corridor 7 on your computer:

1. From the main menu, use the arrow keys to move to
ACTIVATE CTRLS, and then press Enter. A small box
appears, enabling you to indicate whether you will use a
mouse or a joystick with Corridor 7.

2. Highlight uoysT1ck or mouse, and press Enter to toggle the
selection between on and orr. Turn on the JovsTick if you
want to use a joystick with Corridor 7; turn on the mousk if

you want to use am

ouse.

When you finish making your selection, highlight sack To
MaIN MENU and press Enter.
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3. If you want to customize the way that the mouse, joy-
stick, or keyboard works with the game, highlight cus-
ToMIZE cTALS and press Enter. A small box pops up,
enabling you tO SET KEYBOARD KEYS, SET MOUSE BUTTONS, OF
SET JOYSTICK BUTTONS.

¢ To set keys on the keyboard to perform specific
actions, highlight set kevsoaro kevs and press Enter.
The default keys appear next to the actions that they
perform. Most key names are abbreviated; up Arw
means the up-arrow key, rsiIFT means the right Shift
key, and so on.

Use the arrow keys to move to the action that you
want to change, and press Enter. Then press the key
that you want to use for that action. To use the left
Shift key for run, for example, move to run, press
Enter, and then press the left Shift key. The descrip-
tion of the key now reads LsH1FT (left Shift key).

When you finish setting keys, highlight o sack and
press Enter.

¢ To set the mouse buttons, highlight seT wouse BUTTONS
and press Enter. The default buttons appear next to
the actions that they perform.

Use the arrow keys to move to the action that you
want to change, and press Enter. Then click the
mouse button that you want to use for that action. To
use the left button for r1re, for example, highlight
FIRE, press Enter, and then click the left mouse but-
ton. The button description changes to LErT.

When you finish setting mouse buttons, highlight co
Back and press Enter.

¢ To set the buttons on your joystick, highlight seT Joy-
STICK BUTTONS and press Enter. A small box pops up to
enable you to change the joystick buttons.

Note: The floppy disk version of Corridor 7 supports
only two joystick buttons.

b
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The joystick-settings box works differently from the
keyboard and mouse settings boxes. You pick the
button you want to define and then select an action,
instead of picking an action and then assigning a key
or button.

To use button 1 to run, for example, highlight Joy sur.
Ton 1 and press Enter. Then press button 1 on the
joystick to change the action. Each press of the but-
ton moves to a different action. Press Enter when the
correct action is displayed.

When you finish setting joystick buttons, highlight 6o
Back and press Enter.

4. When you finish customizing controls, highlight sack 1o
MAIN MENU and press Enter.

5. If you want to see the current top-five scores, highlight
ToP FIve scores and press Enter. Press Enter again to
return to the main menu.

6. If you want to customize the way that Corridor 7 uses
sound, highlight souno seTTings and press Enter. A small
box appears, enabling you to customize the sound
options.

@ To turn the background music on or off, highlight
BACKGROUND Music and press Enter. Highlight souno-
BLASTER Or ofFf and press Enter. Highlight o sack to
return to the souno box.

The background music can add to
the mood when you play Corridor 7.
Some people, however, find the
music distracting. Try playing with
the music first. You can always run
the setup program again and turn

the music off if you find that you
don’t like it.
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@ To configure sound effects, highlight souno EFFecTs
and press Enter. Highlight SoUNDBLASTER, PC's SPEAKER,
or ofr, and then press Enter. Highlight co sacxk to
return to the SOUND box.

¢ To configure digital effects (if you have a
SoundBlaster or compatible sound card), highlight
DIGITIZED EFFECTS and press Enter. Highlight sounp-
BLASTER Or oFF, and then press Enter. Highlight co Back
to return to the SOUND box.

Corridor 7 uses the BLASTER envi-
ronment variable to indicate what
interrupt and I/O port to use when
the game talks to your SoundBlaster
or compatible sound card. Make

sure that your AUTOEXEC.BAT file
contains a line similar to sLasTer=-a220
17 b1 W5 p3ze 6. For more information
about the BLASTER variable, see
your sound-card documentation.

7. After you configure the sound options, highlight sack 1o
MAaIN MENU and press Enter.

8. After you set all the options, highlight ex17/save and
press Enter. The setup program enables you to save or
ignore your changes; highlight the option you want and
press Enter.

@ save saves your changes and exits the program.

@ aqurrt exits the program without saving your changes.

@ canceL returns you to the setup program’s main menu
so that you can make more changes.

9. The setup program ends, and you return to the DOS
prompt. At this point, you are ready to play Corridor 7.

—46—————— - — -
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Note: You can run the setup program at any time to
make changes. From the directory in which you installed
Corridor 7, type setup and press Enter. Then follow the
steps outlined in this section to make changes.

To play the game now, type CORR7 and press Enter. If you
encounter any problems in running the game, see the
“Troubleshooting Guide" later in this book. For additional
information about running Corridor 7 (including command-
line options), turn to the next chapter, “Starting Corridor 7."

Installing the CD Version Q

Installing the CD version of Corridor 7 is a bit more complex
than installing the floppy disk version. The CD version gives
you three installation options:

@ Normal. This option requires 2M of hard drive space and
uses the CD drive to access most of the graphics.
Although it conserves hard drive space, this option can
cause Corridor 7 to run more slowly.

@ Full. This option, which requires 6M of hard drive space,
runs only the animations and minimal graphics from the
CD. This option uses more hard drive space, but it
makes the game run more smoothly.

Note: When you exit a game that was installed with the
Full option, files are deleted from the hard drive to con-
serve space. The next time you run Corridor 7, the CD
must be in the CD-ROM drive so that the files can be
copied to the hard drive again. You can choose an
option to keep the files on the hard drive, however. For
more information, see “Starting Corridor 7" later in this
book.

¢ Network. This option, which installs the game for net-
work play, uses the same amount of disk space as the
Full option.
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Note: You do not have to install the game twice—once for

Full or Normal and once for Network. If you think that you

might ever use the Network option, use the Network installa-

tion. For more information on controlling which version (solo

gr n:twork) you run, see “Starting Corridor 7" later in this
00K.

Note: You do not have to use the Network option if you are
going to play over a modem. Use the Full install instead.

Whether you choose to use the Normal, Full, or Network
option, the installation process is the same. To install
Corridor 7, follow these steps:

1. Place the Corridor 7 CD in your CD-ROM drive.

2. From the DOS prompt, type d: and press Enter. (You
should replace the d with the drive letter assigned to
your CD-ROM drive. If your CD-ROM drive is E, for
example, type E: and press Enter.)

3. Type install and press Enter. The main installation
screen appears, as shown in the following figure.

AT BT AT ST BT
";:)“: ‘:".\::5':-).“’.' {

CURRENT INSTALL CONF IGURATION

T or | to choose, < to selecl

A B T R R B A R TR A R SR YL AT AR 5 525
R S A R R

Corridor 7 Installation utility by Les Bird
Copyr lght 1994 IntraCorp, Inc.

\ A
R TR T E RO N S BORR R P ST
R S T S R A S D N R T R R e 8 L F R R R R L A S R S L R R AR S L
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. The default installation installs the game, with the
Normal option, on drive C, in the directory \CORR7CD.
If you want to accept the default, skip to step 8.

. To change the drive on which Corridor 7 will be installed,
press the up- and down-arrow keys to highlight change
Install Drive, and then press Enter. The install program
displays the drives on your system. Highlight the drive
you want to use and press Enter.

. To change the directory in which Corridor 7 will be
installed, press the up- and down-arrow keys to highlight
Change Install Path, and then and press Enter. Type the
name of the directory in which you want to install the
game, and press Enter. If you want to install Corridor 7
installed in the directory \GAMES\CORR7CD, for exam-
ple, type \games\corr7cd and press Enter.

. If you prefer a Full or Network installation, press the up-
and down-arrow keys to highlight change Install Type,
and then press Enter. The install program displays the
three installation options; highlight FuLL or neTwork and
press Enter.

Note: The Network installation option enables you to
specify drives other than C and D by using the change
Install Drive option. Although you can specify any drive
letter from C to Z, make sure that you specify a drive
that exists; otherwise, you get an error message.

. To begin the installation, press the F10 key. The installa-
tion program installs the game on the drive and in the
directory that you specified.

. When the installation finishes, the install program dis-
plays the following message:

Installation SUCCESSFUL <press a key>

Press Enter to end the installation process and return to
the DOS prompt.
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Q Setting Up the CD Version

After installing the CD version of Corridor 7, you must run
the setup program to configure the game for your hardware.
To start the setup program, type setup at the DOS prompt,
and then press Enter.

The setup program's main menu displays the current set-
tings, as shown in the following figure. You make changes by
pressing the arrow keys to highlight an option and then
pressing Enter to select that option.

TCURRENT CONFIGURATION:

"CONF IGURATION DPT IONS

Corridor 7 Setup utility by Les Bird - Copyright 1994 IntraCorp, Inc.

To configure the game for your hardware, follow these steps:

1. Highlight conTROL configuration and press Enter. A small
box appears, showing each control option (JoysTIck,
MOUSE, and KEYBOARD).

2. If you want to configure the joystick, highlight sovsT1ck
and press Enter. The setup program displays a small
CONFIGURE BUTTONS box. This box shows the active config-

20— ———————————
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uration (JovsTick, GAMEPAD, Or oFF) and the current setting
for each button.

€ Highlight JoysTick and press Enter to specify the joy-
stick control that you want to use. If you have a nor-
mal joystick, choose Joystick on. If you have a Gravis
gamepad (or another multibutton gamepad), choose
GAaMEPAD ON. If you don’t want to use a joystick, choose
JOYSTICK OFF.

¢ Highlight each button that you want to define, and
then press Enter. An acrions box appears, showing
the actions that you can define for the button. You
can choose No Action, Fire Weapon, Use/Open, Strafe,
Run, Drop Mines, Visor, and map. Highlight the actions
you want and press Enter.

3. When the joystick is configured the way you want it,
press Esc to return to the conFIGURE CONTROLS bOX.

4. If you want to configure the mouse, highlight mouse and
press Enter. A small box appears, showing the status of
the mouse (on or orF) and the current button configura-
tion.

€ To activate or deactivate the mouse, highlight mouse
and press Enter. Then choose Mouse ON Or MOUSE OFF.

¢ To define the action for each button, highlight the
appropriate button and press Enter. An acT1ons box
appears, in which you can choose the action that you
want to assign to the button. You can choose no
Action, Fire Weapon, Use/Open, Strafe, Run, Drop
Mines, Visor, OF Map. Highlight the action you want and
press Enter.

5. When the mouse is configured the way you want it,
press Esc to return to the conFIGURE CONTROLS DOX.

6. To configure the keys on the keyboard, highlight keysoaro
and press Enter. A box appears, showing the various
actions possible in the game and the keys that are cur-
rently defined.

—— D —
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¢ Highlight the action that you want to change and
press Enter; then press the key that you want to per-
form the action. To change the run action to the left
Shift key (my preference), for example, highlight aun,
press Enter, and then press and release the left Shift
key. The run action now displays LsHIFT.

7. When the keyboard is configured the way you want it,
press Esc to return to the conFIGURE CONTROLS bOX.

8. After you configure the controls, press Esc to return to
the main menu.

9. To configure the music choices, highlight music configu-
ration and press Enter. A small music box appears,
enabling you to configure the way that the music is
played. You can choose AdLib, CO Music, OF NONE,

¢ If you prefer to play the game without background
music, chooSe NONE.

¢ If you have a SoundBlaster or compatible digital
sound card, you can choose co Music. This option
causes your sound card to play a digitized version of
the music directly from the CD during game play. The
quality of the music is high, but if you have a slower
machine, you may notice a slowdown in perfor-
mance.

Corridor 7 uses the BLASTER envi-
roment variable to indicate what
interrupt and I/O port to use when
the game talks to your SoundBlaster
or compatible sound card. Make
sure that your AUTOEXEC.BAT file
contains a line similar to ser

BLASTER=A220 I7 D1 H5 P330 76. FOr more
information about the BLASTER
variable, see your sound-card docu-
mentation.
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¢ If you have an AdLib or compatible sound card (most
SoundBlaster cards can emulate an AdLib card),
choose the adLio option. The sound is not as crisp as
it is with the co music option, but the game may play
more smoothly.

The background music can add to
the mood when you play Corridor 7;
the co wmusic option is especially well
done. Some people, however, find

the music distracting. Try playing
with the music first. You can always
run the setup program again and
turn the music off if you find that
you don’t like it.

10. Highlight your mus:c choice, and press Enter to select
that option and return to the main menu.

11. If you want to configure the way sound effects are
played in the game, highlight souno configuration and
press Enter. A souno box appears, enabling you to
choose how the sound effects will be played. You can
choose NONE, PC Speaker, AdLib, OF SoundBlaster.

¢ You will seldom, if ever, choose to play without sound
effects. Choose none, however, if you do not want to
hear anything—doors opening and closing, gun-
shots, alien noises, and so on.

¢ If you don't have a sound card or are experiencing
problems with the sound effects, choose pc sSpeaker.
The sounds will be very arcade—like, and some
sounds will be indistinguishable from others, but you
will have sound effects.

¢ If you have an AdLib card but not a SoundBlaster,
choose AdLib. (You also may want to choose adLib if

D5=
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you encounter problems with sound effects in the
game.)

¢ If you have a SoundBlaster or compatible card,
choose sound Blaster. This option gives you the best-
quality sound effects.

12. Highlight your sounp choice, and then press Enter to
select that option and return to the main menu.

13. When you finish configuring the game, press the F10
key. An exiT setup box appears, giving you the choice of
saving your changes or exiting the setup program with-
out saving. Choose save to save your changes and exit.
Choose ex1T to exit without saving.

The setup program ends, and you return to the DOS
prompt. At this point, you are ready to play Corridor 7.

Note: You can run the setup program at any time to make
changes. From the directory in which you installed Corridor
7, type setup and press Enter. Then follow the steps out-
lined in this section to make changes.

To play the game now, type CORR7 and press Enter. If you
encounter any problems in running the game, see the
“Troubleshooting Guide" later in this book. For additional
information about running Corridor 7 (including command-
line options), turn to the next chapter, “Starting Corridor 7.”

e
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Now that you have installed the game, it's time
to get down to business and start eliminating
the alien threat. This chapter takes you through
the process of starting and exiting Corridor 7,
and also covers the various options that you
can access from the main menu.

Starting the Disk H
Version

To start the floppy disk version of Corridor 7,
follow these steps:

1. At the DOS prompt, type c¢: and press
Enter. (Type a different letter if you didn't
install the game on the C drive.)

. Type cd directory (directory is the direc-
tory in which you installed the game) and
press Enter. If you installed the game in the
default \CORRY7 directory, for example,
type cd \corr7 and press Enter.

. Type corr7 and press Enter. The main title
screen appears.

. To start the game, press Enter. To watch
the opening sequence and see the story to
this point, just sit back and watch. The
opening credits and sequence repeat until
you press Enter.




Q Starting the CD Version

To start the CD version of Corridor 7, follow
these steps:.

1. At the DOS prompt, type ¢: and press
Enter. (Type a different letter if you didn't
install the game on the C drive.)

2. Type cd directory (directory is the direc-
tory in which you installed the game) and
press Enter. If you installed the game in the
default \CORR?7 directory, for example,
type cd \corr7 and press Enter.

3. Type corr7 and press Enter. The main title
screen appears.

4. To start the game, press Enter. To watch
the opening sequence and see the story to
this point, just sit back and watch. The
opening credits and sequence repeat until
you press Enter.

Using a Boot Disk

If you find you do not have enough memory to
run Corridor 7, or to run the game in full-screen
mode, you might need a boot disk. See the
“Troubleshooting Guide” section later in this
book for more information on using a boot disk.

Options for Starting
Corridor 7

When you start Corridor 7, you can use a few
command-line options to control the way the
game uses memory, to access the cheat codes,
and so on.
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Instead of just typing corr7 to start the game, you can add a
parameter or two before pressing Enter. Typing corr7
noems, for example, prohibits Corridor 7 from using any
EMS memory.

The following sections list the parameters that you can use
with Corridor 7. You can use as many or as few parameters
as you like, so long as no two parameters conflict.

HIDDENCARD

Use this parameter if Corridor 7 refuses to run and displays
a message that recommends using this parameter.

KEEPFILES

After running, Corridor 7 normally deletes large files from the
hard drive to conserve space. This procedure means that the
game has to recopy the files from the CD-ROM every time
you want to play it.

The KEEPFILES parameter causes Corridor 7 to leave all
files on the hard drive. This parameter causes the game to
take up considerably more space, but it eliminates the long
delay while the files are copied each time you run the game.

LEVEL1DIAGNOSTIC

This parameter puts Corridor 7 in diagnostic mode, which
enables you to access the cheat keys to increase your
score, walk through walls, turn on god mode, and more. For
information on the cheat codes, see “Secrets and Cheats”
later in this book.
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LOCAL

This parameter tells Corridor 7 to look for files on the local
hard drive instead of on the CD. Use this parameter in con-
junction with the Full installation option and the KEEPFILES
parameter.

NETWORK

This parameter enables network play. Use this parameter to
start a network game.

Note: This parameter generally is used along with the
LOCAL and KEEPFILES parameters.

NOEMS

This parameter stops Corridor 7 from using EMS (expanded)
memory. Use this parameter to force the game to use
extended memory. You may want to use this parameter if
your expanded memory driver is not fully compatible with
Corridor 7 or if you experience problems with sound.

Note: For Corridor 7 to use Expanded memory, you must
have an expanded memory driver loaded.

Note: The CD version of Corridor 7 requires a minimum
256K of EMS to play the animation sequences. °

NOWAIT

This parameter causes Corridor 7 to skip the introductory
screens and proceed directly to the main menu.
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NOXMS

This parameter stops Corridor 7 from using XMS (extended)
memory. Use this parameter to force the game to use
Expanded memory, if it is present. You may want to use this
parameter if you experience problems with sound.

IntraCorp recommends that you
start Corridor 7 with both the
NOXMS and NOEMS parameters if
you experience problems with
sound. Although this procedure

cures most sound problems, it can
slow the game significantly. Usually,
you can use only one of these para-
meters to cure sound problems; try
using each of them separately
before using both.

Running Solo and Network Play
from One Installation

Installing the game with the Network option enables you to
play both solo and networked. You also can run a network
from a Full installation by typing the following command:

CORR7CD LOCAL NETWORK KEEPFILES <any other parameters>

The Main Menu

The Corridor 7 main menu is where you start or continue all
your games. The following section covers all the options in
the main menu that help you get into the game.
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To use the main menu, press the up- and down-arrow keys
to position the red arrow next to the option you want to
choose, and then press Enter. To back out of any choice or
to return to the main menu, press Esc.

Note: You also can use the mouse or joystick to move the
arrow and then click the left mouse button or joystick button
1 to choose an option.

When you are playing Corridor 7,
you can press Esc to go to the main
menu.

New Mission

This option starts a brand-new mission. Choosing this option
takes you to a screen that enables you to choose your rank,
which determines how difficult the game will be.

After you choose a rank, Corridor 7 places you at the
entrance to Delta Base, and the game begins.
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Note: Choosing either the Network option or the Modem
option requires you to make additional choices before game
play begins.

Corporal
2

Corporal is the easiest option. When you choose this rank,
you face fewer aliens, and you start with a full map of each
floor and a suit of body armor. Additionally, you have to elimi-
nate only 10 percent of the aliens on a floor to gain access to
the elevator.

This rank is recommended for first-time gamers and people
who want to get a feel for the Corridor 7 controls and envi-
ronment. Serious gamers should not use this level; it pro-
vides little (if any) challenge.

{ Lieutenant

This option is a bit harder; you face more aliens, and you
start with a full map of each level but no body armor. You
have to eliminate 75 percent of all aliens on a floor to gain
elevator access.

This rank is fairly challenging and is recommended for inter-
mediate gamers, as well as for people who don’t want to
have to hunt down all the aliens on each floor but still want to
play a challenging game.

D:ﬂ Captain

This option provides the best balance of play. This rank has
more aliens than the two preceding ranks. You don't start
with anything but your C.A.W. and Taser, and you have to
e:iminate all the aliens on a floor before you can access the
elevator.

e
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Most gamers should choose this rank. You must work for
everything, and the aliens are plentiful and deadly—but
strong nerves, brains, and straight shooting can help you
overcome the odds.

Major

This option is the highest setting, providing the greatest chal-
lenge. This rank produces the greatest number of aliens, and
they will be harder to kill. You start with the C.A.W. and
Taser; you must work for everything else.

This rank is recommended for players who like to sweat and
bleed over their games, as well as for those who want
intense target practice to improve their sKkills.

President

This option creates random placement of all items and aliens
at each level, making each game significantly different. Each
alien or item is placed a random distance from its normal
location. Play level is equivalent to Major; the aliens are a bit
stronger, however, and some floors may have fewer aliens.

After choosing President, you will be presented with a slide
control to set how random you want the level to be. Setting
the RANDOMIZATION FACTOR higher places aliens and
equipment further away from their normal starting location.
Setting the factor lower places aliens and equipment closer
to their normal starting position.

Use this option to keep the game new and exciting or to
practice between other games. Proceed at your own risk!
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Network

Use this option to start a network game in which you play
against your friends. Each person gets to choose the alien
(or Marine) that he or she wants to play. For more informa-
tion, see “Corridor 7 Network Play” later in this book.

Network Teams

This option is the same as Network, except that players who
play the same alien (or marine) play as a team. You cannot
kill other members of your team. Scores are tallied for the
team instead of for individual players. For more information,
see “Corridor 7 Network Play"” later in this book.

Modem

This option enables you to play against one other player
across a serial link or modem connection. Both of you get to
decide which alien (or marine) to play. The rules are identical
to those of the Network option. For more information, see
“Corridor 7 Network Play” later in this book.

Adjust Audio/Visual

This option enables you to set the screen size, as well as the
volume of the music and sound effects.

You operate each control the same way. Use the arrow keys
to highlight the control that you want to change, and then
use the arrow keys to adjust the control.
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You can also use the joystick or
mouse to move between and adjust ‘

the controls. )

¢ Moving the screen s1ze control to the right increases
the size of the screen display; moving the control to the
left decreases the display size. If the game seems to run
slowly, try decreasing the screen size slightly.

Note: If you can’t move the screen s1ze control all the
way to the right, you don’t have enough memory to run
the game at a larger screen size. Free more memory
and try again.

¢ Moving the music voLume control to the right increases the
volume of the background music; moving the control to
the left decreases the volume. Use this control in con-
junction with the p1ciTizeo voLume control to balance the
music with the sound effects; you should be able to hear
the sound effects easily.

Note: This control has no effect if you used the setup
program to turn off the music.

¢ Moving the p1ciTizeo voLume control to the right increases
the volume of the digitized sound effects; moving the
control to the left decreases the volume.

Note: This control has no effect if you used the setup
program to turn off the sound effects or if you are using
the PC SPEAKER.

After adjusting all the sounds, press Enter to save the set-
tings or Esc to abandon them. You return to the main menu.
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Adjust Audio

This option enables you to adjust various sound options for
the game. Each type of source or output has its own control.

You operate each control the same way. Use the arrow keys
to highlight the control that you want to change, and then
use the arrow keys to adjust the control.

You can also use the joystick or
mouse to move between and adjust
the controls.

Moving a control to the right increases the volume; moving it
to the left decreases the volume.

¢ The ru mus1c voLume control adjusts the volume of the
AdLib music. If you are not using the AdLib setting for
music (you choose this setting through the setup pro-
gram), this control has no effect.

¢ The souno Fx voLume control adjusts the volume of sound
effects, such as gunfire and opening doors. If you dis-
abled sound effects (through the setup program), this
control has no effect.

€ The co music voLume and LINE-IN VOLUME controls adjust
the volume of the CD music. Use the LINE-IN vOLUME CON-
trol if your CD-ROM drive plugs into the line-in jack of
your sound card; otherwise, use the co music voLuMe con-
trol. If you are not using the co music setting (you choose
this setting through the setup program), these controls
have no effect.

¢ The masTer voLume control adjusts the volume of all the
sounds. Use this control to adjust the sounds according
to your environment. If you are playing in a noisy room,
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for example, you can use this control to boost all the
sounds.

Note: Three additional controls appear if you are using the
co MusIc option; pLAY, skiIp, and stop. These controls operate
the CD-ROM player much like the controls of an audio CD
player. Highlight pLay and press the space bar to start the CD
music. Highlight sk1p and press the space bar to skip to the
next music track. Highlight stor and press the space bar to
stop the CD music.

After you adjust all the sounds, press Enter to save the set-
tings or Esc to abandon them. You return to the main menu.

Adjust Visual °

This option enables you to adjust the size of the display on
which the action takes place.

Moving the screen s1ze control to the right increases the size
of the screen display; moving the control to the left decreas-
es the display size. If the game seems to run slowly, try
decreasing the screen size slightly.

Note: If you can’t move the screen s1ze control all the way to
the right, you don’t have enough memory to run the game at
a larger screen size. Free more memory and try again.

Press Enter to save your changes or Esc to abandon them.
You return to the main menu.

Retrieve Mission

This option enables you to restore a previously saved mis-
sion. From the Retrieve Mission screen, highlight the name
of the mission that you want to retrieve, and press Enter. The
mission loads, and you return to the point in the game at
which you saved that mission.
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Store Mission

This option enables you to save a mission to disk for later
retrieval. Choose the slot in which you want to save the mis-
sion, and then press Enter. Type up to 21 characters to iden-
tify the saved mission, and then press Enter.

Note: The description - available - means that the slot has
not been taken yet. You can use an available slot or over-
write an existing saved game.

Use this option (or the quick-save
key, F8) often. If you die unexpect-
edly, you can retrieve the game from

a point shortly before your death. It
can be frustrating to have to restore
a mission that you saved long ago
and then replay a whole floor or two.

The CD version includes an auto-save feature that saves the
game every time you use the elevator. The game is saved in
the last position on the Save Mission screen and is titled
Autosaved at level x (x is the last level that you entered).

Resume Current Mission

This option takes you back to the current game if you
pressed Esc to go to the main menu.
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Abort Current Mission

This option displays the prompt end current game (Y/N)?. If
you type Y, the current game ends (without being saved),
and you return to the title screen. If you type N, you return to
the main menu, and the current game remains intact.

High Scores

This option displays the top seven scores. Press Enter to
return to the main menu.

Exit Building

This option displays the prompt exit building (Y/N)?. If you
type Y, the current game ends (without being saved), and
you return to DOS. If you type N, you return to the main
menu, and the current game remains intact.

SO =



Now that you know how to get into Delta Base,
pick up your equipment and get acquainted with
the correct way to handle it. Let's start with
what you see on your heads-up display.

The Display

All the information that you need is right
before your eyes, courtesy of the visor in
your helmet. The display does vary, according
to whether or not you are running Corridor 7 in
full-screen mode. (For information on how to
configure Corridor 7 for full-screen mode, refer
to “Installing and Setting Up Corridor 7" earlier
in this book.)

Note: The screens are identical in the floppy
disk and CD versions.

The following screen shows the full-screen
mode. You can switch between views by choos
ing the Adjust Audio/visual Option (Adjust Visual
in the CD version) from the main menu. Setting
the screen size to maximum produces the fol-
lowing screen.

The information displayed in these screens can
be broken down into 11 items, as the following
sections explain.




Health Ammo/ Visor Aliens Proximity
Level Energy Level Energy Remaining Map

Armor Proximity Pass Weapon Floor Score
Leval Mines Cards In Hand Level

Health Level

This number represents how healthy or how
close to death you are. When the number
reaches 0, you die, so keep it as high as possi-
ble.

As you take damage during the game, this
number decreases. To increase your health,
pick up Medic Packs or Adrenaline, or use a
Health Chamber. (See “Resources—Weapons,
Ammo, and More” later in this book for more
information on items you can use to increase
your health.)

Armor Level

This number represents the remaining strength
of your body armor. When you first pick up body
armor, it has a strength of 200. As you take
damage, this number decreases, but your
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health does not take as much damage when you have
armor. When this number reaches 0, your armor is destroyed
and stops being effective. (See “Resources—Weapons,
Ammo, and More” later in this book for more information on
body armor.)

Ammo/Energy Level

This number represents how much ammo or energy you
have for your weapons. If you have an Earth weapon in your
hands (C.A.W., Shotgun, or M343), this number represents
the ammo that you have for human (projectile) weapons. If
you have an alien weapon in your hand (Dual Blaster,
Plasma Rifle, Assault Cannon, or Disintegrator), this number
shows how much energy you have to power energy (alien)
weapons.

When this number reaches 0, you are out of ammo for the
selected weapon (and for all other weapons of its type). To
increase your ammo, use the ammo dispensers built into the
walls of Delta Base, or pick up energy cells. (For more infor-
mation on ammunition, see “Resources—Weapons, Ammo,
and More” later in this book.)

Proximity Mines

This number shows how many proximity mines you are car-
rying. You can carry a maximum of 25 mines; each box that
you find contains 25.

Each time you drop a mine, the message Mine dropped nn
1eft appears in your display (nn is the number of mines that
you are still carrying), and the number of mines is reduced
by one. (For more information on mines, see “Resources:
Weapons, Ammo, and More” later in this book.)
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Visor Energy

Your visor includes night vision and infrared modes to help
you see your targets more clearly. These modes are pow-
ered by a special battery. You start with a battery that has
100 units of energy. While your visor is in night-vision or
infrared mode, it draws energy at the rate of 1 unit per sec-
ond. When this number reaches 0, you no longer can use
the special modes of your visor.

Pick up extra visor batteries from special dispensers in Delta
Base for more energy. (See “Resources: Weapons, Ammo,
and More" later in this book for more information on visor
batteries.)

Pass Cards

Three types of doors appear throughout Delta Base: unse-
cured, blue-level, and red-level. Unsecured doors have a
yellow-and-black border and can be opened at any time.
Blue- and Red-Level doors have a blue or red border,
respectively; you need special access cards to open them.
Security doors have blue beams, and they do damage.

You can pick up cards from special security computer termi-

nals on each level. When you acquire a card, its picture

appears in this area. The proximity map also appears here

when you pick it up. (For more information on pass cards,

gee’:l;lesources: Weapons, Ammo, and More” later in this
0OK.

Weapon in Hand

This display shows which weapon you currently are holding,
ready to fire. When you start the game, you have the C.A.W.
and Taser. As you wander through Delta Base, you can pick
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up additional weapons. Switch weapons by typing the appro-
priate numbers: 1-5 for the floppy disk version and 1-8 for
the CD version. (See “Resources—Weapons, Ammo, and
More" later in this book for more information on weapons.)

Aliens Remaining

This display shows the number of aliens that are still alive on
the current floor. If you are playing the game at the Captain
skill level or higher, this number must be 0 before you can go
to the next level.

Floor Level

This display shows the current floor level. You start at level 1
and progress to level 30 (floppy disk version) or level 40 (CD
version).

Score

This display shows your score, thus far, in the game. Each
alien that you kill, each floor that you complete, and each
bonus level that you complete add to your score. (For more
information about scoring kills, see “The Bad Guys" later in
this book.)

Proximity Map

Your visor has a built-in proximity map—a kind of motion
detector. This map shows your current location, the locations
of any mines that you may have dropped, and the locations
of any moving aliens.
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When you start a level, the map shows only a small area
around your current location. Most levels have a floor map
that you can pick up, expanding the proximity map’s range to
show the entire level.

You can toggle the map display on and off by pressing the
Tab key.

The Controls

You can use three controls to move around in Corridor 7: the
keyboard, a mouse, and a joystick.

You also can use the keyboard to control special features
and functions, and you can define the joystick and mouse
buttons to use these features and functions.

The following sections explain the special features or func-
tions and provide alternative ways to use them. At the end of
this section is a table of all the keys and buttons and their
uses.

Note: This section covers the default settings for keys and
buttons. For information on changing these default settings,
see “Installing and Setting Up Corridor 7" earlier in this book.

Movement

You can move in two directions in Corridor 7: forward and
backward. You also can turn right and left, moving to any
place on the map.

The following table describes how the different controls oper-
ate:
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Movement Keyboard Mouse Joystick
Forward Up arrow Move Push
forward, or  forward
right click
Backward Down arrow  Move Push
backward backward
Turn left Left arrow Move left Push
left
Turnright  Right arrow Move right  Push
right
Running

You can run, moving twice as fast as normal. To run, hold
down the right Shift key as you move.

Strafing
Occasionally, it is useful to move from side to side instead of

turning in place. You can use this option to strafe (move your
line of fire rapidly from side to side).

Strafing can be very useful when
you are firing from a doorway. Slide
in and out of the doorway, using the

walls as cover, and fire back when
you are in the doorway.

Choosing Weapons

You choose which weapon you have in your hand by press-
ing the number key associated with each weapon. What
weapons are available depends on what weapons you have
acquired in the game.
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Note: Use the number keys above the letters, not the num-
bers in the separate number pad.

The following table lists the weapons and the keys that acti-
vate them:

Floppy Disk CcD
Weapon Version Version
Taser 1 1
Assault Shotgun N/A 2
M-24 C.A.W. 2 3
M-343 Mini-Gun 3 4
Alien Dual Blaster 4 5
Alien Plasma Rifle 5 6
Alien Assault Cannon N/A 7
Alien Disintegrator N/A 8

Note: The floppy disk version does not include the Assault
Shotgun, Alien Assault Cannon, or Alien Disintegrator.

Using Weapons

You fire the weapon that you currently have in your hands by
pressing the Ctrl key, clicking the left mouse button, or
pressing joystick button 1.

Each weapon fires at a different rate
and consumes ammo differently.
Practice using each weapon to get

the hang of firing a single shot, fir-
ing a short burst, and spraying a
continuous stream of ammo.
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You can drop mines (assuming that you have them) by typ-
ing m. The mine is dropped directly in front of you; move
backward quickly to get out of the mine's range.

Changing the Display
You can toggle on and off several items in the display.

Press the Enter key to toggle among the three visor modes:
normal, night vision, and infrared.

Use the Tab key to toggle the proximity-map display on and
off. Because the map does not consume energy, you usually
want to keep it on.

While playing in full-screen mode, you can toggle on and off
the score and item display (pass cards and number of aliens
left at the current level). Type s to toggle the score on and
off; type i to toggle the item display on and off.

Picking Up and Using Items
Press the space bar to perform the following tasks:

Open doors

Open Medic Pack bays

Access security computer terminals
Pick up Medic Packs

Pick up visor batteries

Use the ammo dispensers

Search for secret doors

Open secret doors
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Miscellaneous Controls

The following sections describe the keys that control the
remaining functions of Corridor 7.

Esc

Pressing the Esc key displays the main menu.

Pause

Pressing the Pause key pauses the game. Press any other
key to resume the game.

Save Mission

Press the F2 key to access the Save Mission screen,
bypassing the main menu.

Retrieve Mission

Press the F3 key to access the Retrieve Mission screen,
bypassing the main menu.

Sound Toggle

Press the F4 key to toggle sounds (gunfire, alien sounds,
doors, and so on) on and off. A message at the top of the
screen displays the current status of sounds each time you
press F4,
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Music Toggle

Press the F5 key to toggle the music on and off. A message
at the top of the screen displays the current status of music
each time you press F5.

The F5 key works only for non-CD music. The following keys
operate the CD player during normal game play:

Key Function

Alt+P Play

Alt+S Stop

Alt+F Fast Forward (next track)

Note: These keys operate like the CD controls in the Adjust
Audio screen,

Control Toggle

Press the F6 key to toggle the mouse and/or joystick on and
off. A message at the top of the screen displays the current
status of the controls each time you press F6.

End Mission

Press F7 to end the current mission. The game displays end
current game (Y/N)?. Type Y to end the game here, or type N
to continue playing. If you type Y, the game ends and your
score is displayed.

Note: Ending the game in this manner is the same as dying;
your game is not saved.
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Auto Save/Load

Press F8 to save your game quickly. The game uses the last
slot and description that you used manually.

Press F9 to retrieve the last game that you saved.

These options do not display
prompts, so use them with care. You
inadvertently could overwrite a valu-
able saved mission or restore a mis-
sion, interrupting the current one.

Control Quick Reference

The following table is a quick reference to all the keys used
to control Corridor 7.

Action is the action or feature that being performed.
Key is the default key used for the action.

Def (define) indicates whether this action can be redefined to
a different key.

Mouse/J'stick indicates whether you can use a mouse or joy-
stick button to perform this action.

Note: To use a different key or mouse/joystick button for an
action, you must run the setup program. For more informa-
tion, see “Installing and Setting Up Corridor 7" earlier in this
book.
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Action

Move forward
Move backward
Turn left

Turn right

Run

Strafe

Fire

Open/use
Map display
Drop mine
Toggle score
Toggle items
Toggle visor
Main menu
Pause

Save

Retrieve
Toggle sound
Toggle music
Toggle controls
End mission
Auto-save
Auto-retrieve
Active weapon

Key

Up arrow
Down arrow
Left arrow
Right arrow
Right+Shift
Alt

Ctrl

space bar
Tab

M

S

I

Enter

Esc

Pause

F2

F3

F4

F5

F6

F8
F9

Mouse/

Default J’stick
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only Run, Strafe, Use, and Fire on joystick buttons and only

Note: In the floppy disk version of Corridor 7, you can use l I
Forward and Fire on mouse buttons.



Hundreds of well-armed aliens are crawling
through the levels of Delta Base. You have one
security Taser, one M-24 Close Assault
Weapon, 100 rounds of ammo, one night
vision/infrared visor (with one battery), and a
proximity map. Do the odds seem a little bit
uneven?

Remember that Delta Base was a
weapons-research facility, and a military
one at that. You are bound to find
weapons, armor, and medical facilities through-
out the levels. You should be able to leverage
some of Delta Base's resources in your favor,

Before examining the alien threat, let's go over
your resources.

Proximity Map/Floor
Plan

The proximity map serves primarily as a motion
detector, showing you where the alien scum are
and what they are doing. The map can't detect
everything; some aliens remain motionless, and
others can change their shape.

When used properly, however, the Proximity
Map is one of your most valuable resources—
almost more valuable than a weapon.

Because the map doesn't use any energy, you
should keep it on at all times. Glance at it often
while moving through a level (and especially




before entering a room) so that you aren't sur-
prised by any of the aliens.

The map shows different objects in different col-
ors, as follows:

Object Map Representation
You Blue arrow

Aliens Yellow flashing dots
Mines Red flashing dots

Initially, its range being limited, your map shows
only the immediate area around you. When
(and if) you find a Floor Plan, however, your
Proximity Map will show the entire floor, includ-
ing the position of each alien.

Note: Some areas, such as mazes and ware-
houses, are hard to map and may show up on
the proximity map as gray areas. Secret areas
are not shown at all.

The expanded map makes it much easier to
strategically plan all your moves. Therefore,
you should make finding the Floor Plan a priori-
ty on all levels.

The Floor Plan generally is hidden in the floor’s
security office or in a secret room. Check these
areas carefully when you encounter them.

Hand-Held Weapons

You can acquire a variety of weapons in Delta
Base. Some will be stashed away; others will
be dropped by aliens as you cut them down.
This section describes each weapon, listing its
ammo type, its ammo consumption, and the
damage that it can do.
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. Taser

Ammo: None; self-powered
Range: Short
Damage: 0-255

This weapon emits an electrical charge of lethal force. The
Taser is self-powered, requiring no ammo, but it generally
requires many Taser hits to take down even the smallest
alien threat.

If you are using the Taser, you really like a challenge (and
enjoy dying often), or you are out of ammo. Bottom line:
Don't use this weapon unless you are out of other options

Enough said.
g Assault Shotgun
Ammo: Armor-piercing cryostate (projectile)
‘ (5 ammo points per shot)
Range: Medium

Damage: 25-350

This weapon is the latest incarnation of the standard shotgun
that has been in service for hundreds of years. Deadly at
close range, the weapon loses effectiveness at long range
and can be slow to deliver multiple shots.

Use this weapon when you are fighting the heavies in close
quarters; it can be especially deadly to the unsuspecting
Animated Probe!
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M-24 Close Assault Weapon (C.A.W.) n
4

Ammo: Standard armor-piercing projectile (1 ammo
point per shot, nonautomatic fire)
Range: Medium

Damage: 0-255

The M-24 Close Assault Weapon is the standard weapon of
today’s Marine Corps. When the trigger is held down, this
weapon delivers a lot of firepower in a very short time and is
effective against most alien foes. For the larger alien bosses,
however, you'd better have something with a bit more punch!

This is the weapon that you start out with, and it can serve
you well throughout Delta Base.

Use this weapon on the Bonus lev-
els. Your score reflects how many
projectiles hit their targets, and this
weapon can deliver the most projec-

tiles in the shortest time. Don’t
worry about wasting ammo; you get
it all back when you leave the Bonus
level.

M-343 Minigun/Tribarrel Power Blaster ‘

Ammo: 2 CM Phosphorus slugs in 3-round bursts
(1 ammo point per shot)

Range: Long
Damage: (0-255)x3

The M-343 can take out most of the lesser aliens in one shot
and is effective at long range. Keep the trigger down when
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you hose down the larger threats; the automatic fire makes
mincemeat of most aliens in no time at all.

This is a weapon! If you find an M-343, keep it well fed; it
should become your standard weapon.

Alien Dual Blaster
Ammo: Alien Energy Packs
(2 energy points per shot)
Range: Medium

Damage: 0-255

The Dual Blaster is the main weapon of the alien military.
The weapon spews a deadly stream of energy yet keeps
energy consumption at a minimum.

Although not as effective as the M-343, the Dual Blaster
does use alien charge packs. On some levels, it's easier to
find these charge packs than standard ammo.

Use the Dual Blaster to conserve normal ammo, but don’t
use it as a main weapon.

Alien Plasma Rifle

Ammo: Alien Energy Packs
(3 to 5 energy points per shot)

Range: Short
Damage: (0-255) + 25
This weapon fires a ball of plasma that explodes upon

impact. The explosion damages anything within 10 feet of
the blast.
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Although not as effective at longer ranges (the plasma loses
strength as it travels), the Plasma Rifle can be devastating at
close range; use it to burn right through the larger aliens.

Although the Plasma Rifle normally
expends only 3 to 5 energy units per
shot, it can expend many more.
When fired, the weapon initially con-
sumes 31 points before recharging.
After a second or two, the charge

results in the 3- to 5-point net con-
sumption. Do not try to fire this
weapon too fast, because it will
deplete your energy resources
quickly. Let the rifle recharge for a
second or two between shots.

Note: The Plasma Rifle's energy burst will set off any mines
that it passes over. You can use this situation to your advan-
tage; use this weapon to clear any mines that are blocking

your path.
Alien Assault Cannon
Ammo: Alien Energy Packs

(0 to 2 energy points per burst)
Range: Long
Damage: 0-255

Another must-have weapon, the Assault Cannon is a faster-
firing version of the Dual Blaster. The cannon fires a four-
round burst that devastates most targets. The weapon’s low
power consumption gives it stamina, even if you are running
low on energy.
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Use this weapon instead of the M-343 on the alien-home-
world levels (CD version only), where standard ammo is
hard to come by.

g Alien Disintegrator

Ammo: Alien Energy Packs
A (44 to 46 energy points per shot)
Range: Long
Damage: 1,000

This powerful weapon can bore a hole through most alien
hides. You can use the Disintegrator to clear a path through
a swarm of aliens, killing almost everything in sight with one
shot.

The weapon uses a lot of energy, however; keep it handy,
but do not use it as a main weapon. Use the Disintegrator to
get out of a tight situation or to blast an alien boss to Never-
Never Land.

ar | Proximity Mines

Crates of Proximity Mines are scattered throughout Delta
Base. The uses for mines are plentiful and include the fol-
lowing:

¢ Covering your back while you sneak around behind
unsuspecting aliens.

€ Stopping an alien charge dead in its tracks.
¢ Leveling an alien boss before he can get close enough
to really hurt you.

You can carry one crate of mines (25) at a time. Pressing M
drops a mine in front of you. As you move away from the

—60



Resources—Weapons, Ammo, and More

mine (backward!), it will arm itself with three short beeps.
After that, if anything comes close to the mine, it will
explode, damaging anything (or anyone) within a 15-foot
radius.

Each mine does (2-400) + 100 points of damage. This is
quite enough to kill you, so be careful!

Drop mines in doorways, hallways, and any other areas
where you suspect an alien will travel. Be careful not to drop
mines in areas that will hinder your progress if the aliens do
not set them off.

Note: Remember that you can use the Plasma Rifle to deto-
nate mines.

Sometimes, if a mine is placed right, you can get more than
one alien in the blast. You should count on killing only one
alien per mine, however. Alien bosses can brush off several
explosions before going down.

Ammunition Bays and
Alien Charge Packs

Ammunition bays are built into the walls of Delta Base.
These bays dispense standard ammunition (for the C.A.W.,
Shotgun, and M-343) in 50-round clips.

Each time you access a bay, you receive 50 rounds, up to
your current maximum load. At the beginning of the game,
you can carry a maximum 200 rounds of ammunition.

Picking up Ammo Packs can add to your maximum load (see

the following section, “Ammo Packs”).

For the alien weapons, you must pick up Alien Charge
Packs. Some aliens drop these packs when they die. You
also can find the packs scattered throughout the alien levels.
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Each charge pack gives you 100 units of energy for your
weapons. You can carry a maximum 999 units of energy (10
charge packs) at a time.

Ammo Packs

On a few levels, Ammo Packs are hidden away behind
secret passages. These packs strap to your body, allowing
you to carry more rounds of ammo. You can carry two Ammo
Packs at a time; each pack enables you to carry 500 more
rounds of ammo. (You can carry a maximum 999 rounds of
ammo with two Ammo Packs.)

Medic Packs

Delta Base has an abundance of Medic Packs stored within
its walls. These packs are stored inside blast containers. You
must open the blast shield (press the space bar to raise the
shield) before you can get a Medic Pack.

Each Medic Pack gives you 25 points of health, up to your
current maximum. You start with a maximum 100 points.
Picking up Adrenaline adds to your current maximum health
(see the following section, “Adrenaline”).

Opening a blast shield always is a
good idea, whether or not you need
the health. There’s no telling when
you may be back that way, with
aliens hot on your heels; you won'’t
have time to deal with the shield

then!
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Adrenaline n

Little bottles of Adrenaline are hidden away in Delta Base.
These bottles increase your health by 300 points for the cur-
rent level only. When you move on to the next level, your
maximum health goes back to 100 points.

After picking up Adrenaline, try to keep your health as close
to maximum as possible. Remember that you will lose all but
100 points at the end of the level anyway, and the higher
your health, the better chance you have of surviving.

Health Chambers ‘&

Special chambers scattered throughout the base can restore |
up to 100 points of your health. To activate a Health

Chamber, open the door, enter the chamber, and press the

space bar (or another Open/Use key or button).

The display shows you the energy that remains in the cham-
ber; your health will increase accordingly. (If the chamber is
fully charged, it gives you 100 points of health, up to your
current maximum.)

If you do not fully drain a chamber, you can return to it later
for more health.

Invulnerability Spheres 5

These spheres are a Marine's best friend; they make you
invulnerable to any type of attack, but only for a short time. If
you find one of these spheres, find some aliens (or an
escape route) fast, before the effect wears off.
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While you are invulnerable, the display flicker, strobelike.
When the Invulnerability Sphere wears off, the display stops
flickering, and you are vulnerable to attacks again.

Body Armor

These suits of armor, located throughout Delta Base, help
protect you from attacks. The suits do not keep you from tak-
ing health damage, but they help limit the damage that you
take.

You start with 0 points of armor (unless you are playing with
the Corporal rank), meaning that all the damage you take
comes directly off your health. Each suit of Body Armor adds
200 points of armor. Each time you take damage, a certain
percentage comes off your armor total. When the armor
points reach 0, your Body Armor is destroyed and offers you
no protection.

Each suit of Body Armor adds 200
points to your current armor value.
Picking up three consecutive suits
of armor would give you 600 armor

points! Be careful, however; having
as much health as possible is infi-
nitely more valuable than having
more than 200 points of Body
Armor.

menn. €

Visor Battery

When you use your visor in Night Vision or Infrared mode, it
draws power from its battery. When the battery level reaches
0, you can no longer use those modes.
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Units throughout Delta Base house extra Visor Batteries,
each of which adds 100 units of power to your current bat-
tery level.

If you don't use your visor, you may never need extra visor
power. It is better, however, to have the power and never use
it than to not have it and need it. If you run across a Visor
Battery, pick it up; you never know.

Security Computers and
Pass Cards

Many Security Computers are hidden inside Delta Base.
Some of these computers give you Blue or Red access. Step
up to the computer and press the space bar (or other
Open/Use key or button) to access the security system.

If the system cannot give you access, it sounds an alarm,
which will alert any aliens in the vicinity to your presence. If
the system can give you access, it flashes slue Access Or Red
Access across its screen and issues you a Blue or Red Pass
Card. These cards are valid for the current level only; when
you move to the next level, you must regain access.

Use your infrared visor to examine
the Security Computer’s screen.
You may be surprised by what you

see.

accecs
Red Key
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Secret Rooms and Passages

Delta Base has several secret rooms that house many of the
resources listed in this section, as well as many secret pas-
sages that give you quick access to remote locations of a
level.

To find the secrets, press (use the Open/Use key or button)
on the walls. If a secret passage exists, the wall moves back,
revealing the passage.

Other than pushing on the walls, there is no way to find
these secrets. Many of the secrets, however, are located in
obvious areas of the level (dead-end corridors, blind corners,
next to other key areas, and so on). Look for large areas of
gray in the Proximity Map and push all the walls around
those areas.

Many levels have a perimeter (a
long corridor that surrounds the
level). This perimeter can help move
to various areas of the level quickly,

surprising aliens as you go.
Whenever possible, you should find
and use the perimeter.

o Alien Transporter

The alien-world levels (31-40) include transporters. A trans-
porter instantly moves you to a corresponding transporter on
that level. The aliens use transporters to sneak up on their
prey, you can do the same. Simply enter the transporter, and
you arrive at the corresponding one instantly.
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To keep from getting disoriented
while transporting, keep your eyes
on the Proximity Map.

When you are transported, be ready
to jump back into the destination
transporter if you find that you're in
trouble. You never know where one
of these devices may lead!




Now that we have covered your resources, let's
look at the opposing team'’s.

While roaming through the depths of Delta
Base, you will encounter 12 or 16 aliens,
depending on whether you are playing the
floppy disk or CD version of Corridor 7.

Note: The floppy disk version of Corridor 7
has 12 aliens. The CD version adds three
aliens plus a special “surprise” alien.

The following sections cover the aliens and
their capabilities, presenting the following statis-
tics:

Type: The class of alien, representa-
tive of its duties.

Health: The health level (or amount of
damage that it takes to kill)
the alien.

Damage: The level of damage that the
alien can do to you.

Levels: The levels of Delta Base and
of the alien world in which you
can expect to find the alien.

Value: The point value for killing the
alien.

Note: Remember that the floppy disk version of
Corridor 7 has only 30 levels, whereas the CD
version has 40. In the following sections, the
levels reflect both versions. A value of 10 to 40
means that the alien appears in both versions
in levels 10 through 30 and in the CD version in
levels 31 through 40.




You should be able to use the
weapon-damage values in
“Resources—Weapons, Ammo, and

More” and the health values in this
chapter to estimate the number of
shots that it will take to kill each
alien.

Ailoprobe

Type: Guard
Health: 25
Damage: Low
Levels: 20-39
Value: 100

This alien is primarily a sentry, used to alert
other aliens to your presence. Ailoprobes move
slowly, do little damage, and by themselves are
not much of a threat.

Ailoprobes usually travel in packs, however,
and can bring other aliens swarming in on you.

Use a fast-firing weapon to clear the corridors
of these beasts, but be careful not to waste too
much ammo on each one.



Corridor 7 Official Strategy Guide

e

Animated Probe

Type: Centurion
Health: 100
Damage: Low
Levels: 1-40
Value: 400

Animated Probes are very efficient and very fast. Most of the
probes respond to sound, but some are set to ambush you
when you enter a room or corridor.

Luckily, these probes don’t do a lot of damage and do not
have a lot of health. But don't let these facts fool you into not
taking the probes seriously—their quickness more than
makes up for their shortcomings. Watch your back!

Listen for the Animated Probe’s
unique electronic whine. If you hear
it, one or more probes is aware of
your location.

Type: Guard
Health: 50
Damage: High
Levels: 5-39
Value: 500
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Bandors can morph into common, everyday objects—such
as chairs, barrels, filing cabinets, and plants—and remain in
this form until they can surprise you, usually from behind.

Bandors carry heavy weapons and can inflict a lot of dam-
age if you let them. Stay alert and listen for their morphing
sound. If you hear the sound but don't see a Bandor in front
of you, check behind you. You may even be able to put a few
holes in the Bandors before they finish morphing.

Bandors are extremely loyal to their own kind. If you kill a
Bandor, others in the area generally rush to the scene.

Don’t run around blasting office fur-
niture and plants to flush out the
Bandors; you’ll just waste ammo.
Watch the Proximity Map and listen
for the morphing sound that will
alert you to the presence of these
aliens.

Watch for dropped charge packs
around dead Bandors.
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Type: Guard
Health: 100
Damage: Medium
Levels: 30-40
Value: 800

These ugly creatures are the main guards of the alien levels.
Eitaks are well armed and can do quite a bit of damage,
especially when you encounter them in numbers.

These aliens are well enough armored to shrug off a few
rounds, but sustained fire kills them easily.

Try not to fight Eitaks in closed areas; they are good shots
and generally pour into the area to help their own. Use a
quick, powerful weapon to dispense with the Eitaks as quick-
ly as possible.

Eniram
Type: Warrior
Health: 200

Damage: Medium
Levels: 2-40
Value: 1,000
These aliens can remain invisible until they fire their

weapons. Enirams use this capability to sneak up on their
prey and launch an attack.

Enirams are not very heavily armored; you can mow them .
down with a burst of the M-343. Finding and keeping them in




your sights, however, can be tough. The aliens’ weapons
also pack quite a punch.

If you suspect that Enirams are in the vicinity, use the
infrared mode of your visor to locate and track them. If you
lose sight of an Eniram, use the Proximity Map.

An Eniram makes a distinct sound
when it becomes visible. If you hear
this sound unexpectedly, take cover,
turn on your visor, and then make
that alien sorry that you were born.

Be careful when dealing with these
aliens; they are crafty and very
sneaky. Don’t let them get the jump
on you.

Eniram Boss

Type: Boss
Health: 2,000
Damage: Very high
Levels: 5 and 30
Value: 2,500
Eniram Bosses are of the same stock as the standard

Enirams but are more solidly built and better armed (Plasma
Rifle). These aliens cannot turn invisible.

The Bad Guys
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As with any boss, you should avoid direct contact with an
Eniram Boss; use mines and long-range weapons to kill it.

Try not to fight the Eniram Boss in close quarters or narrow
corridors, because shots from Plasma Rifles shots are hard
to dodge.

Mechanoid Warrior

Type: Boss
Health: 1,000
Damage: Very high
Levels: 10-40
Value: 2,500

These heavily armored aliens are used primarily to guard
key alien equipment and areas. The aliens do not move very
fast but can shred your Body Armor and health quickly
enough.

You can hear a Mechanoid Warrior from far away. When you
hear the booming footsteps, check your Proximity Map.

This alien is best handled from a distance or with a few well-
placed mines. Don't get too close!

Although deadly at close range, the Mechanoid Warrior’s
weapon does not do well at medium or long range. A volley
of M-343 rounds can drop this alien; be sure to pry the Dual
Blaster out of his cold, dead grip.



Otrebor

Type:
Health:
Damage:
Levels:
Value:

Otrebors are the main technicians that are working to con-
vert Delta Base to an alien-habitable environment. These
aliens generally travel alone, but they pack quite a punch

Sub-boss
200

High
24-40
700

and can be very deadly.

An Otrebor has an evil laugh, but you usually will hear (and

feel) its blaster first.

You should approach Otrebors from a distance, but a quick
burst of the M-343 or an alien weapon can kill them quickly

at any range.

Rodex

Type:
Health:

Damage:
Levels:
Value:

These little devils travel in packs and attack quickly. Although
Rodexes don't do a lot of damage, if they surprise you, they
can hurt you plenty. Listen for their unique squeal when they

enter a room.

Centurian
50
Medium
2-40

700

The Bad Guys
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Rodexes are a cowardly bunch and tend to run from a fair
fight. You can punch holes in them from a distance with the
M-343 or the Alien Assault Cannon.

Semaj
Type: Guard
Health: 100

Damage: Low
Levels: 31-40
Value: 100
Semaj look like puddles of purplish slime, and they probably

are. These creatures slink around the alien levels, waiting to
grab your legs while you wage war against the other aliens.

These aliens do not have any weapons, but they do have
nasty sets of teeth that can tear through the thickest Body
Armor.

Be on the lookout for Semajes and dispense with them
immediately. Don’t let a Semaj slither up to you while you
waste his buddies.

Solrac
Type: Leader

Health: 3,000

Damage: Very high

Levels: 25 and 30
Value: 2,500




The Bad Guys

Solrac is the alien who is leading the invasion of Earth; you
can find him on level 30, guarding the vortex. You probably
will see him several times during the game, however, as his
presence invades your thoughts.

Don’t waste too much ammo when
Solrac suddenly appears on other

levels; you can’t hurt him, and he
can’t hurt you. Save your fire to
blast his hide on levels 25 and 30.

Solrac carries no weapon, but he fires a deadly energy burst
from his eyes. You shouldn’t attempt to face Solrac without a
lot of health, Body Armor, and (preferably) an Invulnerability
Sphere. Alien weapons do the most damage to Solrac, but
your M-343 will do in a pinch.

Note: You do not have to kill Solrac on level 30. In the floppy
disk version, you have to destroy only the vortex (although
this is very hard to do with Solrac around). In the CD version,
you simply have to enter the vortex. One more alien corpse,
however, is one less alien to worry about!

Tebazile

Type: Guardian boss
Health: 1,000 x 5
Damage: High

Level: 40

Value: 10,000

oy~
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This alien is the nastiest of the nasties and the last boss that
you will face in the game. Tebazile is heavily armored and
carries a powerful weapon. To top it off, you have to kill him
five times!

When you first see Tebazile, he is in his natural form. When
he takes enough damage, he morphs into the following
aliens (in the following order):

¢ Eniram Boss

¢ Tymok
Solrac
¢ Tebazile

(1)

After Tebazile returns to his natural form and takes enough
damage, he will die.

This beast can be found only on level 40, along with a host
of Eitaks. Make sure that you eliminate the Eitaks to give
yourself plenty of running room when you face Tebazile.

The good news is that you don’t have to kill Tebazile; you
only have to reach and enter the vortex on level 30 to end
the game.

Mines, the Assault Cannon, and the
Disintegrator are very helpful when
you face Tebazile.




Tenaj

Type:
Health:
Damage:
Levels:
Value:

These aliens are the main technicians in charge of making
the atmosphere alien-compatible. Tenajes generally work
alone but can be found in pairs.

Tenaj are smart, quick, and likely to ambush an unsuspect-
ing Marine. Keep an eye on your Proximity Map to help avert

their surprises.

Although they represent a formidable threat, Tenajes are not
heavily armored and are likely to turn their backs on you.
Use the M-343 or Alien Assault Cannon to blow a few holes
in whatever sides they show, and pick up any charge packs

that they drop.

Ttocs

Type:
Health:
Damage:
Levels:
Value:

Ttocs are brute-force warriors that stand waiting for any
threat and then move in and obliterate it.

Technician
150
Medium
6-40

700

Warrior
150
Medium
14-40
700

The Bad Guys
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These aliens are not very bright, however, and they do not
move very fast; use both of these facts to your advantage.
Try not to get very close, and carry heavy weapons when
you are around these foes.

Ttocs make a squishy, slimy sound
when they see you. This sound
alerts you to their presence.

Tymok

Type: Boss
Health: 2,000
Damage: Very high
Levels: 15-39
Value: 2,500

You can find Tymoks on various levels, supervising other
aliens’ work. Tymoks are armed with Plasma Rifles and can
burn you into a puddle of goo very quickly. These aliens also
are fairly quick and are likely to dodge your fire. Fortunately,
they work alone.

Before taking on a Tymok, eliminate all other threats in the
area. You don't want an Animated Probe chewing up your
backside while you concentrate on the Tymok!

The key to surviving a Tymok attack is to keep moving; don't
give him a clear shot. If you can, drop a few mines to soften
him up, and use the largest weapon you have to finish him
off.

B30 —————————
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After you kill a Tymok, pick up his
Plasma Rifle and add it to your arse- ‘

nal. )

Nerraw °
Type: Unknown
Health: Unknown H

Damage: Unknown
Levels: 31-39
An unclassified alien roams the alien levels. You will first

encounter him on Level 31. This book refers to him as
Nerraw.

Although he looks harmless enough, he can Kill the toughest

marine in only a few seconds. Shoot first and make sure he
stays down,
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The Levels

This section of the book gives the layout of Levels 1-30
and the Bonus Levels A-F. Besides showing the layout
and starting position of all aliens and objects, each level
includes guidelines to help you get through the level.

Note: The levels were playtested at the Captain skill level.
You mai need to adjust your strategy if you play at a dif-
ferent skill level.

Each level map has numbers corresponding to the guide-
lines. In each case, the guidelines follow the order in
which you should progress through the level. Match the
guideline with the appropriate number on the map to pin-
point locations where actions should happen.

On each level, you can follow these procedures:

1. Identify all immediate threats with the Proximity Map.

2. Gather all resources possible without face-to-face
alien encounters.

3. Gather additional resources needed to complete the
level, while killing any aliens you encounter.

4. Using the Floor Plan or base Proximity Map, hunt
down the remaining aliens.

5. Gather all additional resources that you can carry to
the next level. (Ignore Adrenaline, for example, which
lasts only through the current level.)

6. Move to the next level.

My style tends to be fairly agressive. | charge through a
line of aliens to reach something | need. However, | don'’t
(often) step into a losing battle. At times, keeping your
back to a wall and picking off aliens as they attack is the
best strategy.



The Levels

If you prefer, don't use the guidelines; refer to the map
only, and pick your path through the level. In any case,
have fun, that's the main idea of this game!

Map Legend

All the level maps include letters and symbols for mon-
sters, walls, and resources. Use the following key:

Map Legend for Corridor 7

11 Elevator PS Alloprobe (skill level 3)
99 Ammo Bay P4 Alioprobe (skill level &)

8 Infrared Irwisible Barrier pn floor Plan {for the Proximity Map)

* Your starting location R! Rodex {skill level 1 £ 2)

¥ Armor RS Rodex (skill level 3)

| Adrenaline Boost R Rodex (seill lovel &)

%% Secret passage (push wall) sl Semaj (CO-ROM levels 31-40)
44 Computer; Blue Access SO SOLRAC Boss
«+ Medic Pack wall TV TT0Cs (Y & 2)
30 Computer: Red Access 3 1T0CS (D)

AY Animated Probe (zkill 1 & 2) Te T1T0CE (&)

AS Animated Probe (skill 3) % Transpaorter where & 15 a number. Entering the transporter
Ah Animated Probe (skill &) will transport yoéu to the transporter with the same number
81 Bandor Alien (142) (CO-ROM levels 31-40)

83 Bangor Alien (3) TP Yranspocter to next level (CD-ROM lvis 31-40)
84 Bandor Alren (&) TY TYMOK Boss

#F Boss Emiram (visible) V! VORTEX

bp Battery Pack {for alien weapons) we Weapan: Assault Shotgun

En Emiram (Narine) invisible Enemy we  Weapan 3: M-343 Tribarrel Power Slaster
ep Ermergy pack (kolds Ammo) w3 Weapon: Dual Blaster

HC  Health Chamber w7 Weapon: Alien Assault Carmon CD-ROM

11 Eivak (skil]| level 1 & 2) CD-ROM (vis 31-40 W& Weapon: Allen Disintegratar CD-ROM

13 Eitak (skill level 3) CO-ROM Lvis 31-40 Wi Mechanoid warrior

16 Eitak (skill level &) CO-ROM [vis 31-40 XX Electric Barrier

Is Irwyilnerability Sphere 21 Tebazile CD-ROM versiocn

J1  TENAJ (skl 142} aé Aliven Entrance

J3 TENAJ (skil] 3) wall

J& TENAJ (skil] &) ¢+ Unlocked door
Nk Nerraw CD-ROM lvis 31-40 o Proximity mines
01 Otrebor atien (level 1 & 2) #¢ Visor Battery recharge
03 Otrebor alien (skill Level §) 88 windowed Wall
04 Otrebor alien (skill level &) #  Locked door (RED access)
21 Alioprobe (skitl level 182) # Locked door (BLUE access)

3 —
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ﬂ'l Back up and use the Cret gorridor to get the Body
« Armor. /

== If you have the fD ' th e is another secret
E_.g corridor gust past the credits. it to get the
Mines. If you don't have the CD ersion, use the

secret passa/geo the other'side of the first door.
b The CD ver,s:on secret passage also has access

& to the shotgun. Pick it up befote pro
through t?égta Base.

)| Get the pearest Blue Access ca d. If yqu're playing
W the dusk versian, enter the securit y office. CD play-
ers can use the console in the h Iway

for the Anima o‘“Probe’)

» Red Access can be gained behind a sec;ét wall.

= \\ f

*-. When you have Red Access, grab the F/Ioor Plan,
%' |oad up an ammo, refresh your ealth; and grab the
invulnerability sphere. Now, have some fun and
toast the rest of the aliens on this IeVeI

3"' Before Ieavfpg th level, rec arge, ln one (or both)
#' of the Health\Cha bers. ,

:: Use the secrei passage to get tq the Bonus Level.







—

™ Now, access ,t"he perimeter. \ \

o
™ Open the doors on your way a{ound, but don't wan:
* derintoofar. | \

™ Open th;s door/and while bemg\quuet wander
= down tg'get more ammo and the, shotgyn.

7 Pick up ammé the-shotgun,-and-health if needed.
" Now /go hunting!

| Watcﬁ out for@an-ambush-heret-Fhis is a good placi

' Grab Red Access if you want l/o get. oredlt for find-
- ing this secret. (You shouldn’ l’ need Red Access on

™ A secret room 6an ne acceSsed by using the No
#' Clipping cheat code. \Check out the interesting writ-

¢ g BTN IR, Py
. First, get the Floon Plen.\wow you know where
everyone IS hldung | ‘
f
Jog up here to get B,iue Acbess,
/ / \ ‘.

\ \

/ \
\

to use your mines; run backward!through one of th
hallways and drop mines as yo go This will make
the Animated Probes think twnc: aboui following

you agam,'

\

this level; the Animated Probes will come out to
play when thay hear you shootnng )

ing on the walls...




. .

19914¢
AT AR ¥ oo
A A3
Vel
e

-
Vi

19999¢
999999914¢
wl

£

SARLRAAY
o




® Gotothe security/%ffi nd'get Blue Access.

=» Step across the/hall/and |
4 and Adrenaline!

» Access the peri

and more Mlnes and recharge in the Health
Chamber. Just make sure to dispense wi

' If your visor lsyunmng low, recharge it pehind the
Red Dooy.
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.
™ Watch for the An| robe ambush! (You can
“ see the tips of th r w ng&befgre they can see you.

/
If you are sneaky enough and want to practice youa

mining technique, you can get b(etty creative abou
killing these foés %

Move to the COnsdle for Blue Accefss but watch
your back. There/are lots of aliens )grkmg nearby.
(Lots of goodles/ 00!) \ \

\

» Waste the aliens and load up. L\oad all your
' weapong and Ammo Packs. Use the Health
Chamber if yz need to. \

Accesé the perimetertoin our m\‘e{bility and
™ to get at the extra goodies.

= Open (he secretcorridor-and the Ammo Pack,
# the M-343 (if you don't already have it), and fill the
Ammo Rack with ammo from the secret maze
room. '\,\ \\ /
¥ Sneak in behmd the Animated Probe’ and grab the
* Floor Plan.\Now, \you can hun} all of the aliens

down. \ \
o) Watch for an hmbL\sh here. yzeres another opportus
“  nity for creatnvg mlr\e work, or jUSt sneak up and let
them have it.

B
™ Before Ieavmg d up with mOre ammo and use

% the Health Chambe
TN -Grab the Body Armor too.
o~
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“ Bandors and Rodex. Get Blug Access and the Floor

& R ™
* Move to the Sec;jty e first. Watch out for the
Plan.

Stay away frory/ this'area until ygu finish off all the
other aliens. You nged all yaur cancentration when
facing your fifst alien boss.

" Access the ‘/eri
as possibl/ ;

# Be careful in this hallway; lots
are waiting to finish you off. Try laying a handful of
mines in the doorways and in the main hall. Use
your M-343 of C.A.W. to finish off the sutvi

Wander through the maze to get the Adrenaline,
and laad up on ammo as you go. /
A\

him outinto the hallways instead of fighiting on his
turf. Visil&he Banus Level befor, movijhg on.

\

/
Now, fi\ish oh&he Eniram BossZ's best to coax
t h
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Get the Floor Plan first.” Nowthere shouldn't be |
many surprises.

% You can gain Blue Access here, There's still no
== alien resistance.

™ Access the perimeter to surprise many of the aliens
- on this level,

4 Here's your first eeting with & Tenaj. Let yourself {
"% in through'the secret entrance and féed him lead. |

"= You shouldn't have to chase any aliens through the
= maze-like corridors. Make enough noise and they'll
come to you. \

. If you need it, use the Health Chamber and load up
' on ammo.

™ Grab the Body Armor for more protection.

™ You can get additional health here, but watch out |
== for the Bandors.
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— 4
Ld Move to this corridor. )ﬂmrestmg finding a chair in

: “/ the middle of a hallway, eh? Blast the Bandor and
- wait for his frlen s to/ come mvestlgate

'L!‘ When things q]dnet own, mpve \o the security office

r- for Blue Access / \ \

ﬁ Access the Venm ter to keep your\optIons open.

> /| |\

# Come through the secret entrance navigate the
‘"h maze, and plck p the Adrenahr\e

® While ypu re m the area, get the' Floor Plan too.

,. L a \
7. Ifyou need it, find the Health Chamber hudden
¥ away\here.

i FNEE——

=% Gain Red Access from thls termlnal if you prefer the

& direct approach. You can also use the penmeter to
get behmd the Red doors. |

" =) After deal?ng wnt\1 the aliens mAhns area, reload
== here.
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“ lots of aliens around corner. Kill the Animated
Probe, and wait her for1 aliens that will stray

-
= This level can get?)re gie because there are
into your line of fire.

After the tide siowe down, p\ckup the Ammo Pack
behind the wall

" You can convnncd an alien to let you into this area
== by firing a few rounds. Kill the unlucky foe and use
the termmal to Zam Blue Access. |

I

# Grab the Floor Plan and the Vlsbr Battery No more
' wamng 'Go hynting! |

. Adrenalme ar‘dheatth arebothhtdden |n secret
passages Get them when you need to.

" You can get Red"Access here;,” atthough you proba-
* bly woht need it.

r'
|

Watch oht for surpnses around every corner. Grab
the health as you go by.

|
Access the\penmeter if you want maxlmum mobility.

™ You might fm the Yest ott ahens hanging out
“ here. Enter from the opposn e end and snipe at
them with the -343 No p oblem at all!







™

4
™ Watch your back eé’é aBandor or two waiting
« for you to come t?} elgvat r.

Enter the Securiiy C?‘ﬂce a\gd gqt Blue Access.

/

/
™ You can get Red Access on your way to the perime-
ter (4) l"' /‘ '. \_..l

™ Grab the Fr{)or Plan and head"-\,out into the perime-
& ter. Now have some fun. | \

n\\ \\

\

™= Ignore t|1e blueprints, 9 out of 10 times, the
C AdrenaHne an, M-343 are mussmg fron\ here.

Surane and hmshefwwealms through\the secret
” penmeter entrances.
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® Use the Health Champé and then grab the
= Adrenaline. You sho e fegling pretty fine.

== Get Blue Access from this termqnal after dropping a
we few nasty allens / |

= Grab the Floor Plan and note where the aliens are
== |ocated. Stay( coupting the dead.

" Red Access IS ou/tamed here. |

/ . \
/ \ ‘\

= The pen/neter jsn't hidden, but can be' useful
/ \

¥ Thereji |s BodyA;mcr an-Ammo Pack and an
45 for the taking behind this secret passage.

Shoot\at the Mechanoid-Warrior-from around the
corner\Remember his range is limited. Your M-343
can ma}\e mlncemeat of him from very long range.

™ Watch out for thc clutter in this .,room. Itshardto |
“ stay mobife whilg tripping over/chairs and tables. |

™ When you’ rq ready, take out the Eniram Boss. Take
- the Bonus quel by storm aft/er he’s dead.

- Reload, health up, and restdck i these areas if you
' need to.
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®= When/taking this-centersection;-watch oyt for the
¥ Mechanoid Warrior. He stays pretty active,and can

=

t‘ Blue Access, and/'open the chamber with the

T |

) - R
» Grab the Floor Plan and another su}(\ of armor.

J \
@ Come b/éck in7¢de, and get Red\Access here.

r Use the\Health Chamber if you r;(eed tgl. Watch out

& for the sturprises behind the barfiers. |
™ If you can\‘avoid"'it. don’t enter ,t'inis section; the
@ Mechanoid\Warrior will tear you up./Make enough

™ Here’s extra \Bj.ody"Armor when yo'u need it. Keep a
' suit or two in reserve, but don't take them all at

e

~

Kill the Tenaj(s) ar;d move qlﬁnickly to this point. Get
Invulnerability Spheres. Use them with care; this

area is a bit far from/any alien infestation for them
to be of much use. | e,

| f \ \ :
Move to the p’erim/eter for goodies and mobility.
| \ \
/" ', II

/ /
/ \

come\from any direction. The Animated Probes car
be blown awdy as they pour out of the rgom.

/

noise to draw all the aliens info the'hallways.

once.
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5 The Floor Plan can be found nere \

BT § RS ey

Watch out for the Rn d Probe It will hear the
elevator open ar;f be/wali inng\for you. Get the Body
Armor and Invulnerability Sphere if you need to.

Here, you'll haye yaur first mam\level experience
with an En:ram Use your lntrared to keep him in
your sights. /

\

You can g{btam oth Blue and Red Acbess in this
room. /| :

\

Accesg/ the perimeter, and finish bff the 'lgvel.

/

Watc out for the classic Anlmated Probe/ ambush
" in this Kallway
\

\‘.
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# This room is a goldmipgéhGet both Blue and Red

% Access, use the Health er, grab the Floor
Plan, and pick up a Visor Batt oak in the hot-

tublfyou get the chance. %ust\ksddmg)

=» Access the pefimeter after owuhg the aliens
Lﬁ though this area. Use your i frared visor to spot

renaline while you\are syt here.

1\ \

¥ Another/Healtty Chamber, Body‘Armor an Ammo
W' Pack, and plenty of extra ammo\s hudmg around
this arga.

\i

———— )

¥ | you are running low on mines, stop by this room.

(—'.__°'—' A — “)

W Another suit ot Body Armor is bagk in th:s maze.
e Keep your head up and your infrared on while
sneakm%around here.

\\
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Get your Blue Access,ﬁere \

4‘ "
\
/

Access the penmeter for m\ore rnoblllty

/

You will find the Floor Plan r\wddeh away here.
Watch out for thoée pesky Er\lrams throughout this

area. F \

Red Acce;s will be granted he\e Use the Health
Chamber while ,you are in this room \ e

Adrenaﬁne is pretty well hidden Nere é\et it when |

ou can ,
y s s

Use the two secret entrances to surprise the aliens

in these two areas
TP——

Grab the Vnsor Battery before straying too far into
this area. Swit¢h to infrared andteach lhe Enirams
that they\can't hlde

Grab the dey Armor before Ieéving/t’he maze.
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|lq
™

M Access the perimeter and get ore a mo and
& Adrenaline as you go.
= Grab the Floor-Plan-as-soon u can.\Use an

= |nvulnerability Sphere to help you get to ity Now you

4’

™ Sprint to this Iocatron and Kill the Tenaj. Ignore
== those sounds behrnd you.

™ Move qurckly to thrs corner a d shoot anything that
* moves. Use the Health Cham era prck up amm

*. Plenty ot resources are hidden here.

= Watch out for the Mechanoid

T After thrnn\ng out the aliens, gﬁt Red Access here.

™ Enter this area from the Ea an,d' grab the
= |nvulnerability Sphere first. eep our hands steady

= Visit the Bonus Leyel he(e

Clear thrs hallwa erzme

mines down the entirg le th! (3 or 4 should do it. )
You might consider mrng\th oorway directly
East of the elevator71 e\

if necessary

know\where all those scum are hiding! Mpve room
to room blast?hg everything al"e‘ry

/r
l/

arnqrs Use your
mines to hrnder therr progress. /

as you pour lead into the Tymok; he will be harder
to Kill if you run qut of Invulnerability. Pick up his
Plasma Rifle when he finally f falls







"' Grab the Body Armor Aang Adrenalme before gomg
“ too far. a \. \

I

s Get Blue and Réd Apeess fromithese terminals.
J ! \ \
J / ‘| \
™ Pick up the Ffoor Plan and p(oceed to clear the res!
= of the level; start w|th the Nolgth ha{lways and work
South. ‘/ \

® Collect the ahen'Charge Packs to ke\ep your
weapons charged and ready. \ \

L [
= Collect the Body Armor and the ipvulné(ablllty
Sphere if you/ want it.

————— __-)

Stock up on ammo before leaving this Ie\>e|
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Run out of the eleyat d then immediately back
in. This move will/draw the Enirams toward the ele-
vator where you are waiting. imi
Map, and turn your yisor oh infrared only when they
draw close. Switch back to normal between waves
of Enirams.

Eventually, you'll peed to wander out to mop up the
survivors. Use yaur visor and'go fok the long range
kill where ?OSSI e.

Q Get to th/é perimeter to gather up more resources.

g Although the Body Armor and In
Spheres look promising; the™

not aﬂow access.

f
/

2, Gathe\ the Bo'dy AFmor @ and'Kd’r?aline.

Pick up e Charge Packs and ;he Dual Blaster, if
you don't'have r( yet. /

7, Come bacl@m&d? and get th Floor Plan Useitto
& finish off the\leve

f

"[f‘ If you need more Body Armor, plck up a suit here.
- ‘. J

\
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Get the Adrenaling righitoff the elevator.

" surprise the Eniram. Kill anything else that tries to

.-

1
——
e
B
-

Come down to this hallway and proceed North. Use
the Proximity Map and yourt visor to identify threats:

Get Blue Access, and then enter the perimeter. Pick
up the Ammo Pack and Mini-gun.

Use the secret passage to get the Body Armor and

get at you.

Blast the Mechanoid Warrior intg oblivign, and grab
the Invulnerablllty Sphere.

J

Grab/the Floor Plan to find out where the rest of the
aliens are.

Open this door and fire off a few/ rounds You can
stand in the doorway and pick off each/Rodex as it
enters the hallway.

Grab this Invulnerabnllty Sphere to help finish off the
remaining Enirams and Mechanoid Warrior.
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vy
Get Blue Access fromtfig tefminal behind the ele-
- vator. | /
/
Run forward anf! ge the Ix/ul rability Spheres.

™ Knock off the Enlram and pick up, the Visor Battery|
=~ You'll need if. Then, blast anythingthat moves in

™ Enter the perumeter to pick up kesources and sur-
~ prise the alnens

A
i
—
t
P

2

~

/

the adjommg hall ays

Get the,Body Armor

Grabf'the Body Armor msnde and the Adrenaline out
side. | /'

(._.___, —

Work your way to this terminal to/obtain/Red
Access.\ |

When yoq first enter the maze, fmake /he Floor Plan
your priority. | / /

Be careful when éntenng this area %I' he Enirams
will try to eat\you allve /
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Step lnto the hallway and then back into the eleva-
tor. Shoot anything that looks" into the elevator until
you don't see any more motloh on your Proxumtg
Map. Then step’out and mop up any survivors. So
this is what an aliery converted ﬂoor looks like.

™

Pick up the alien Qharge Paeks. ‘\

\

Get the Floor Plan Now you know where everyone
is hiding.

\

Get the three swts of Body Armor. You’l/ need them.

\
\

Access the perimeter, 'and»grab»the Adreh\aline.
\

Work methodtcany through the floor, puttln lead in
any alien you find. But, avoid thts area untn the last

Lure the Tymok out into the main hallWay, if he
doesn't come for you first. Lead him toward the
North-East corner of the level./

When you're in the area, grab the Invulnerability
Sphere, close in, and fmlshqﬁthe'Tymok

Enter the fourth Bopus Level here.




R1J4RT

CR1JGRT




== Enter this secrgt arga and go shopping. Plenty of

=¥ in the area/ grab/the Floor Plah to make finding the

Now, this area looks ent! The aliens just aboua
have this level converted.\Acdess the perimeter
early.

ammo (of both varieties), Bady Armor, and
Adrenaline. The bést part—no beasties.

Come back/insidé and hunt down the scum. When

aliens ea7(er.

™ If you need it, Adre
- Body Armor injthis area. Don't forget about the two
Health/Chambers off the main h

lway.
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tc' The multitude of ahens on thls level are easier to
& track with the Floor Plan. Make a beeline to this
. room and pick up the Floor Plan. Hang out for a
' moment or two and pick off the'\brave aliens that fol-
low you. . l

Note: Use the Lught Amplification Visor to help you |
see on this level, but watch the power consumptlorw

| Also, now ig the time to start monitaring your stan
’ dard ammo resefves. Plain old fashipned lead is |
hard to find here. | |
|

'ﬁ Jog down the hall and get the Adrenalme

E Return to the ﬁ'nam hat-and-pick dp the Body Armor
Open the secret passage and get the second suit.
(Don't neglect the Charge Pack. )

/# Grab th@ Adrenaline on the other sude of the eleva-
% tor. Pick. up ong or both Invulnerabuluty Spheres and
eliminate every(hmg that moves on th»s level.

l
|

|
|
'n
|
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4:] Grab the Adrenaline e;na\head for the perimeter.
‘/ / )

=) Inside this maze, you can find gverything you need

& to make short work of the alien threat on this level.
(Don't forget to chafge the visor; you will need it!)

) Re-enter the Ievelfat this point and, hunt the aliens
in a counterclockwise direction. Use the
Invulnerabmty Spheres Body Armor, and so on.

IA

|

/

|







- Access the penme’ter fight away to increase your |
“ mobility and to p|¢k u/o the hndden resources.

) Grab the Adrendllnerand Body Armor.

¥y B
= Don't grab thé Invulinerability Sphere from the
=¥ perimeter; you cagnot get inside quick enough to

use it. Enter the room dlrectly‘south of it and use
the secret passa;ges \‘ -

 Go back mS|de,/grab the Floor Plan and work this
" level from North to South. Introduce yourself to the
Otrebors by rgtthng them with Iead

" Use the otheviresources (Heanhehambers
. Adrenallne Body Armor) as needed. '

Befora leaving; Teplenisiryourmines.
\\' "\ |
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™ Move quickly g thls area. et Red Access and
s health up in a

Watch for the Emramsfbut be aggressnve and stay
on the move. Have plenty, of power for the visor;
you need it on thls Ie(/eI' L )

n

hamber

Open the passage to the perlmete(, grabbing the
Adrenaline on the way. Don't go outSIde just yet,
however. / / | ‘

*_Fight your way /o the Floor Plan Now\that you see‘
»" the aliens on the Proximity Map} hunt them down, |

| = Stay away from this area untit yot Kill everythmg
e aroumd it.

.. Visit the perimeterand grabthe two suits of Body

%= Armor.'Then vjsit the Health Chambers (2) and
maxnmlze youh health. |

" Now, open the red door and coax the/Solrac into
" the hallway where you can get a gogd shot. If you

movmg ‘clockwise around the level !

don’t want to waste ammo, run backward, mining
the corridor as you go. (Be careful hot to cut off all
access to thns area') /

|

After the Solrac IS dead acpess the fifth Bonus
Level. L\
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AL
Watch for the Emr,a 5(1 Flip on the Visor and
show them that they gannot h\de

?_ Get to this area/énd rab the Floor Plan.
=%

% Run next- doof grab the Invdlnerabullty Sphere, and

T- finish off this/ area/ :
/™ If needed, ,use tl"é Health Charnbera to regain full

E health. \
Blaze a ath t the Body Armor gnd A}'Jrenalme
* Now, finish off his level. \

Wheny you pass through tm&emaax restocg mines byw
- openmg up the secret passage.

Recharge thervisorwhen-yougetthe chance Use
4 the twq Health Chambers, and gfab the two suits of
Body Armor \







= him into a long hallway, and blasjhim fram a dis-

- Access the perimeter gay. ('G\arab the suit of Body

Armorasyougo, | |

=% In this maze, you ca,n find "'efver“ything you need.

ws Grab more Body Armor, Adrenaline, and perhaps

more mines. / //

™ Work your way ug"to the Floar Pléh. Hunt down all
¥ the aliens. / | V.

% Don't bothér with this entrance from the perimeter;
['® the door gets jammed and you can't giat in.
f ” \

= Don't fig’ht the Mechanoid Warriar on his turf, Coax

tance,

/
Don'f\\stay in the main hallway while there'are still
aliens?ve because there aretod many entrances.

The aliens caf swarm all over yqu in setonds.
| , ,







g

y If you like, you can\use the vulnerabmty Spheres,

Wander into the pgriméta\r fi}st.

Grab the Adren Ime/ and &pen the passage back
into the level. f

\

Sneak forward and grab the\Floor Plan. Don't count
the number ¢f yellow dots, it 1\ust makes you ner-
VOUS. |

Run bac ard wn the hallway, Iay g mines as
you go. As the aliens come for you, they meet with
an unforfunate surprise. The explosions wake up
the res of the level, so stay ale l\

Get the Invul 1 Sphere*and polush off the
Enirams and Mechanoid Warrior in this corridor.
Stand at the end of the hallway and kill everythlng
that comes y6ur way. / ‘

After th\ﬂ\gs calm down, move toward t_h"e Health
Chambets and {epair the damage done to your
body. /

When nec sary‘; use the pern/neter to get more
mines and another suit of Body Armor

but first open e passage to the'level. You might tn
to coax as man allens as ossible into the hallway
before grabbing'the spher s Their effect doesn't
last long enough'for yout hunt down aliens.







-
® In this level your am nservatlon enther pays oﬂf
# or gets you mtc?cub Make your way toward the

Body Armor first/ Stand still for.a minute and pick of
any alien that dares follow ou\

» Watch for the Mechanoid WBFI’IOKS Creative mine
« laying can make short work Of these monsters.

Note: Lay mines in many |nte(sectbns to cover
your back. As needed, replemsh the\mmes to keep

\ ‘,
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T bosses. Open the door and let the Mechanoid WarrLor

ThIS is |t you 've reached Cerndor 7. |
Grab the Adrenatme and\ Floor Plan. |

% Cut a path through the Enlfams, andloadupon |
. Charge Packst Dort t use the Health Chambers ]USt

yet.

Start ehmmaung allens sectdr -by- Sector Open the |
door at the/end of the hallways and fire off a few |
rounds. Mow thém down as they come to investigate.
Clear only half the level before faking on the boss
aliens (4). You need to have enough ammo for them.

Use the Health Chamber(s) before takmg onthe |

follow you out:tayafew mines’in his path and watch
him fall. The Tymok and Boss Eniram aren’t as easy;
they probably will not follow you. Use the/Plasma |

Cannen to burn them as quickly és you gan. |

You cah deal with Solrac in twq ways:/rush in and | |

/ use the {nvulnerability Sphereg or let him follow you

into a few well-placed mines. Either way, you may|
want to visit the\Health Chambers again before con-
fronting him. If you have the ammo, inish off the
other aliens, |

. This s it, the\vortex that Iets these creatures in.
' Destroy it by emptying a few clips of ammo into its

center. Be careful where you stand around it; the .
whole room is Iaced with energy draining beams. |

|
Do not destroy the vortex You must enter it and pro-

' __ceed to the aliens' world. Walk into the center of the

vortex to pass into their turf.
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The Bonus Levels

Corridor 7 has six bonus levels. These levels allow you to
practice strateqy, perfect your aim, and increase your
score.

You cannot lose the game on a bonus level; you play until
you Kill all the aliens or they kill you. The bonus levels are
accessible from the following main levels:

Bonus Level Main Level

1
5
10
15
20
25

MmMMOO @ >

Note: Usually, the elevator to the bonus level is near a
boss alien. See the previous maps in this section for
exact locations.

Your score on each bonus level is figured by multiplying
your percentage of kills by 100.

An additional bonus is given for the number of shots fired
and the percentage of times you hit an alien.




The Levels

The more times you fire (and hit), the higher the bonus.
Therefore, it's to your advantage to use the C.A.W. on
bonus levels, which fires more ammo and does less dam-
age, which increases the number of times you hit.

The strategy for each bonus level is identical:

* Load up on ammo, armor, and so on.

* Kill everything, using the maximum amount of ammo
per Kill.

* Don't worry about resources. You come out of the

bonus level with everything you took in—no more, no
less.

* Remember that you can't die. Take some chances.
The only downside—your bonus may not be as high.

The following pages show the layout of all six bonus lev-

gls. Use the same key as the main levels, given on page
5.
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Additional Levels—
CD Game Only

The CD version of Corridor 7 includes 10 new levels. In
this version, you don't end the game by destroying the
vortex on Level 30.

Instead you enter the vortex and take the battle to the
aliens on their own turf—the alien home world.

The additional levels are played just like the original 30,
but with the following exceptions:

* Movement between levels is accomplished by entering
a red transporter instead of an elevator.

* You can leave a level at any time (without completing
your necessary Kill ratio) by entering the red trans-
porter.

* The alien levels include transporters that transport you
between rooms.

* Earth supplies such as Medic Kits, Mines, and stan-
dard ammo are much more scarce.




CD Levels

The followin%pages show the layout of all ten additional
alien levels. Use the same key as the main levels, given
on page 85.

Note: These levels were play tested using the same
guidelines given in “The Levels” earlier in this book,
except for more emphasis on ammo conservation.






o

™ As soon as y0u can make way to the

L unsuspecting/aliens or to make'a fast getaway.

Thrs startrng posr ve you very exposed scaE
move quickly. Ei r way forward, or ta

a corridor off to the rde th t you can put your
back against some rng

Adrenaline. Punch afewh es Nerraw to knock
him down screa rng

Don'’t forget to mck up spare Char Packs that ya
find Iaylng arorfhd \ qi

Use the transporters and this r om to sneak up on

After/clearing-the-levet. enteﬁhé main Transporter
to move on.

J
|
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ws  for the health: zapprng Iasers in this corridor.

& Kil aliens in your path.

\
Move forward and getthe Adrenalrne first. Watch r
out for Eitaks transporting in} Mow them down and
get to the Adrenalrne or you won't survive long.

Make the Body Arrhor your next pricrity. Watch ouﬁ

Next get the Flodr Plan. Now you can hunt all the
aliens down /

~ Use this transporter if you need a break from the
action. It'takes/you to the room in the, Northeast
corner of the map, which should be empty.

Pick up the Body Armor as you pass through and

#®. This\ Transporter takes you to the next Ievel
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& Be careful not/to step on Semaj on your way.

2 through the Transporter.

\

Watch out for the?rtoc‘\ant |pat|ng our arrival.
Back up and getAhe ody Armor before moving on.

Work your way/to this roo get the Adrenaling.

(Some aliens/will follow you, so tand in the door-
way and shoot Zt/(hem fro a di tance

' An abundaﬁce Alien Assault Ca\‘mons can be
' found here. Wafch out for the, Eniram guarding
them. /

/

/. Grab more Adfenaline and a Charge\Dack for your

new weapon ’here xe
ansh off the‘ahenshere e to the next lev







— J—
Move through the Anifated Probes to this corrido)
and get the Adrenalipe. Wait\a second or two to
catch any alien,bra\//e enqugh to follow you.

/ \ \

= Take transporfer #2 to get moré ammo, Visor
W Batteries, Adrenaline, and Body\Armor.

Find the Floor Plan to help seek-and-destroy all li
on this level. \

e \ .\
The Transporter to the next level is behind these
doors. Grab the Body Armor before m\oving on.
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Turn around and loa ) O}, precious ammo.
\ \

\

\
Wander around a bjt to stir up'the alien populace.
you have any face o-face\enc unters, quickly dis-
(No\number on map.)

pose of the]\/adi g aliens\

% When you are ready to do §bme real damage, tak
| transport:/#1 and get the Floor Plan.
\

Learn the transporter’s routeéand e the
Proximity Map to help find all the all

ber on map.)

. (No num-

You can find jyour way out by na igatin§ all the
transporters. last time for sur-
vivors and then move on.

I

//
] ) (
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Rush down the c¢rn ?\and\take the Floor Plan.
Blast any alien t at ies 10 S op you.

Take this trans ort rand ake short work of the
Animated Probes waiting for you. Do the same to
the Mechanoid d Warrior and pick\up the Alien
Disintegratoy. This is not a oy, bQ\ys and girls—use
it wisely! / / \

»  Plunder the res of this level. Take all the resource
# that you ¢an find and kill anything that moves. (No
numberon map.) \ \

\
d \

Gralp the Body Armor and you are out of here. Oh
- yeah, make sure the Alien Disintegrator is your
active weapQrTb’éfbre entering t7ls Transporter

\
Restoc;k youfmrnes here over trqe Enrr\am s dead

body/







Did you read the lastd"uel s\hrnts'7 Is the
Disintegrator ready?/Goad. Now blow away most 6f
the room's occypants and then get the
Invulnerability Sphere. CHang weapons and mow
down the sur\ﬁvor; i

Proceed to thrs transporter to get to the main hall-
wa / \
y / / r

Move to tg/e end of the hall and efithe Floor Plan1
Body Arrror and Adrenaline. \

mrney L‘

Go Back to the startrng hall and take tra
to this hallway. Stay in one spot and shopt anythin

that shows rts face. VZ /

Load up on su plies here before you return to the
Tymok area ( and enter the ransporter







Kill everything in this f6am quickly. If you want to
waste some ammo, Je ex eat some

Enter this ared but/stay on,your toes. Shoot every-
thing that you can
Body Armor and the Adrenaline.

aliens as they come at
. Watch the side corridors on the Rroximity Ma|
so that'you don't get surprised.

arrior’ who stands in yol
Transport ¥.
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ﬂ This level can befun it can be deadly. Keep
alert and shoot straight! First mop up any aliens
around this hallway

Grab the Floor Plan so yo car\\keep an eye on all
the aliens. :

\
Run around'this area, hoot, hollet, and shoot off a

few rounds’ Do you have the alier}$’ attention yet?
(Pick up the Adrenaline located at the far east cor-

ner while/you are here.) \ \

Return fo this area (1). Mine one hallway and use
the ot obility and target'\practice. Watch thi
map to keep/any aliens from surprising'you.

m= After things slow down, use transporter #\#3 and
wake up the Tymok. Lure him out through the tran:

ines at anyti/"'ne but certainly befor
|

leaving this leve

=% Jump into th Traksporter hen there are no yellow
lights left on the Proximity Map-4it's time to finish

\

\







-~ Shoot anythrng that noves whlle making your waﬂ
®  (quickly) to the Invulnerabmty Sphere. Finish off any
remaining aliens and heaﬂ through the transporter,

' Drop any aliens in thrs room and pick up the Body
e  Armor and Charge Pack before 'moving on.

Just another room full of alrens wartmg to die. Get
the Adrenahne before movrng on.

Blaze a path to/ this point and ail the Mechanoid
Warrior down the hallway.

Before/you take a transporter out of thrs area make

" sure there arg no living creatures left. This is your
safe area to retreatto-and-you-don't waht any sur-
prises.

. Tear| up the Eitaks butteave theinvulnerability
~ Sphere for when you encounter;the Tepazile.

When it's necgssary, grab the Invulnerability Sphe
and face, Tebazile. See how many times you can
get him to, morph before the Invulnerability runs out.
Use your mines'to finish the job. (Luring him to areg
5 usually works the best because there are lots of
long corridors to mine ) |

Return to the Vortex and e ter rt‘ to return to earth.
On the other side you ca destroy the vortex and

close the door to end the,tnvasmn Now, what's to#
dinner?




Corridor 7 has some built-in diagnostics that
you can effectively use as “cheat keys.”

Cheat keys are a method of making the game
do things that it doesn't do normally, usually to
your benefit. One cheat key, for example, gives
you every weapon, 25 mines, 100 points of
health, both access cards, the Floor Plan,
200 standard rounds, and 100 charge
points for alien weapons. Another cheat
key makes you invulnerable to any attack.

Note: Although you can use the cheat keys
covered here to enhance your score or abilities,
the game is at its best when played without
using these keys. (But it can be therapeutic to
wander through the levels, with the
Disintegrator making alien hamburger without
fear of running out of ammo....)

The Main Cheat

Most of the cheat codes in Corridor 7 require
several steps to activate. The main cheat key
sequence requires no setup and can be activat-
ed at any time during the game (network and
modem games excepted).

To activate this cheat, press the keys W, A, and
X together. Your player will instantly receive:

¢ Every weapon

100 points of health
Blue and Red Access
The Floor Plan




2 200 rounds of ammo
2 100 alien charge points
® 25 mines

You can use this cheat to maximize health and
ammo at any time, up to the maximum in the
preceding list. Pressing WAX multiple times
doesn't increase your health past 100 or your
ammo past 200/100.

Diagnostic Codes

You can use a handful of additional keys to
accomplish various actions or get various data
in the game. These keys require that you start
Corridor 7 with the 1evelidiagnostic command
line parameter. Additionally, you must press a
particular series of keystrokes to enable the
diagnostic keys.

To enable the diagnostic keys you must start
Corridor 7 with the levelidiagnostic parameter.
If you use the CORR?7 batch file, start Corridor

7 by typing:

CORR7 levelidiagnostic

If you use the diagnostic codes
oﬂen, add 1evei 1diagnostic 1O the
CORR?7 batch file.

After the game starts, choose New Mission or
Retrieve a saved mission. Once in the game,
press the Ctrl key, the left Shift key, and Tab
key together. You see the message special keys
enabled. Press the space bar to clear the mes-
sage. You now are ready to use any of the diag-
nostic keys in the following list.

:
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Note: Each diagnostic key requires the backspace key and a
letter key. Hold down the Backspace key, press the letter
key, then release the Backspace key.

Backspace + C

This key pauses the game and displays information on sta-
tistics, doors, and actors. The only useful information for the
player is the actor information. The Total actors value indi-
cates how many aliens there are (alive or dead) on this level.
The active actors value indicates how many aliens are alert
to your presence. (The Active value includes dead aliens.)

Backspace + D

Toggles walk debug mode on and off. When on, this mode
displays your coordinates and information about the con-
struction of the level immediately around you. You can use
the pos coordinates (your location) to pinpoint key locations
on the map for other players.

Backspace + F

Although not really useful, this key displays detailed player
location information. Your exact compass angle (0 = North)
and relative direction (North, South, East, or West) are prob-
ably the most useful of the bunch. Press any key to clear the
display.

Backspace + G

Toggles god mode on and off. When god mode is on you
cannot be hurt by anything. Useful when play testing levels
or trying to get to an area where you always died.

—J 80—



Secrets and Cheats

Backspace + |

Adds 100,000 points to your score, gives you 200 rounds of
ammo and 100 alien charges (more with subsequent use if
you have an Ammo Pack), and the next powerful weapon.

Backspace + M

Pauses the game and displays information about the memo-
ry available and the memory being used. Not too useful to a
player, but perhaps useful in determining if a problem is
memory related.

Backspace + N

Toggles no clipping on and off. When no clipping is on, you
can walk through walls, doors, aliens, and any other usually
solid object. This cheat key can be a lot of fun, but also dis-
orienting. Level 2 has a room accessible only with this cheat.

Backspace + P °

Allows you to play the cinematic sequences manually. When
prompted for a Flic name, enter the drive letter of your CD-
ROM, the path \corr7co\, and the name of one of the
sequences. Valid sequence names are:

SEQONE.CO7 Displays the Capstone logo.

SEQTHREE.CO7  Displays the opening sequence of
the artifact being retrieved and the
aliens invading.

SEQFOUR.CO7 Displays the ending animation of the
vortex being destroyed.

e — £ 1
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For example, to play the ending sequence (on a CD-ROM
set up as E:) you would type:

E:\CORR7CD\SEQFOUR.CO7
Press Enter.

Note: You must have the minimum memory required to play
the animated sequences for this key to work.

Backspace + R

Causes the image of the Solrac to appear in front of you, just
in case you haven't wasted enough ammo on him yet.

Backspace + T

Pauses the game and displays information about the trans-
porters on the current level. The transporter number, loca-
tion, and location to which it transports is shown. Use this
cheat in conjunction with Backspace + D to identify what
transporters go where.

Backspace + W

Allows you to warp to any level. When prompted with warp to
which level, type the number of level to which you want to
warp (as indicated in the following paragraphs) and press
Enter. Your score is zeroed, but you are instantly taken to the
starting point of the level.

182 — o ————————————



The levels are broken down as follows:

Levels 1-30
Levels 31-36

Levels 31-40

Levels 41-46

Levels 47-50

Levels 51-58

Levels 59-60

The initial 30 levels in Delta Base

Bonus levels A-F

Alien World levels

Bonus levels A-F

Empty, not used

Network/modem levels

Empty, not used

Use the Warp key to explore the net-
work/modem levels in non-network

mode.

OOOOOL

Secrets and Cheats
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Occasionally it's hard to run in a straight
line when using a mouse or joystick. Use
the arrow keys on the keyboard to move in
a straight line either forward or backward.
The arrow keys can also be used to aim
more precisely.

Keep moving! After you stir up the aliens,
they will seek you out relentlessly. It's too
easy to be surprised by a hungry alien if
you are standing still. If you must stand
still, do so in a safe place.

Listen to everything. If you hear a door
open and you didn't open it, then some-
thing else opened it. Occasionally the pat-
tern of doors can give away an alien's pres-
ence.

Also, listen for the trademark sounds of the
individual aliens—the Rodex’s squeak, the
Otrebor’s laugh, and the Bandor's morph-
ing sound. These sounds can alert you to
an alien presence before the alien blaster
fire does.

Consider playing with headphones. The
sounds are much clearer and intense, and
the stereo separation (on stereo sound
cards) can alert you to the direction from
which a threat is coming.




Know when to run and know when to walk.
Sometimes it's hazardous to run through a
level. This is especially true when mines

are strewn about or when there are electric

fences. Oftentimes I've sprinted around a
corner just to have my body fry on a fence!

Use the Proximity Map. Unless you are into
a lot of surprises, the Proximity Map should

almost always be active.

Watch alien movement on the Proximity
Map to assess their type and strength. The
slower moving dots are generally
Alioprobes or a Rodex. The faster moving
dots are usually Animated Probes.

Never get too close to an alien. An alien’s
blaster can turn your skin into molten slime
at close range; however, they are much
less effective at long range. Use the M-343
to punch holes in them from a distance.

When you enter a room, consider stepping
in and then immediately back out.
Generally, any aliens that are hiding inside
will step forward to greet you. Show them
the business end of your weapon instead
of your hand. Be watchful for Bandors—
they like to sit inside doors and wait for a
clear shot of your back as you pass
through.

Consider opening Medic Kit bays as you
pass them. You never know when you will
be in a hurry for health and not have the
time for that pesky blast shield.

/
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® Do not take everything you find immediately. Sometimes
it's better to leave Adrenaline and Body Armor for emer-
gencies. However, in my opinion, you can never have
enough ammo.

® Move backward down a hallway to mine its entire length.
Watch the Proximity Map to try to get the mines close to
intersections as you move.

® Always try to move backward as you lay mines.
Occasionally one will explode prematurely, especially if
you try laying them close to alien bodies. The sooner
you can put distance between yourself and the mine the
better.

¢ Be careful not to block a critical path with mines.
Although it may seem like a particular corridor may be
ripe for mines, make sure you don't need to travel it
again before you make it inaccessible.

© Keep the Plasma Rifle handy to destroy mines that
block your path. Remember that the aliens that use the
Plasma Rifle will set off the mines they fire over as well.

® If an alien dies in a doorway, the door will remain open.
Use this fact to your advantage, but be careful not to
keep a door open that allows other aliens easier access
to you!

® Inside most secure doors is a terminal that gives you
access to that door. If an alien opens a door that you do
not have access to, kill the alien and then rush forward
and use the terminal on the other side of the door.

© Most aliens will even try to get at you through walls. You
can use this fact to guide the aliens to a location you
prefer. Simply watch their migration on the Proximity
Map and move the direction you wish them to go.




When playing a network or modem game, consider
putting mines around a few select Medic Kits or Ammo
Bays. If your opponent(s) need either, they'll be in for a
big surprise.

The bigger weapon isn't always the best. For example,
the Plasma Rifle, although it does a lot of damage, is
slow to fire. Additionally, the plasma takes a long time to
reach its target. The best two weapons for my money
are the M-343 and the Alien Assault Cannon. (The
Assault Cannon is available only in the CD version.)

Take advantage of some alien’s tendency to turn their
back on you (notably the Tenaj and Rodex). Also, most
aliens will not fire as they are being hit. Hit them often
(usually with a fast weapon) to keep them from returning
fire.

The Infrared Visor can see Blue and Red Access termi-
nals. When faced with a bank of terminals, switch to
infrared to determine which to use.

Remember that opening doors can give your location
away almost as quickly as gunfire.

Never underestimate the enemy. Remember that the
weaker aliens tend to flock together. Although one
Alioprobe is of no match, ten or more can easily swarm
and overcome your defenses.

Keep tabs on your supplies. Glance at your display often
to see how much ammo, energy, and health you have
left. It can be deadly to rush into an infested room only
to run out of ammo!

Strategy and Tips
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€ On the alien converted levels (21+) you should primarily
use the energy weapons. Old-fashioned projectile ammo
is scarce on these levels and your ammo can quickly
run dry. However, many aliens will drop Charge Packs
when they die which allows you to keep your energy
weapons fed and happy.

€ Use your Visor sparingly. Rely on the Proximity Map to
move through non-infested areas. You will need the
Visor energy when you encounter aliens in a darkened
corridor (or Enirams anywhere).

€ Memorize landmarks and corridor paths as you proceed
through a level. They can help you navigate your way
out and find key items a second time.

€ Consider playing the Animated Probe in network or
modem play. These aliens are unnaturally fast and can
outrun (or overtake) all other aliens.

€ Bandors are not as effective as you may think in net-
work or modem play. There are few filing cabinets, bar-
rels, chairs, and plants in the network levels. After a few
surprises, your opponent(s) will shoot anything that you
can morph into.

€ Save your mission often, especially before a perilous
action or after success. It can be frustrating to have to
retrieve a mission that was saved two levels ago.

€ In network or modem play, notice where your opponents
tend to hang out. Lure them away from their safe place
and then double back and mine it. (Ouch!)




L3

Strategy and Tips

Some weapons (notably the M-343 and Plasma cannon)
can blow holes clean through aliens and inflict damage
to anything behind your target. Try to get groups of
aliens to bunch together before you open fire. You will
generally kill more with less ammo.

Don't be afraid to take chances—it can help keep the
game exciting. The worst thing that can happen is that
you die, which will force you to have to retrieve a saved
mission. (You are saving often, aren't you?)

Don't give up. If you encounter a difficult obstacle that
keeps killing you, try a different approach. (Don’t resort
to using the cheat keys right away.)

Be unpredictable in network or modem play. Don't let
the other players learn all of your tricks (use different
weapons, different hiding places, and different strategies
from time-to-time).

Use the Strafe key. This key enables you to sway side-
to-side in and out of a doorway or around a corner. This
provides you with cover when you fire at your foes. With
a little practice this can be a deadly maneuver.



you to play against one or more of your
friends on an IPX-compatible network.

There are eight levels specifically for network
play that include plenty of health, ammo, and
weapons.

The CD version of Corridor 7 enables °

In network play, you can be a Space Marine
or you can play one of ten aliens. When you
play an alien, you inherit its speed, general
health, and all special abilities that the alien
may have.

When playing a Bandor, for example, you
morph into an object (chair, file cabinet, plant,
or barrel) when you stand still. If you play an
Animated Probe, you will move very quickly.

Corridor 7 has two modes of network play—
standard Network (where everyone is out for
themselves) and Network Teams (where play-
ers that choose to play the same aliens form a
team).

This chapter leads you through the basics of
playing on a network and also gives you the
layouts of all the network levels.




Running Corridor 7
on a Network

The following sections take you through the
steps necessary to start a network game of
Corridor 7.

Starting the Game

The best way to run Corridor 7 on a network is
to install it on a network drive, using the
Network option. Then start each copy of
Corridor 7 by using the supplied CORR?7 batch
file.

To run Corridor 7 manually, use the following
parameters:

CORR7CD local network keepfiles

Note: You must have a network card installed,
and the card drivers and an IPX driver loaded
before running Corridor 7.

When you get to the Main menu, choose New
Mission, then choose Network or Network
Teams if you want to play on teams.
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Choosing a Player

The next screen (Choose a Player) allows you to choose
your character, either creature or Marine. If you play Network
Teams, the players that select the same alien form a team.

If playing with eight players, for example, two players can
choose Animated Probes, two Bandor barrels, and the other
four Space Marines, which makes three teams: the Animated
Probes, the Bandors, and the Marines.

You can choose from the following creatures:

Alioprobe
Animated Probe
Tenaj

Ttocs

Rodex
Bandor Chair
Bandor File
Bandor Plant
Bandor Barrel
Otrebor
Space Marine
Space Seal

Note: Each Bandor is treated as a separate alien and
morphs into the object listed when it stands still.

Note: The Space Marine is the normal character you play in

single mode. The Space Seal differs only by color allowing
two teams of Marines, if desired.
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Corridor 7 Network Play

You can play several games at once
on a network. At the creature selec-
tion screen, type a four digit number

to replace the IPX SOCKET number
listed at the top of the screen. Make
sure that all the players wanting to
play together type the same number.

Select the creature to play and press Enter. You are placed
in the first network level and play begins. See the following
section, Network Rules, for information about playing the
game.

Network Rules

The rules for network Corridor 7 are straightforward. The
main rules are given below.

Other players do not show up on the Proximity Map.

Only your mines are visible to you. Additionally, no
mines appear on the Proximity Map.

Team Members cannot hurt one another and share a
cumulative score.

Note: Bandors of different types form different teams.

¢ Every weapon and item, except Medic Packs and stan-
dard ammo, can be picked up by all players. When you
grab an item, it disappears from view. However, all the
other players still see the item and can pick it up.

¢ Medic Packs and Ammo Bays can be used only once.
When used by any player they become unavailable to all
other players.
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If you die, the person (or team) that kills you gets a
point. You can return to the current level by pressing
space bar. However, all items you previously picked up
will not be available. You start with 200 rounds of ammo,
your Taser, and your C.A.W.

When you die, you probably will drop the weapon you
currently are using, allowing someone else to pick it up.

If any player accesses the elevator, all players currently
in the game are taken to the next level. Any player
paused or at the Main menu remains on that level.

Note: Players on different levels receive messages like:
Movement detected on level 51. ThiS is a cue to move to
the indicated level to find other players.

New players can join the game at any time (just make
sure that the IPX SOCKET numbers match). However,
new players start on the first level and must catch up to
the other players to see any action.

Pressing Esc to get to the Main menu kills your charac-
ter, leaving a body on the floor where you stood.
Choosing Resume Current Mission from the Main menu
revives your character at the same location.

If a player pauses the game, only his character is
paused. The paused character cannot be hurt, but all
other players remain active.

The game ends when all players agree to end it. There
is no exit from Network Level 8, so game play could
continue indefinitely.

The Network Levels

The following pages show the layout of all eight additional
network/modem levels. Use the key shown on the following
page. (The key is the same for all Corridor 7 levels.)
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Map Legerd for Corridor 7

Elevator

Amne Bay

Infrared Invisible Barrier

Your storting location

Armor

Adgronal ine Boost

Secret passage (push wall)
Computer: Blue Access

Medic Pack wall

Computer: Red Access

Antmated Probe (skill 1 & 2)
Animated Probe (skiil 3)
Antmated Probe (skill &)

Bandgor Alien (142)

Bangor Alien (3)

Bandor Alien (&)

Boss Enfram (visible)

Battery Pack (for alien weapons)
Eniram (Marine) Invisible Enemy
Erergy pack (Nolds Ammo)

wealth Chamber

Eftak (skill lovel ' & 2) CO-ROM ivis 31-40
Eitak (skill level 3) CO-RON Lvis 31-40
Eitak (skill level &) CO-ROM lvis 31-40
Invulnerasbi ity Sphere

TENAJ (ukl 1&2)

TENAJ (skill 3)

TENAJ (skill &)

Norraw CD-ROM Ivis 31-40
Otrobor alien (level Y 8 2)
Otrebor alfen (skill level 3)
Otrebos alten (skill level &)
Allcprobe (skill level 1582)
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Al1oprobe (skill level §)

Alicprobe (skill Llevel &)

Floor Plan (for the Proximity Map)
Rodex (skill level 1 & 2)

Rodex (skill Level 3)

Redex (skill level &)

Semaj (CO-RON levels 31-40)

FOLRAC Boss

TTOCS (1 8 2)

T10CS (3)

TT0CS (&)

Transporter where 3 15 a nutber. Entering the transporter
will transport you to the transporter with the same number
(CO-ROM levels 31-20)

Tranaporter to next tevel {CO-RON ivis 31-40)
TYMXK Boss

VORTEX

Weapon: Assault Shotgun

Weapon 3: M 343 Tribarre! Power Blaster
Weapon: Dual Blaster

Weapon: Alien Assault Cannon CD-ROM
Weapon: Alfen Disintegrator CD-ROM
Mochanoid Marrior

Electric Barrier

Tebazile CO-ROM version

Alten Entrance

wall

Unlacked door

Proximity mines

Visor Battery recharge

Windowed wall

Locked door (RED access)

Leckeo door (BLUE access)
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The CD version of Corridor 7 enables

you to play against a friend over a o
modem connection or serial link. The

game has eight levels specifically for modem
play that include plenty of health, ammo, and
weapons.

In modem play, you can be either a Space
Marine or one of 10 aliens. When you play
as an alien, you inherit the alien’s speed,
general health, and all special abilities that
the alien may have. When playing a Bandor, for
example, you morph into an object (chair, file
cabinet, plant, or barrel) when you stand still. If
you play an Animated Probe you move very
quickly.

This chapter leads you through the basics of
playing across a modem or serial link.

Note: For the purposes of this chapter, both the
modem link and the serial link are referred to as
a modem link. Differences, where appropriate
are addressed in the following sections.

Running Corridor 7
Over a Modem

You don’t have to install the Network option of
Corridor 7 to play over the modem. Additionally,
you start the game in the same way you do for
single play.

The following sections take you through the
steps necessary to start a modem game.




Setting Up Your Hardware

From the main menu, choose New Mission and
then choose Modem. A Hardware Setup box
appears.

To configure your hardware, follow these steps:

1. You first need to select whether you play
across a modem or serial link. Use the
arrow keys to highlight the correct option
and to select it, press Enter.

Note: To play across a serial link you need
a null modem cable, connecting the two
computers’ serial ports. Radio Shack and
other electronic stores sell these cables in
various lengths. Adaptors also are avail-
able to turn a standard serial cable into a
null cable.

2. If you use a modem, verify that the Init
String sets your modem as follows (the
standard Hayes compatible commands are
given in parenthesis after each setting):

No Quiet mode (QO0)
Verbose responses (V1)
Extended result codes (X4)

The carrier signal should follow the true
carrier (&C1)

Hang up if the DTR signal is turned off
(&D2)

If you need to change the Init string press
Enter, type the new string (begin with AT)
and press Enter.

3. Choose the appropriate baud rate by high-
lighting with the arrow keys and pressing
Enter. The minimum required speed is
9600. If you use a 14400 or faster modem,
you can use speeds up to 19200. Serial
link users should select 38400.
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4. Select the appropriate COM port and Interrupt (IRQ).
Changing the port automatically selects the default inter-
rupt. If your port uses a different IRQ, select it, if you see
the IRQ listed.

5. Use the two Custom fields if your COM port has a differ-
ent base address than the standard COM Ports or a dif-
ferent IRQ than those listed. Type the values in the
appropriate boxes.

6. After you configure your hardware, press Esc. You see
the Choose a Player Screen. Follow the instructions
below to start the modem or serial link game.

Choosing a Player

The next screen (Choose a Player) allows you to choose the
creature or Marine that you want to play.

You can choose from the following creatures:

Alioprobe
Animated Probe
Tenaj

Ttocs

Rodex

Bandor Chair
Bandor File
Bandor Plant
Bandor Barrel
Otrebor

Or from the following Marines:

Space Marine
Space Seal

Note: Each Bandor is treated as a separate alien and
morphs into the object listed when it stands still.
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Corridor 7 Modem Play

Note: The Space Marine is the standard character you play
in single mode. The Space Seal differs only by color.

Select the creature you want to play and press Enter. You go
to the first modem level. For serial link users, actual play
begins immediately. See the section, “Modem Rules” for
information about playing the game.

Modem users must follow a few more steps to connect the
modems before play can begin.

Note: Technically, either player can begin collecting items
before the modem connection is made. In the interest of fair-
ness, | recommend that both players stand still until the con-
nection is made.

Connecting the Modems

When connecting two modems to play Corridor 7, one player
must call and the other must answer. Corridor 7 automatical-
ly sets both modems to answer the phone, so only the caller
must perform the following steps:

1. If you are designated as the caller, press Alt+D. The
Modem Dial box appears. If you are the answerer, just
wait.

2. Using the arrow keys to move between fields, change
the Dial Command if necessary. (This should not be
necessary unless you don't have tone dialing capability.
In this case, change the Dial Command to ATDP.)

3. Move to the Phone Number field and enter the number
to call,

4. Highlight Dial and press Enter when ready to initiate the
call. Corridor 7 dials the number you specify, the other
modem answers the phone and the two modems con-
nect.
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Note: The answering player's modem should answer
the incoming call. If this does not happen, the answering
playgr can force the modem to answer by pressing
Alt+A.

5. After the modems connect play can commence.
Note: Besides the Alt+A keystroke mentioned previous-

ly, you can use the following keys to control the modem
in modem play:

Key Action
Initialize Modem Alt+|
Reset Modem (ATZ) Alt+R
Busy Line/Prevent calls Alt+B
Disconnect (if connected), Alt+D
Dial if not

Modem Rules

The rules for modem Corridor 7 are straightforward. The
main rules are given in the following list:

¢ The other player does not show up on the Proximity
Map.

Only your mines are visible to you. Additionally, no
mines appear on the Proximity Map.

¢ Every weapon and item, except Medic Packs and stan-
dard ammo, can be picked up by both players. When
you grab an item, it disappears from your view.
However, the other player still can see and pick up the
item.

¢ Medic Packs and Ammo Bays can be used only once.
After use by either player, they become unavailable to
the other player.
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¢ If you die, the other person gets a point (if he had any-
thing to do with your death). You can return to the cur-
rent level by pressing the space bar. However, all items
you previously picked up now are unavailable to you.
\C(OX 3\t/art with 200 rounds of ammo, your Taser, and your

¢ When you die, there is a chance you will drop your cur-
rent weapon, which allows the other player to pick it up.

If either player accesses the elevator, both players, if
currently in the game, are taken to the next level. If a
player is paused or is at the Main menu he remains on
that level.

Note: Players on different levels receive messages like:
Movement detected on level 51, which is a cue to move to
the indicated level to find the other player.

Pressing Esc to go to the Main menu kills your charac-
ter, leaving a body on the floor where you stood.
Choosing Resume Current Mission from the Main menu
revives your character at the same location.

If a player pauses the game, only his character is
paused. The paused character cannot be hurt, but the
other player remains active.

The game ends when both players agree to end it.
There is no exit from Network Level 8, so game play can
continue indefinitely.

The Modem Levels

The layout of the modem levels are identical to levels used
in network play. See “Corridor 7 Network Play” in a previous
section of this book for the layouts of these levels.
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If you have technical difficulties with Corridor 7,
read the following sections for help. If you still
have problems, contact IntraCorp’s Technical
Support department. See “Additional
Resources” in the following section of this book
for information on other support options.

Basic Don’ts

Don't run Corridor 7 off of a compressed
-drive (Stacker or DOS 6 compression). The
game requires a non-compressed hard
drive to run.

® Don't run Corridor 7 from inside Windows.
I've been able to do this successfully but
the game has intermittent problems and
IntraCorp does not support running the
game in Windows.

¢ Don't assume that Corridor 7 should run
fine under your current configuration
because Game X does. Every DOS pro-
gram has its own memory and configura-
tion requirements; Corridor 7 is no excep-
tion. If you are having problems running
under your standard configuration turn to
“Using a Boot Disk” later in this Chapter.

Don't call IntraCorp Technical Support with-
out a detailed description of your problem.
Ideally you should be near your machine
so that you can try a few things the helpful
technician suggests.

o




Sound Problems

If you are having problems with the sound in
Corridor 7, read this section. After finding a
description of a similar problem, follow the
advice given to attempt to solve the problem.

Sound is Fuzzy or Buzzes

Try running Corridor 7 with the NOXMS and
NOEMS parameters. If using both parameters
solves the problem, try only one or the other.
Generally the NOXMS parameter cures the
buzzing problem. (See “Starting Corridor 7" ear-
lier in this book for more information on start up
parameters.)

Sound Effects Are Clipped or
Cause Fatal Errors

Corridor 7 prefers that your Sound Blaster com-
patible board be set at address 220 and not be
set for the same interrupt as another device.

If you are getting frequent fatal errors like
uncached sound check both of these settings. If
possible set the address to the default 220. If
this is not possible, check the status of your
BLASTER environment variable to verify that it
contains A### where ### is the address to
which the card is set. Also check to make sure
that the card is not configured to use the same
interrupt as another device.

Note: Most Sound Blasters can use interrupt 7
despite the fact that the parallel port uses this
interrupt also.
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Some non-Sound Blaster cards do not automatically set up
the BLASTER environment variable. If you do not have a line
in your AUTOEXEC.BAT file that begins S E T
BLASTE R =, addone. This line resembles:

SET BLASTER=A22@¢ I7 D1 T#

The number after the letter A is the base I/O address (default
is usually 220).

The number after the letter | is the interrupt that the card
uses (default usually 7).

The number after the letter D is the number of DMA channel
used (usually 1).

The number after the letter T defines what type of Sound
Blaster (standard, Pro, 16 bit, etc) the card is configured to
emulate. See your card's documentation for more informa-
tion on this setting.

See your sound card's documentation for more help on con-
figuration and the BLASTER variable.

| Can’t Hear the CD Music

In order to hear the CD Music while playing Corridor 7, the
following must be done:

@ The game must be configured to play the CD Music.
Use the SETUP program to do this.

¢ The line out of your CD-ROM player must be connected
to your sound card. This is typically accomplished by a
cable inside the computer. See your sound card and
CD-ROM player documentation for more information.
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Troubleshooting Guide

Most CD-ROM players and/or sound cards come with an
audio CD player application. (Windows uses an application
called Media Player.) If you can use these applications to lis-
ten to audio CDs, you should be able to hear the CD Music.

Listen to tracks 3, 5, 7, and 9 on an
audio CD player. The music is quite
good. Beware of playing track 1, the

bursts of noise could have adverse
effects on your speakers and/or
hearing.

Memory Problems

There are quite a few problems related to not having enough
memory. You will need to increase your memory if

¢ The game does not start when you type CORR7 from a
DOS prompt.

¢ You want to run in full-screen mode but cannot.
® You continually get puL_giveLRUPage errors.
e

You are playing the CD version and do not see any of
the animation sequences.

Remember that both versions of Corridor 7 require at least
590K of free RAM, with at least 2M total RAM. Additionally,
you need 610K free for the disk version and 622K free for
the CD version if you want to run the display full-screen.

Note: You must use a third party memory manager like

Quarterdeck's QEMM to get 622K free. DOS's memory man-
agement software cannot achieve this amount of free RAM.
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Note: You need to have at least 256K of EMS memory to
see the animation sequences. If you do not see the animat-
ed Capstone logo when you first start the game, the other
sequences will not play.

You can determine the amount of memory you have by typ-
ing MEM and pressing Enter at a DOS prompt. The MEM
command will display something similar to the following:

Memory Type Total = Used + Free
Conventional 640K 27K 613K

Upper 91K 36K 55K

Reserved 384K 384K 0K

Extended (XMS) 15,269K 545K 14,724K

Total memory 16,384K 991K  15,393K

Total under 1 MB 731K 62K 669K

Largest executable program size 613K (628,080 bytes)
Largest free upper memory block 55K (56,320 bytes)

MS-DOS is resident in the high memory area.

The “Largest executable program size” value shows how
much conventional RAM you have free (590K needed). The
first value next to “Total memory” shows how much total
memory your system has (2048K needed).

If you do not have enough free memory read the following
section on creating and using a boot disk.

Using a Boot Disk

To run Corridor 7 effectively, you may have to resort to a
boot disk. A boot disk is a floppy disk that you use to boot
your system instead of booting from the hard drive. This
enables your system to boot using a different configuration
set up especially for Corridor 7.
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Creating a Boot Disk

Format a floppy disk in your A: drive by typing

format a: /s

at a DOS prompt. This formats the disk and allows it to boot
your computer.

The next thing you need to do is create basic CONFIG.SYS
and AUTOEXEC.BAT files. The minimum recommended files
are as follows:

CONFIG.SYS

DEVICE=C: \DOS\HIMEM,SYS
DEVICE=C:\DOS\EMM386.EXE RAM
BUFFERS=20

FILES=40

DOS=HIGH,UMB
SHELL=A:\COMMAND.COM /p

Note: Setting Files to a minimum of 40 is recommended to
be able to run Corridor 7 and save missions.

Note: Be sure to add a line for your CD-ROM driver if you
are using the CD version of Corridor 7. Such a line usually °
resembles:

DEVICEHIGH=C:\CDROM\MTMCDAE.SYS /D:MSCD0OQ1

AUTOEXEC.BAT
PATH=C:\DOS;C: \CORR7

SET BLASTER=A220 17 D1 H5 P330 T6
LH C:\DOS\SMARTDRV.EXE

Note: The SMARTDRYV line is optional but may help perfor-
mance on slower systems.
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Note: Be sure to add a line for your CD-ROM driver if you
are using the CD version of Corridor 7. Such a line usually
resembles:

C:\DOS\MSCDEX /D:MSCDQ@1 /M:08 /L:F /V JE

This line should precede the SMARTDRYV line.

Using the Boot Disk

After you have created your boot disk, put the disk in drive A
and reboot your computer. Try running Corridor 7 under this
new configuration. If it still will not run, you may have to
tweak your setup a bit more. Try getting rid of SMARTDRV
first.

Note: Use DOS’s MEMMAKER program to help get the most
memory out of your configuration. After booting with your new
boot disk, type MEMMAKER at the A: prompt. See your DOS
manual for more information on using MEMMAKER.

Using Multiple Boot Configurations
with DOS 6.x

If you are using DOS 6.x, you can use its multiple configura-
tion feature instead of a boot disk. See Configuring Your
System in your DOS User’s Guide for more information on
multiple configurations.

Note: It may be easiest to start with a boot disk when trying
to set up multiple configurations in DOS. After you get the
configuration finalized, simply copy the CONFIG.SYS and
AUTOEXEC.BAT files to the proper configuration blocks.
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Network Problems

Corridor 7 will run on any IPX compatible network, including
Novell NetWare, NetWare Lite, and Lantastic. You need to
make sure that you have any drivers required by your net-
work card and an IPX driver loaded before you start the
game.

Note: You do not have to be logged on to the network; how-
ever, all machines must be connected and running an IPX
driver.

| Don’t Have Enough Memory!

Sometimes you can be a little short of memory after loading
the network drivers. Remember that you don't have to load

all the drivers, just any network card specific drivers and IPX.

On NetWare 3.12, for example, you don't have to load
NETX.COM.

See “Using a Boot Disk” if you need help coaxing more
memory out of your configuration.

The Network Slows to a Crawl When
We Play Corridor 7

Corridor 7 sends a lot of information over the network when
you play. Unfortunately, all this information can dramatically
increase the amount of traffic on the whole network. This can
result in other users (who aren’t playing) to experience a
noticeable slowdown in the network.

First, consider not playing on a system that is relied upon for
productivity (like the one at your work), or play only during
off-hours.

Second, limit the number of players for each game. The
more players, the more information, the greater the effect on
the network.
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IntraCorp

501 Brickell Key Drive
6th Floor
Miami, FL 33131

Voice: (305) 373-7700
FAX: (305) 577-9488
BBS: (305) 374-6872 (2400 - 14400 baud)

Technical Support is available through
IntraCorp’s Customer Service department,
Monday through Friday, 9am - 6pm, Eastern
time. Write down any error codes you experi-
ence before calling. Also, it is helpful if you can
arrange to be near your computer when you
call.

Software Creations BBS

Software Creations is one of the largest bulletin
boards in the country. Corridor 7 files are avail-
able in File Section 156.

1200/2400 V.42 MNP
(508) 365-2359

2400-14.4 HST US Robotics
(508) 368-7036

2400-16.8 V.32/V.42bis US Robotics
(508) 368-7139




14.4-28.8 V.32/V.42bis/V.fc Hayes Optima
(508) 365-9352

14.4-28.8 V.32/V.42bis/V.32terbo/V.fc US
Robotics
(508) 368-3424

GAMERS Forum on

CompuServe

The GAMERS Forum (GO GAMERS) on
CompuServe covers all types of computer
games. Discussions and files on Corridor 7 can
be found in sections and libraries 7 (Action
Games) and 8 (Action Game Aids).

PC Games Forum on
America Online

AOL will soon have a section about Corridor 7
and Capstone. Choose the keyword PC
Games. Then choose Industry and Capstone.
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What’s on the CD-ROM?

The Capstone PC-compatible CD-ROM is

packed with demos of 3 games and a catalog of

Capstone games. The self-running catalog of

Capstone games gives you information on
dozens of games.

Corridor 7 is, of course, the game you

already know about. This is a demo ver-
sion, and you must register your copy to
receive all the levels.

Operation Body Count is a 3-D, first-person
action-adventure game where you are armed
with an Uzi and must take out the bad guys. It
features big weapons, lots o’ blood, and a vari-
ety of bad guys. This is a demo version, and
you must register your copy to receive all the
levels.

Zorro shows a self-playing demo of the exciting
adventures of the hero as he swashbuckles his
way across the western plains. Zorro features
VGA graphics, excellent sound, and heavy
action. You may need to run the setup program
to activate the sound effects.




Installing the CD-ROM

Insert the CD into the CD-ROM drive. From
DOS, select the drive by typing the letter for
your CD-ROM followed by a colon. If your CD-
ROM drive uses drive D, for example, type d:
(d followed by a colon).

To see the contents of the drive, type dir and
press the Enter key. A list of files on the CD-
ROM will appear on-screen. The file you are
looking for is INSTALL.EXE. To install the
demos, type the word install and press the
Enter key. An installation menu appears.

You can enter a new path and new drive to
install the game, or you can use the defaults.
Simply highlight the option you wish to change,
press Enter, and then type the new drive or
path into the appropriate field. When you're
ready to install a demo game, press F10.
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Playing a Demo Game

After the files are copied to your hard disk, you're ready to
play, and you don't need the CD-ROM to play the demos.

Change back to your hard disk by typing ¢:. Change to the
desired directory (Corridor 7 in this example) by typing cd
\capstone\c7demo, type run, and press Enter. Your game
will be up and running in no time. You do the same for the
other games and the catalog. Here are the default directories
the CD-ROM installs to:

Corridor 7 \CAPSTONE\C7DEMO
Operation \CAPSTONE\BCDEMO

Body Count
Zorro \CAPSTONE\ZORDEMO
Capstone \CAPSTONE\CATALOG
Catalog

You will find the file RUN.BAT inside each of these directo-
ries. This is the file you need to execute to start the demos.



