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sculpting the book you have before you. We've undertaken the
task of exposing all the game's features . racncs and secrets in
unmatched erail, and we hope you enjoy the end result. In
fact. ther were so many hidden feature s that we created a
special sealed sectien, the "Ultimate File." The file is sealed
for a reason. so open it at your own risk (ideally when you've

(

beaten the game. or wish to view the final battle tactics or
host of tiidden features that the game possesses).

In oriler to maximize your enjoyment of the game and the
book. we squeezed out absolutely every strategy Me al Gear
Sohi/ has to offer. as you'll see when flipping ihrough ur var
ious secnons. I think "in depth" would be approaching the
description of what we uncovered for your playing enjoyment
in this gUIde (and hey. you may not wish to know the techni
cal specifications of am Ml ~brams MBT. but we included
them anyway!). However. I must finish with a word of Warn
ing: This book contains revealing information on all facets of
the game. Check the Contents efore flipping to a section. or
you may find out more than you bargained for! But that's
enough from me. I hear the sounds of soft crunching foot
steps in the snow... let's go take down some terrori sts!
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ekeme to The Official Metal Gear Solid Mission
Handbook. As r, Kojima rightly points out in his pref

. the world of video games is u Ying out for a game that
-livers a movie-qualitystoryline experience. but without com
'omising gameplay and the addictive qualit ies a gamer
Yes. Helal Gear Solid is one of those highly exalted games.

.ver has a deli htfully interwoven plot interjected so much
rsonality, emotion. and downright excitement as this assault
Shadow eses Island. With real military rakedown tactics
ch as the method of strangulation) studied and converted
ilicon form. and a feur-and-a-half-year gestation period to

eak the gameplay nuances to a spectacular level . Konami
s achieved the ulrimate action title for the PlayStation.
ur Hetal Gear Solid is about so much more than simple

fion. The stealth assassin known as Solid Snake engaged in
unrering terrorist activities uses espionage tactics to win the
y. and this should be foremost in your mind when playing.

rmple punching is not enough to secure an area: sniping, Hid
g. andstalkingare all just as important. It was with this in
md (and Koj ima's legendary artentio to detail leading to
mereus moments of spine-tingling intensity) that we began
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thought Solid Snake as he reluctantly placed hIS pistol
the or,

"We're entering your room. Please raise your hands and do
move!"

Two combat soldiers burst through the door, whipping round
face SolidSnake while bnngmg their rifles to bare.

"Nice moves boys, but the door's unlocked. I don't get manyVlSIlO

at this rerreat., at least none armed to the teeth with the latest I

infantry hardware!"
"That's cute, Now get dressed: answered the trooper, "We haven

much time:
Five minutes later, Solid Snake and six soldiers were trudgl

through the bitterly cold snow en route to boarding a transport he
copter,

"Hey. hey! Take it easywith the shoving! Roy Campbell had ben
have one hell of an explanation for all this..:

Roy Campbell: The nuclear weapons disposal Iactliry on Shadow Moses Island in Alaska's Fo
Archipelago was attacked and captured by Next Generation Special Forces being lead by members
Fox-Hound.

They're demanding that the government turn over the remains of Big Boss and they say that if rhei
demands are not met within 24 hours, they'll launch a nuclear weapon.

You'll have two mission objectives. First you're to rescue DARPA chief Donald Anderson and the pr
ident of Arrnstech, Kenneth Baker, Both are being held as hostages.

Secondly. you're to investigate whether or not the terrorists have the ability to make a nuclearsmk
and stop them if they do.

Solid Snake: What's the insertion method?

Campbell: We'll approach the disposal facil ityby sub,

Snake: And then?

Campbell: We'll launch a one-man SOY (swimmer delivery vehicle), After the SOY gets as close as
can,disposeof it. From there on you'll have to swim. You'll be goingup against high-tech Special Fore
Unit Fox-Hound, Your former unit... and one that I was a commander of,

Snake: So they're still around,

Campbell: Thereare six members of Fox-Hound involved in this terrorist activity, Check the characte
information data for further tnforrnation. In chargeof them isFox-Hound's squad leader, LiquidSnak

Soft crunch] g footfalls approaching hom the so tbwest snapped
Solid Snake out of a restless slumber, After the ini . I rpnse I at

one of his Huskies hadn't woken and let out a war ing ark, he le pt
from his mattress and edged forward to his gun cupboard uickly
snatching a 9mm Heckler and Koch P7 pistol from their casing, he
grabbed another magazine and darted to the window. Through the
frosted glass, he made out the forms of three figures flitting through
the woodland behind his lodge: they looked like black cps soldiers
armed with assault rifles, "Who the hell are these guys?!"muttered
Solid Snake as he finished fastening the last strap of his bullet-proof
vest, Quickly turning, he realized the troopers were inside the house,
cocked his pistol. and slid up to the bedroom door,

"Combat operative Solid Snake! Please throw down your weapon!
We have orders from Colonel
Campbell to escort you to him!
Put down your weapon NOW!"

"Damn, they're using thermal

Snake: Liquid Snake?

Campbell: The man with the same codename as you, The nuclearweapons disposal Iacihry covers the
whole island, I'll instruct you by Codec after you reach your target.

Snake: Anyone goingwith me?

Campbell: As usual. this is a one-man infilr ration mission.

Snake: Weaponsand equipment OSP (on-site procurement)?

Campbell: Yes, This is a top-secret black op. Don't expectany official
support. We'll take you through trainingstrategiesfor both actual and
virtual combat. and provide extensive maps and walkthrough racnc
for the entire base. The rest is up to you. Good luck!

FOX-HOU 0: A high-technology special operations force formed by the
United Nations in the ear 1990 s to combat the threat of terrorism

throughout the world, Also known as Fox-Hound Space Seals, Solid Snake is
recruited for Outer Heaven crisis,
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., OUTER HEAVEN: A small country ruled by a dictator known as BIg Boss.
J formed on the boundary of South Africa in the mid I 98 0s. and subse

quently destroyed in the late! 990s. See also Big Boss Profile.

2UPRISING OFZANZIBAR: (overt operation in which Solid Snake penetra ted a
newlyformed state called Zanzibar Land in the Middle East. A nuclear threat

was posed as the state. under the leadership of Big Boss. began illegally stockpil
ing nuclear materials. In addition. the state held the biological blueprints for a
newly discovered microorganism known as Oilix. which relined crude oil into
exceptionally pure oil. The inventor of Oilix. Doctor Kio Marv. was kidnapped and
held hostage. and it is to Solid Snake's credit that he managed to avert disaster. res
cue the doctor and defeat Big Bosswithout the loss of innocents.

o;s,I~crmmt: 16.500 tons surfaced: 18. 500 tons submerged UfItda: 560 feet BNm: 42 feet Drwft: 36 feet Pre,ulsi.n:
OnePWRreactor. steam turome« smgle shaft fttui"",mS~ 25 ' knots fttuimum~ 800 ' feet Cnw. 160 Wl'~,.ns:

24 Trident I ( 4 or Trident II 05 Balhstic Missill'S:4 Mldsh,ps 21 " torpedo tubes f,ri ng Mk 48 torpedoes

The tl.S. Navy's newest and most capable ballistic missile submarine. and the largest buili outside Russia (only the
Russian Typhoon offers a greater water displacement }. Named after the lead ship of the class. It is also known as
the 726 Class or Tndent Class. after the payload it delivers. It offers the quietest ride. coupled with the most sophis
ticated guidance systems and sonar ever realized. Powered by a pressurizedwater reactor {PWR} that drives steam
turbines to a single propeller shaft. it can achievedepths of over800 feet while travelling at over 25 knots. StaYIng
submerged for prolonged periodsisalso possible. as it is nuclear powered. Acrewof 150 enlisted men and around
a dozen officers usually mans the submarine. operating in rwo separate shifts.

CHIC C LFlSS SUI3MFlRINE
{caL3E NFf,..,.,Sz ~SC3N- 73C? L3'SCaveR~J

{Ffa::l-=:J' TIClNFfL ' FfICFf - SEFf I.£.IClLF LIEN ,..,.,OTl-len}



/Tn""Io#S ,..."SS, O N l3eallt<lS}

/co&:lec T R F=. It<IS """' S S , O It<I ~""o,o""a}

R LJVENTURING IN THE RLRSKRN WILLJERNESS

Ininal Briefing from Roy Campbell ' Before you engage rhe enemy terrorists holding up
Inside the impenetrable stronghold of Shadow Moses Island. headquarters has prepared a
brief history of the lands you've settled in over the last ten years or 50. This has been ruled
necessary as official backgrou nd knowledge has aided past covert members in their infiltra
tion duties. even allowing operatives to pass for locals. and at the very least allowing soldiers
a little familiarity in a foreign land. Ignore the following information at your peril. Snake!

(
hnsrened "Alaxsxag' by 'he Aleuts (one of the
onginal senling tribesJ over 10.000 years

ago. rural colloquialism degenerated rhe original
name to Alaska. which essentially means "the
object toward which the acuon of the sea is direct
ed." Although filledwith rugged rocks and jagged
canyons. ' his bitterly cold yet serenely beautiful
wilderness is a cornposinon of fragments of the
earth's crust moved northward from the Pacific
area by plate tectonrcs and slotted together. This
geological occurrence continues to this day.

Diversity is Alaska's main attractive quality as
the topography uncovered presents one with
thousands of untouched acres of wilderness.
America's largest state encompasses over 5.000

glaciers. four mounramous regions, ice fields. ba
arctic tundra. extensive forests. active volcano
broad valleys. a dozen major river syste
'3'3.900 miles ( 54.500 kilometers) of coasrh
three rmllion lakes. and even more Islands. T
sheer number of remote and inhosprtable are
makes Ala~ka a perfect place for any number
c ndesnne operanons and facihties.

The initial settlers were ancestors of the nanv
found In both North and Sourh America. a
today are divided into four main tribes. ,
Eskimos. Aleuts. Arhabascans and Coastal India
(the Thngits and Haidas I, Europeans fir.
encountered Alaskan anves in the 18th cenrur
bur the firs' signsof unrest came with the Russia
invasion in 1741 . With extremely lucrative fu
trapping. furious hunting enabled 'he Russian~ t
capture large portions of Alaska, an invasion fUI
ther exacerbated by the native tribes' lack c
defense to European diseases.

However. later encroachments in the early 19t
century by the British and the Americanscouple
with guerrilla warlare tacrics by the T1ingit:
extreme overhunting and difficulty in protecnn
'his distant colony lead '0 a sale of Alaska to rh
Americans. The price was under two cents al
acre at $7.2 million. With uneasy peace berweei
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After these engagements. the strategic importance
of Alaska was realized. It was no longer deemed
a dependent and insubstantial territory. an idea
finally put to rest with the discovery of oil at the
Swanson River on the Kenai Peninsula in 19 'i7.

Sincethen. big business ( mainlyoil and textiles)
and many of the U.s. government's most secretive
projects and laboratories have quietlyslipped into
many of Alaska's nooks and crannies. One of
these places is a nuclear weapons disposal facility
shrouded by high mountains. bitterly cold winds.
snowstorms and rough coastal waters. Located off
the coast of the Fox Archipelago is the Shadow
Moses Island. a dump for extremely high'grade
plutonium and a testing ground for a number of
warfare experiments and vehicles.

Your Briefing is complete. We now advise any new operative to hone his or her skirmishing

skills by utilizing the tactics in the Combat Instruction and VR Training sections. Good Luck!

commenced that lasted two full weeks. The
Japanese lost their ground and all hope of rein
forcements (their transport submarines had been
halted by American destroyers) . but never surren
dered. fighting to the last man. The skirmish
finally stopped on May 29 after American troops
successfully held off a banzai assault. A few
Japanese continued to hide on Attu for up to
three months. and when discovered. they commit
ted suicide to avoid capture. Thiswas the second
bloodiest battle in the Pacific Theater. second only
to the Iwo Jima conflict.

After the Attu conflict. the remaining island of
Kiska was shelled by hundreds of American
bombs to flush out the remaining Japanese sol
diers. Sensing defeat. the Japanese forces made
cunning escape plans. and retreated under the
cover of dense Aleutian fog on July 28 and 29.

new landowners and the indigenous popula-
he discovery of gold in the Yukon in 1896

what a shrewd investment the land had
r Amenca Despite subsequent poor treat
f many native tribes. Alaska continued to
e a major source of income. However. it
wards the endof World War II that Alaska

bee a battleground. with its terrain used to
ull e fecr.

AI er Pearl Harbor. on June '3. 1942 . Japanese
l o~ rook to the skies and bombarded an
encan naval base called Dutch Harbor. It was

eography and the quick retaliation by the
at halted the attack. and a second. less Iero-
melee that inflicted minimal damage to the

owever,when the Japanese landed on the
ends ofAnu and Kiska, capturingAnu residents

and begmning an assault towards southeastern
ska the rnred States forces took this serious

atmg nearby townsand hamlets.
1-6 theJapanese began to dig in on Kiska and

Arru he US. Navy hastened its construction of a
a thenearby Adak. After final preparations.

an troops landed on Attu (a tmyisland '3 'i
es 156 kilometers) long and l'i miles (24

kilometers) wide) on May II. 194 '3 .
Derermmed 10 regain the island. a bloody battle
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proFiles

" M y goal is s t r a ig h t Fo r w a rd. I make the impossible possible."

Aveteran ex-Fox-Hound member with an
intelligence quotient of 180. Solid

Snake's rather nomadic past existence and
psychological profile made him perfect as a
past deep operative. Previous missions have
shown his exceptional ability to enter any
enemy structure and compound under any
situation (from jungle terrain to desert war
fare) . After being recruited for the Outer
Heaven mission in the late 1990s. Solid
Snake's subsequent success. professional
approach to enemy disposal and dedication
to the cause propelled the Fox-Hound orga
nization into the spotlight throughout the
world. enabling many more operatives to be hired. However. Solid
Snake retired from the unit soon after the Outer Heaven crisis.

Aman of Solid Snake's talents did not rest long. and was contracted by
the Central Intelligence Agency (CIAI to become a deep cover agent.
Not content with the bureaucracy surrounding the organization (Solid
Snake's main concerns. which were expressed rather vocally. were met
withan almost constant reburtal]. Solid Snake fought against the system
before cutnngall tieswith the CIA- Hedisappeared into the underworld.
earning a living for a number of years as a mercenaryand offering his
execution duties and skills to the highest bidder.

Earning enough money to serm-renre (and needing a lengthy pause
after a number of despotic dictators and other men of dishonor were
assassinated ). Solid Snake moved to the Canadianwilderness. where he
rehabilitated in deep seclusion. Only his old commander. Roy Campbell.
knew of Solid Snake's whereabouts. and Campbell was quick to locate
and hire him for a volatile situation that was developing in the Middle
East. This was later codenamed the Uprising of Zanzibar. Solid Snake's
mission was to infiltrate and bring down the military rulership of
Zanzibar. along with its dictator. known onlyas Big Boss.

After the apparent death of Big Boss and devolution of Zanzibar. Solid
Snake returned to his solitary existence. this time retreating to a remote
area in the Alaskan mountains called Twin lakes (an area around SO
miles to the west of Mount McKinley) . Finally at peace. Solid Snake
resided in a small log cabin. living off the abundance of wild plantsand
wildlife. During this time. Solid Snake developed a particular taste for
blueberries and salrnonberries, and continued to block his mind from
the past atrocities he had ensured. Not surprisingly. his past two rms
sions had lead to a psychological disorder known as Post-Traumatic
Stress Disorder (PTSD) 1. He experienced intense hallucinations. guilt
and flashbacks of the barrlefield trauma. leading to increased mental
confusion. a problem he attempted to banish by indulging in Huskie
sleigh racing and befriending an Eskimo from the Yup'ik1 tribe. who
helped to train the sleigh dogs. Solid Snake had just formally entered
the Idirarcd Trail Sirigh Racr' and was preparing himself and his
hounds for the trek. However. government forcesand Solid Snake's old
commanderintervened at the last minute. Solid Snakewas recalled into
active service for one final sortie.

REAL NAME: UI-:X::O:'::: SEX: rlRLE STATUS: SIIIGLE AGE: 305 NATIONALITY:

RI'IERICRII HEIGHT: 182 [If ADDITIONAL: EXPEfU //1 PRRRCHUn:IG. SWBR C/U
1l1o.. IlRPPELUl1{j.. FIlEE [Lll'18/l'1{j.. l'JIUTRR':J Sl'lRLL Rlll'lS, ,''lIUTRR':J [Ol'18RT
VEHICLES RIIC SUBI'IERSIBLES. FLUEIIT 1:1 SIX LRIIGURGES
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1 Idirarod Sleigh Race: Celebrating Alaska's frontier past. the official winter sport is sled dog racmg (also known as
mushing). and the best known race is the Idirarod Trail Sled Dog Race (also known as The Last Great Race). The

race IS billed as a 1.049 mile trek ( the -49- used to symbolize Alaska itself as the 49th statel. but usually the trail trav
eled iswell over I.l 00 miles ( 1.760 kilometersl. The route traversed is a freight-and-mail sled dog route of old, estab
lished dunng the gold rush of the early 190 0s. Starring Iradltionally on the fi....;! Saturday m March in Anchorage. it dis
sects two mountain ranges. follows the Yukon River for 1SO miles ( 240 kilometersI before finishing in Nome. Whoever
crossesthe finish line stands 10 gain around $60.000.

Yup'ik: Subgroup of Alaska's most famous native group. the Eskimos. The Yup'iks settled in the
West of Alaska. while their cousins. the Inupiars. colonized the arctic region to the north,
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The original leader and commander 01
the Fox-Hound unit 01 special operatives.

Despite retiring both Irom his Fox-Hound
duties and activeservice over liveyears ago.
he has been reinstated by the U.5.
Government lor one linal (and unseen)
mission. Various tactical forces are standing
by ISpecial Forces inlantryunits. missile sta
tions and a fleet 01 warships and sub
marinesI. but the White House and presi
dential advisors have deemed a surgical inci
sion by one superbly trained assault soldier.
This is the only wayto thwart the Fox-Hound
renegades and their almost impenetrable
base. Roy Campbell 's extensive strategic knowledge iswithoutquesnon
but the main reason lor his reinstatement stems Irom his contact wllh
Solid Snake. No other commander is able to reach Solid Snake. espe
cially withinthe tight perimeters 01 thismission time. Campbell's lriend
ship with Solid Snakealso relates to the time when Roy was leading the
Fox-Hound group. during which his cool exterior under pressure and
previous service honors were well respected.

Before joining the initial incarnation 01 Fox-Hound. Campbell served
in the Marine Corps. Green Beret. and Delta Force. Once aboard the
Fox-Hound unit.he was assigned to the strategic planningof'escapeand
evade- missions. simply because 01 his talentsand experience. Alter the
demise 01 Big Boss. Roy discarded the code name system lor the unns
members. and instead concentrated on building up the -new· Fox
Hounds technological capacity. This included instructing operatives on
the speciftcanons and use 01 various pieces 01 hi-tech equipment, such
as reconnaissance satellites.

Soon alter this overhaul. Campbell became increasingly troubled by
the direction Fox-Hound was taking. Fox-Hound operatives were now
being genetically treated and enhanced.and this lead to Campbell step
ping down from the post 01 Commander. Alter being discharged. the
cornrnanderless Fox·Hound returned to a code name system 01 opera·
rive recognition and became increasingly distant Irom government con
trol. shortly belore a renegade splinter group was Iorrned. Meanwhile.
Campbell served as a special strategic instructor at a Harmes' boor
camp. At this time. he struck up a iriendship with another veteran.
Master Miller [see CHARACTER PROFILE: Miller. Master!.

Upon Solid Snake's location. Campbell moved the entire operation 10

mission headquarters. an Ohio Class submarine 011 the coast 01 the Fox
Archipelago. Though now a civilian. he returns lor this last mission clad
in his old military unilorm (complete with beret) . This operative also
has a personal significance lor him (possibly the main reason lor han
dling the mission 1 because his niece. Meryl Silverburgh. is held capuve
on the island.

REAL NAME: RO~ fRI'IPBELL SEX: I'IRLE STATUS: I'IRRRIEC AGE: 505 NATIONAl·

ITY: RI'IERlfR:t HEIGHT: 170 [/'1 ADDITIONAL: R:t OLC FRIE:tC OF SOUC S,~RXE.

EX·G~EE,'1 BE~EJ R,''1C DELTR FORCE, EXCEPTlOt1RL fRCT/CRL PLRNI'fIl'fG 5~:LLS .

OFFERS RCU/fE R,~C CIREUION THROUGHOUT THE 1'1155:0:1.



(odrfYlni Satf'lhtt (ommumcencoS)'\ftm usedbySolidSnake. incorporating anU"'W1nng coding.

m,.ral realume burst ccmmumcenon sonar ulllmngand radar. A normal communication
1O¥ff Ito !It'<onds) 1\ Instantly ccertred. comp ressed and rrensrnnted In a burst one rmcrcsec

ondWIItnefh. II1\ rf'Ctlvt'd In real ume. umcrambled and decoded . It IS Incomparably mort

1N'IQ'I,)ITVf than the- coove-orlonal anll-wtnna frequency scrambler. The- Z-4 -hour S)'\ltm tbat 1\

unaffMt'd by Wf'athtr IS made- JM»\lblr byInrtgrallng information from hlgh-alrlludt recen

I\II\SM'ICtWltlh,tSandlow-alhludt reccnoarssance planes, Howt'Vrr. environmental harmonic

monanct. rnm'IYdlscovrry andvrl} low structures over tbe cperenve havrcaused subslanflal

mrmf'mlCt 10 pasc It'SlIne

REAL •• IlE: I'IEI Ul1G SEX: FEI'IRLE STATUS: SII1GLE AGE: rEEl1S NATIONALITY:
{ ~E5E HEIGHT: 156 en ADDITIONAL: fJEVELGPEI? OF ml'lI'lUI1ICRrIOI:S EI1U1P

ENT Fa~ THIS UEttTURE. SPEClRUlU1G Itt H'lRGE Rt1C CRTR PR[)[E55U1G.
[)FFEI?5 SUPPGl? r VIR cafJEC SRVES SGUfJ S.~RKE 'S II'fFIUI?R rJa.~ I?ECGl?fJS

SOUfJ SI:RKE I'IM SRVE RI:fJ WRfJ HIS GRI'IE

Desprre being born in the ll.S.. Mei Ling
spenther earliest years in a Chinese set

lement deep in the Kwangtung province.
Influenced by numerous fighter-plane-pilot
movesof the 1980s.she became increasing
ly Interestmg in an AIr Force career. moving
10 the U.S. to participate in the ROTC (Army
Reserve Officer Training Corps) program at
HIT and become an officer. Unfortunately
for Hel Ling. she dropped out of the pro
gram due to a lack of self-confidence. diffi
culty In atraming high standards for the train
Ing. and poor eyesight Ishe wears contact
lenses). Her blurred vision lead her to devel
op an mlenoritycomplex. bur it also increased her desire to develop a
new radarsystem that would assist vision and thinkingcapabilities. Her
research lead to military interest. and she was hired for her expertise in
Image and data processing. She worked together with technicians at
OR[m Fon Mead. a Cold WeatherTraining Facility ). and associates at

E PIC. specializing in imageprocessing and electronic and communica
live espionage WIth the use of spy satellites.

Hel Ling now works In unison with Commander Campbell and the
rest of thecrewat the submarine headquarters. her role being the man
agingand transferal of communicative data processing from homebase
toespionage agent I In this case. Solid Snake). and the transcription of
the field operanve's incoming messages. She also developed the new
romrnurucanon equipment and radar system implemented by Solid
Snake m this mission. the most important of which is the Codec. Mei
Lmg. however. IS shy and finds it difficult to interactwith people and pre
VIOUS operatives. covering her reticence with enthusiastic but unimpor
tant conversation. as well as Chinese sayings to suit the situation. Her
afflmty for Solid Snake leads her 10 take another role: to create a
relaxed and friendly voice and lessen the stress of the battlefield envi
ronment. In return. Commander Campbell has hinted that Solid Snake
WIll attempt to teach herwhar'reel espionage"and"communication with
people"actually mean.

'::Iou must cross the river beFore you tell

he crocodile he has bad breath,"



According to government records
obtained from Doctor Naomi. her

Japanese grandfarher was an aid to J. Edgar
Hoover (Director of FBI. 192 4-1972 I in
the Federal Bureau of Investigations for the
years 1910 -1950. With her father in sucha
position of authority. Hunter soon realized a
similar ambition after leaving college " she
went to work for the Tokyo Police Bureau
Police Science Laboratorywhere she special
ized in DNA testing. After a problem with
the validity of some forms of the testing.
Doctor Naomi became increasingly
depressed by the weak organization of the ..._-..la....;~;...._ _ ...

department and the lack of precision in the DNA testing itself. leading
to her departure soon after.

Quilling the Tokyo Police lead Doctor Naomi to beginwork as a genet·
ic counselorat a gene diagnosis firm. Bur as before. she felt a parade]
between her work with gene therapy and the natural order of life
(especially regarding the patientsshe was treating with untested rhera,
piesI. and after sixmonthsshe resigned her position amid investigano
regarding her parents and family. Hunteremigrated to the ll.S..where
she joined a biotech business giant ATGC in Biotech Bay. California.

Returning ro her main loveof research. she indulged in gene rherap
and discovered a way to use a gene (a spreading agent) as a veero
WIthout using viruses or ribosomes. The upshot of this is that she wa
able to isolate and reprogram certain genes in order to produce a
heightened sense of awareness necessary for combat. a fighting oper
rive known as the GenomeSoldier. Her work was acknowledged and
she was then recruited as a freelance member of the Fox-Hound med
ical staff. She also continued her biotech research. working in co
junctionwith ATGC (who provided financia l aid and cooperation I and
the Pentagon on the GenomeArmy project. after the National Insntur
of Health lowered the budget for the clinical testing of gene therapy.

With a beautiful brown-skinned complexion. a soft-spoken (almost
English ) accent. and a relaxed bur firm attitude to her employment. her
gene strengthening team affectionately call her Doctor Naomi rather
than the more formal Doctor Hunter. A strong-willed woman. she
recently took complete charge of upgradingand maintaining the genet
ically altered Fox-Hound members. Once every six months. she in!
grates any newly discovered Soldier genes through gene therapy to al
team members and conducts additional programming. This isachieved
by implementing Hunter's newly discovered spreading gene to be used
as a vector. as well as a gene targeting method. Currently. she has been
pulled off her research on"symrnemsm" (a geneticdiseaseand byprod
ucr of gene therapy that has caused certain Genomesoldiersto die) In

order to add invaluable knowledge. She has applied gene therapy to
manyof the Fox-Hound defectors. and the U.S. government has deemed
her services invaluable.

REAL NAME: ttROI'l1HUttTE~ SEX: FEI'IRLE STATUS: SlttGLE AGE: 205 [RSSUr.u]

NATIONALITY: RI'IE~I[Rtt HEIGHT: 150 en ADDITIONAL: F~EELRtt[E RGEtIT R,~'

t'IEC/CRL CHIEF OF THE I~EIJ FOX-HDUI'fC. SHE PIlDWeES sou: SNRKE :J:r
Il'fFDI?/'JRTlDl''f f8EHRUlal?~ PElfSOl1RUlIE5 Rl'fC 8/0-IlELRTECJ en FOX-HOW'!D
GE,~OI'lE SOLIIIE~S , RS !JELL RS THE BEST l'IETHOIi OF EXEfUTIDN.

born with their Fate written into the

enetic code... it's unchangeable, immutabl



Bomtoa houseand familyof militaryIra
dillon. Meryl trained herself to becomea

soldier from her earliest formative years.
Unlike many children of military personnel.
she had no desire to break away from the
regulenon and pursue a less rigorous exis
tence.haVIng been raised as a soldier for as
longasshecanremember. Despite her deli
catestature,shehandles a Desert Eagle pistol
WIth only one hand. and her hie's devotion
landedhera jobas a combat agent for Fox
Hound. Pnor to her first assignment for the
organization. she wasgenetically engineered
10 be a superior soldier. but her only bailie
experience has been simulations I much like the defector Genome
guardlthatare guarding the ShadowMoses base)

RoyCampbell's favonte mece. Meryl Silverburgh was a newly appoint
edoperative. and wasactually assigned to Shadow Moses Island on the

day of the terronsr insurrection. Tension built as she was caught in
middle of the upnsmg, and is thought to be imprisoned somewhere

IIllhe bale. possiblyas a hostage. She has a Codec. bur her lack of dis
tresl responses concerns all present at the operation headquarters. espe
oally Commander Campbell.

The stnct rmhrary upbringing disabled all thoughts of falling in love
Iindeed. Meryl received minor genetic treatment to prevent her from

WIng deep allecucnl. but a final radio transmission from her indi
ca ed that hernatural Alaskan surroundings were beginning to have an
effect onhervalues and viewof life.

a.••RT Ff L
rAr. .50 Auto Lf¥fl:om-a1/260 mm (10.15In. wlrh 6 In. b.JrrtlJ Wi '
WI'fJfY: I.l01 '" 0.15/b1 Vtl«if:1:~ onca/iMr ,.~. 436/s wrrh
H1""...~ .351Hdgnum • 9 rounds .44 Hatnum •, rounds

O
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Un !.tnts 01 wbmachlOt guns. and 11 IS no surprise Ihal the deSign of the Desert Eagle differs

from olner semcuto plslol\. Themagazine release ISon the Side of the gnp. bur the pistol IS

ItS cpereted. emploYlOg a

tRd shrouded barrel for

IdCtd precrsron, and the
WIiIN 01 the weapon aids In

IN<norc kKkb.xk SOOO IX"

tI* Comblf\3flOM of thiSpl!llol

.. l1nd Meryh 1\ an Acllon

~s With Magna ponlng

torrlrPfn\o1llon ¥tn l\ 10 CuI



proFiles

Born in the Ukraine in the 197o, Miss
Romanenko was ten years old on April

26.1986 (at 1:2'3:40 a.m. she told author
ities). when her entire family was showered
with radiation and nuclear contaminated
fallout from the Chernobyl nuclear power
plant disaster. Her hometown was three
kilometers from the epicenter. In the clean
up that followed. both her parents (who
helped in the decontamination) were
exposed to lethal levels of radioactivity and
died. leading her to abandon her roots and
emigrate to the U.S. Ten years later. her
hometown was severely polluted. the deep
soil was still radiated. and agriculture of all kinds still prohibued
Sterility. thyroid problems. and other unknown symptoms blighted thOlt
few remaining people. Despite rudimentarytreatment. cancerdiagnO\l\
was not conducted and medical care not given.

Enragedbythe situation. detesting nuclearweapons. and secretly pr
ing for their abolition. Miss Romanenko worked her way through cof
lege. and eventually landed a job at the Pentagon. She opposed I~

nuclear deterrence theory that prevailed after World War II. opposed
strategic arms reduction proposals (such as SALT and START). and
remained firmly behind her ideals of total nuclearabolition. Shemoved
to the Defense Intelligence Agency (DIA). and rhen to the Nallonal
Security Agency (NSA) . During this time. she assisted in a number 0

high security matters. [CLASSIFIED MOST SECRET]
The end of the Cold War lead to Narasha leaving her post due 10

downsizing. She and other military analysts (who were dubbed mllilal'l
archeologists byan unkind media. as their primarytask was to excavaie
the remains of the Cold War) left to pursue independent analytical free

lance work. and Narasha moved to Los Angeles. During stretches of lime
when work was scarce. she enjoyedwriting for a couple of informanon
magazines and a ll.S, Naval journal. In 1996 . she attended the
CanberraComminee. the world's first nationally hosted nuclearweapons
abolition proposal group. Her past analytical work allowed her to pro
vide detailed explanationsand information on nuclear weapons. mclud
ing handling practicesand capabilities.

Two days ago. Miss Romanenko was called upon to provide support
data for Solid Snake in this operation. Hercomputer hackingskills have
allowed her to infiltrate the mercenary/criminal databanks of the
International Criminal Police Organization (ICPO).and she maybeable
to locate background data for the various Fox·Hound renegades Solid
Snake encounters. Her knowledge of police data allows her 10 touch
upon the newest information regarding mercenaries and cnrmnals
throughout the world. She also acts as a counselor from the Nuclear
Energy Survey Team (NEST) . informing Solid Snake of the hazards
involved with nuclear weaponry. She also shares his love of cigerenes.
and is a heavy smoker herself.

REAL NA ME: ttRTR5HR ROf'lRNEttKO SEX: FEf'lRLE STATUS: 5tttGLE AGE: 305
NATIONALITY: UKRRtttRt1 HEIGHT: 179 Cil ADDITIONAL: Rt1RL~5 TOF f'lturRR~

HRRCIJRRE RNe DRCIt1Rl1CE, 1l1[LUOIl1{j [BUT nm UrllTEC TO} HI-TECH
tJERPOl''15 RttC "'fUrLERR tJERPGl15. RSS/S T5 sou: 5t1RXE ~JlTH TEfHl't/CRL
/,"fFDRl'lR ton HER:J':J Sl'lOXER.



ICRr: HEIGHT: /69 [ If ADDITIONAL: [OtfTROLL ER OF THE El1TlRE OPERRT:Ol'f, RELR'J/t'fG
/l'fFORl'lRTlOl'f FRfJ/'/ THE ·X,'1E£ [RP" TO RO'J CRl'JPBELL VIR 5RTELUTE.

REAL NAME: ,m,[CDl'1l1EL BEl1ECI[T {'ULLER SEX: ,",Rif STATUS: SU'fGLE AGE: 505 NATION ·
AlITY: RI'IERlfR:: HE IGHT: /8 7 C., ADDITIONAL: EXfEPTlO::RL fOl'IBRT UETERRtt SPEflRL
Illl'fG Itt RiL FORt'/S OF IJRRFRRE. REaUES TEO TO RIC SOUC 5l'1RKE VIR [GCEf REGRRC ...
/,'16 POTEl'fTlRLL~ HRlRRCaUS [Ol'lBRT SITURTlGl15.

(
ontrolling the entire sortie from the Knee-Cap. an
Airborne Warning And Control System (AWACS)

command center. Houseman is a parnor who still
firmly believes in rhe validity of nuclear deterrence.
HIS past duties included active service when the U.S.
enjoyed a strong leadership over the rest of the
world. and formerly belonged to rhe ll.S, Marine
Corps. Houseman took control of a unit of marines
in the Vietnam War. He is a close associate of
Kenneth Baker. the Armstech President. and sports a
crew cut. He is still unable to leave his 30 years in
rhe military behind him. An advocate of PaxAtomica
(the peace brought by nuclear deterrence l , he con
siders this plan to be a fundament of post-Cold War
nuclear strategy. Should the situation get our of hand. Houseman has the
authority ro bomb the Shadow Moses Island from the air. Heis also a member
of the OS!. an FBI-like organization conducting criminal investigations among
Air Force employees. soldiers and related civilians. He has also undertaken an
OSI investigation. after successfully uncovering information on illegal sales of
nextgenerancn lighrer planes.

-r----........---.---..""

"Serve and protect us. Solid snake!

':::lour country and the world need you!"

tter the name Master Miller with respect!

Id!t's crush some renegades. junior!"

(
omposne bro IS unavailable [C LASSIFIED MOST
SECRET!. bur current inlorrnanon suggests that
er currently resides in the Alaskan wilderness

era long and dsnnguished career in the Armed
res. Miller IS of third generation American

ese Ancestry (AJA). meaning he is fluent in
nese as well as English. bur with a decidedly
allan Irather thanAsian-Jepenesel appearance.

srer Miller has earned thrs moniker byservi ng with
rheGreen Beret. rhe Marine Corps and Fox

nd asan aurhonty on survival training, In these
days of the FoxHound organization. Miller was
ihar face among the raw recruits and infamous

being a hardheaded msrrucror who earned the 1.;•..;... ....;===_
Master Miller. This was uttered with the utmost respect. After retiring.
settled In the Alaskan wilderness. and gathered information on the van

legends and folklore of the place (a subject which always interested him) .
IHi. """'" asdriircult 10 locate as Solid Snake. Miller was persuaded by Campbell 10

n Solid Snake with survival hints throughout the operation via codec.



REAL HAME: lJOl1RLlJ RI1lJERSOl1 SEX: f'lRLE STATUS: SI116LE
AGE: SOs NATIONALITY: Rf'lERI[RI1 HEIGHT: 18 S en ADDI

TIONAL: f'l/55/116 /,"1 RCTlOt., lBELlEVED TO BE R HaS TRGEl,
OBJECTIUE / .. TO IlETUI?/'1 R,'1CEI?50,''t SRFEL':J.

Anderson is the chief of the Defense Advanced Research
Projects Agency (DARPA). and a strong advocate of the

nuclear deterrence theory. Aftera period of strategizing for
the United Statesgovernmentin the Cold Wardays. Anderson
worked for the CIA for more than ten years and was award
ed the Intelligent Star Badgefor his duties. His main exper
tise liesin international politics and military strategymatters.
and he soon headed the DARPA program in the Institute
Defense Analysis (IDA) buildingadjacent to the Pentagon.

Anderson secretly proceeded with the construction. devel
opment and VR field testing of the Metal Gear concept as a
"black project." DUring this time. security was so tight that
when he participated in training pilots for the Metal Gear.
Anderson himself had to apply a bto-rransrmtrer nanoma- L.......!'-&o...-l.

chine (much like Solid Snake's radio frequency transmitterI. which was swallowed
digested and excreted in the space of 12 hours, Anderson's motive for entering the
ShadowMoses Island compound is unknown. but it is speculated that he plannedtodiS
arm the warheads located inside the base due to his knowledge of the PAL code. This
cipher disarms the detonation code of the nuclear warheads. and it was usual pracnce
for Anderson to enter such nuclear weapon disposal Iacrhnes to disarm such weapons.
Anderson is a valued member of staff. and must be lead to safely.

"The nuclear deterrence policy has

prevented war. This I Firmly believe,"

President of ArmsTech and responsible for the creation of the Rex
Project. Baker is a rotund. politician-like middle aged man. He

walks with a cane. Due to military cutbacks after the Cold War.
Baker became worried about a drasticdecrease in his company rev 

enues. With this in mind. he set up a meeting With DARPA chief
Anderson to tryand persuade him to realizea new and highly secre
tive project that would increase revenues for ArmsTech. Baker's per
vious credentials are not in dispute: he owned the number two mil
itary manufacturer during the Cold War. After this. he took part in
the SOl project and invested a lot of money and time to develop
mass destruction satelliteweapons. but suffered an extremely major
loss when the ll.S, government terminated the project. He then
developed the Metal Gearstandard Mech Defense Machine to survive
in the stagnant military industry. teaming up with ARDEC (Army
Research and Development Center) to complete the project. This was also terminated.

Armstech also suffered at the hands of innovative companies. Lockheed improved stealth
technologies. and Armstech lost the bidding for the next generation fighter plane. the F22
(ATF) . The technology demonstrated for these projectsbyArmsTech was far more superior. but
was not chosen due to enormous costs. However. in reality. ArmsTech was not chosen because
the Pentagon and the stealth manufacturer had an unlawful intimate relationship. Baker wit
nessed the dark side of the bond between the military and the military industry. This lead to
an unflinching goal for Baker: He was to become the number one weapon developer.

REAL NAME: XEI111ETH BRXER SEX: l'lRLE STATUS: SI116LE AGE: 605 HATIOHALlTY:

Rl'lERI[RI1 HEIGHT: 168 al ADDITIDHAL: l'lISSII16 111 RUI011 fBEUEUElJ TO BE R
HOS TR6EJ, OBJECTIVE 2, TO RETURI1 BRXER SRFEL':i.



H sing science to help mank ind...

that·s just in the movies... ••

The ArmsTech Metal Gear Project chief
engineer, Emmerich is soft-spoken with

II1laIl round spectacles and a friendly nature,
wnKh belle his true path in life - that of
weapon development. He did not attend
scbool but studied through the Internet and
mamculated at MIT. He earned his Ph.D, in

early twenties, previously earning his
bachelor'sand master's degreesat Princeton,
a genius at almost too early an age, In his
college years, he formulated a fool-proof
program tosolve theyear iOOO digit chang

g problem In computers (many internal
clocks would have reverted back to 1900

read of iOOO) and drew majorattention. even being hailed bysome
c hiS conremporanes as the savior of the computer world, He envi
scned the Idea, but didn't patent it and thus earned no moneyfrom it.

e that Emmerich wasseverely reprimanded by his university and lost
fllSl Job for hacking into the DARPA mainframe (DARPA researchers

saned the Internet in 1969 for communications purposes]. an ironic
pas! misdemeanor given the currentArrnsrech and DARPA inter-relations.

Amidst this intelligence lies a subconscious of fear and loathing for
weapons. Ernmench's grandfatherwas also a scientist who took part in
he Manhallan Project. Emmerich is well aware of his grandfather's

yof seeing what he created being used as a weapon, and he told
acon ofthis Immensely traumatic experience, Ironically, his father was
non the same day as the nuclearweapon A-bombswere dropped on

roshima IAugust 6, 194')) . As he continues his Metal Gear Rex pro
je<t for Armstech, he becomes increasingly aware that three generations
of hIS family spent their lives in the shadow of nuclear weapons. He is
caughl In between his interests as a scientist and the idea that his tech
nologies are used as a weapon to kill thousands of innocents.
Emmench's family dominated and immersed into all facets of technolo
gy'. lhey even named theirson Hal, after the computer in 2001: A Space
Odyssn IErnmenchs father watched the movie shortly before his son
was born.] Emmerich hates his name, and asks to be called Oracon,

ThiS nickname expresses Emmerich's love of Japanimation (Japanese
amrnanon or Amrne] . His nickname Oracon stems from Otaku
onvennon arurne tradeshows in Japan and the U,S..and isslang for the
allallCS anendmg such events, of which Emmerich is a regular parnci
nl Emrnenchs real reason for joining the Metal Gear projectwas due
hiS love of robotic animation, Emmerich created a radio-controlled
one Hech, which he called the Metal Gear MKi, In his MIT years, this
enrnenr Impressed the FBI. and he was recruited to the Engineering

esearch FaCIlity IERF) , He Joined Arrnsrech and developed Metal Gear
an MTMD (Mobile Theater Missile Defense) but didn't know of the
tal Gear's true ordinance (the Rat! Gun unit and new nuclear war
ad I He IS womed that the fake nuclearwarhead launch experiment

h he has perfected mayactually be used for mass destruction,

proFiles



Guarding weapons stores and other important areas are the Heavily
Armed Troopers. who come fully equipped with riot gear. including full,
facial bullet-proof metallic helms. kevlar fatigues specially lined Wlth
extra fabric. and carry the FAMAS Assault Rifle. Even quicker. these sol
diers have experienced actual combat and know how to deal with an
enemy. Execute them quickly with all physical means. Be wary con
fronting one of these Guards. as they retaliate Wlth force and numbers.
Soldiers of thisstock are also integrated inrothe Nuclear. Biological. and
Chemical (NBC 1Warfare units. becoming fully adept in dealingwithall
manner of hostile environments. Expect NBC Warfare Troopers to be
handling or guarding waste materials in a less-than-breathableenviron'
rnent. They are clad in NBC outfits

The combat soldiersyou initially encounter here will be Aru ic Warfare Troops. the less intelligenr
members. with rough search and walking routines. poor searching capabilities during an evasion. and
a small field of vision. They are clad in snow camouflagegear (white balaclava mask. combat vest and
insulated jacket) and carry FAMAS Assault Rifles (with optional night·lightclipI. They are considerably
toughened in harder difficulty sellings but still slow on their feet. easy to outwit. and prone to numer
ous lapses of concentration on their patrol routes. These include a three-second yawnand stretch and
a two-second sneeze and sniff. During both these mannerisms. the Guard's line of sight stops (as hiS
eyes are closed). Knowing when a Guardsneezeson a patrol route has never been so important, Other
mannerisms the Guardsdevelop during their patrol routes include the neck stretch and chin rub.

Deeper into the compound. where the psychic channeling of
Psycho Mantis is stronger. patrol the Light Infant ry Troopers. suited
in padded twine cloth armor with standard green combat fatigues.
black balaclava face mask and FAMAS Assault Rifles. They run faster
(due to enhanced training and less weighty attire) . and react with
precision that is lacking in their lesser brethren. bringing their
weapon to bare more quickly. Theyare mainly sighted near com
puter or storage areas and have none of the mannerismsassociated
with the SnowCamo Guards. rarely falling asleep on the job.

proFiles

I nrelhgence reports inform us that members of the next-generation special forces are
patrolling manyareas of the Shadow Moses Island. Combat operatives gathered from

all over the world through genetic mapping surveys have received excessive genetic therapy
and are of the same stock that belonged to the mercenary enterprise known as Outer
Heaven. Once Big Boss was destroyed. the entire companywas sold to the ll.S, government.
All unitsyou encounter have undergone simulation training on historical operations. as well
as training for future operations in the FORCE Z1 virtual reality unit installed in Fort Knox.
They are known as the Next Generation Special Forces. Many do not have actual combat
experience. The six known Fox-Hound renegades were to organize these GenomeSoldiers
inro tactical squadrons worthy of the name Space Seals. The entire platoon was recently
shipped to Alaska for a new nuclear weapons exercise utilizing the Metal Gear. They are
now under the mind control of Psycho Manris after the coup. and despite some loyalty to
Liquid Snake. theyare initiated into the terrorist force under the powers of suggestion.

' . ! I I
f I I I J ( )

"A fine combination of brute strength, intelligence and uN
The Genome project will create super soldiers!" - Liquid

DaD' ""'ET'FlL GEFIR SDLILI
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Lasrly. we have Genome Combat Veterans. Clad in spec-cps "black owl" kevlar-errnored fatigues. these
combar speoahsrs are rhe cream of the crop. taking pan in hundreds of sorties. both simulated and real.
Th~ are involved m the last portion of their gene therapy to become Space Seals. They have no qualms
abour rakmg out operatives and are usually extremely accurate ar distance shooting and ambushes. They
have also been trained in the use of optical camouflage. Approach these Guardswith almost as much fore
houghr asyou would a Fox-Hound officer.

ADDmONAI..: COMBAT ZONE MOTIONS: Each soldier has a number of different motionswhile guarding. ALERT 1. CONCERN: Should
a guard notice or hear something suspicious (such as footfalls through water. tapping from a cargo box. or an object recently posi
tioned) he'll hair hisroute. produce a blue question mark and investigate the problem. Use this to your advantageand navigate around
theguardbyutilizing a different parh while the guard isoccupied, ALERT 2. DANGER: Once a guard has spoiledyou or hears the sound
of a meleenearby. he'll hair his route. produce a red exclamation mark, sparkle his eyes in surprise and run into your location. From
here. he'll either fire a machinegun burst or pistol whip you to the ground, Stand and fight in a variety of ways. or retreat and evade.
ALERT 1. SUSPICION: When evading capture. Guards may stop looking for you, However. if you make a sound. the Guard's suspicions
are raised again and a blue exclamation mark is produced. REEUNG: When punched. a guard reels back in pain (and may spout
blood I, The reeling guard is back and alert in a second. so always knock the guard unconscious, PRONE: Shouldyou throw a guard.
he'll fall to the ground and lie there. incapacitated for three seconds. Throw him again and he'll black out temporarily and become
dizzied (or prone), Note the three dizzy stars above his head, Dizzied foes are incapacitated for seven seconds and can fall face up
or down dependingon yourattack. SLEEP: Some guards may be sleeping at their posts. This allowsyou to sneak past them. alert them
aryour leisure. and even execute them without alerting other soldiers. Shoulda guard be punched or thrown I but not reach the point
of blacking out) and failsto alert others. he will return to his post and beginsleepingagain. producingY marks above hishead, INVES
TIGATING FOOTPRINTS: Aguard investigating footprints in the snow stoops his head slightly and follows the markings. This is perhaps
the easiest wayto lure a guard into a trap.
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BOSS ENER~":I

TheBoss health meter is blue. When reduced to empty. tit
enemy in question is nullified.

i::IlF"F"IC::::L.lLTa::I L E V E L

The different levels are: EASY: Same diffrcuhy as
Ja panese version, Item placement dunng rhe w

through is based on this selling. Compared ro rhe
settings, the Guards have short eyesight and there
many Rations available, NORMAl: Enemies have
eyesight [i .e. they can spot Snake from further dista
Fewer rations than Easy mode. Bosses are stronge
restoration after defeating boss is reduced. Carry
items than Easy mode. Item reappearan ce II less
quenr. HARD: Enemies have better eyesight r
Normal mode. Fewer rations than Normal mode.
take more hits to kill than Normal mode. Life resro
after defeat ing bosses is not 100 percent and 11.'1

Normal mode. Car ry fewer items than Normal
Reappeanng of items less frequent then Normal
EXTREME: [Classified]

OX":l~EN LEVEL

Someareas havegaseous vaporsor warer to Impedeyourbre
ing. When the Oxygen supply has complerely deplered. you
losing energy. Equip a gas mask 10 prolong your supply

I.IJEFl~ON INVENTORY

Bring this up by pressing and holding R2 . Select a weapon
the D-pad. Click a weapon on or off (or reload) byprelling

F/ELLJ OF ~LFl":l

Your current location. default view i~ top-down.
Switch to sranonary first -person at anytimebypress
ing the Triangle button,

EVFlS/ON ,.",OLJE

After Alert Mode has ended. you are able to escape undetected
by automatical ly entering Evasion Mode. This period of time
allows the enemy one fmal search before they resume their
patrol positions.

FlLERT ,.",OLJE

Once the enemy spotsyou. sirens sound and Guards converge on
your position The radar i~ jammed byenemy sensors (mean
ing you cannot lee where the enemy isI. and a timer counts
down only when the enemy is not able to view you.

KNOI..I.I a::IOLJ~ O~TIONS;
Before you even start. take a little time to check through the options pre
sented to you. You must undergo an extensive briefing on the Discovery
(Ohio Class submarine ) before your
mission starts. All other areas are self
explanatory. with the exception of the
Special option. This is where your pre
vious sorties can be read through and
any extra features can be viewed
(such as the Camera) . Finally. leave
the Oplions screen moving for some
interesting color-cycl ing effects.

RFlLJFlR

Soliton Radar shows yourself. Guards' lines-of-sigh! (in blue ). Cameras' lines-of-sight
(in yellow l. Suspicious Guards' lines-of-sight I in red l. Note that sometimes the
Radar Is Jammed. and the radar ts 1 0~1 in Alert or Evasion modes. Note that in Hard
dlfficulry. enemy jamming and nanomachine malfunction has rendered the Radar
useless and it doesnot appear.

LIFEBFlR

Your current energy level.
Dropping to empty leaves
you dead.

Glad you could join us at such short notice. soldier, Here at the Force 21 YR Training grounds in Fort Knox. you'll undergo ccmprehensrq
Reality rests before the mission begins. However, fi~t let us introduce you to the basics of stealth espionage warfare. Also check through you
instruction manual prior to the sortie. Note that your primary objective i~ to complete this game by stealth and not killing. Let us begin.

Belowis field photograph y of a game in progress. We have labeled the perti
nent information regard ing what appe ars on your screen to aid your progress.



the mission to uncover hundreds more interesting facts. Natashe
Romanenko and Master Miller provide the most intelligent conversa
tion. and three other operatives can also be called. Call them (and
repeat call them more times for further information) at any time.

e Importance of the Codec cannot be underestimated. As well as
nvmmg with Roy Campbell. Naomi Hunter and Mei Ling on the
scovery. a number of other personalities can be called at the Iol

frequency numbers. Call any one of them at any lime during

re are three important elements needed for a superior espionage infiltration. l earn these techniques. and
your task becomes one of subtlety and intelligence rather than brash bravado.

MOV IN G u.Ii '1-10

eEl. seeN
Take a look at your radar before you
attempt to movearound a new area. If
a radar is not working or is jammed.
IWitch ro Iirst-person mode and scan
around thearea. TheScopemaybe USl"

ful. Watch for Genome Soldiers. surveil
lance and Gun Cameras (note the yel
lowfan of their sensor spread) as once
inside these'fans or sensor boundaries.
you will be spotted. If enemies block
your path with their patrol routes. take
lime towatch them from a safe vantage
point. Now observe the behavioral par
terns of your enemy. such as wtien a
Guard stops. turns. the direction theyare
faCing. and whether their line-of-sight
vanishes (such as when they yawn or

eze I. Then advance through when
dge your route to be safe. Also
ention to your floor. as some lat
aped walkways allow you to see
eath. but are noisy to walk over.
ewflelds leave visible footprints.

'R""'~LING

-.:=n T'ir. ..rEL8::I

There are a number of areas where
danger can be avoided simply by crawl
ing. One example is by crawling over
floors that cause a clanking sound.
Crawling up or down stairs reducesyour
visibility. makmg it verydifficult for ene
mies at the top' of the stairs (or those
passing by the side of the stairs) to spot
you. Crawl under objects to remain
unseen. or over Claymores to pick them
up. Another way to avoid security cam
eras is by crawling under their line-of
sight. You are able to crawl effectively
under a camera's viewmost of the time
(which isn't as proficient as you might
think. especially if the camera is set to
sense movement in a distant area ). and
this technique can be employed exten
sively. Should you leave footprints. bend
and crawlover them to rub them out. or
wait for t em to disappear. Crawling is
slow. so know when to use it proficient
ly. and avoid discoverywhile crawling.

IF &3ISCOVE'RE&::I"

"",ssess TH'Re""'T

Avoiding an enemy's line-of-sight is
important. but even more significant is
your reaction when you are actually
located. There are two plans of action.
The first is to escape. running to objects
(such as crates). weaving behind them.
locating an incoming enemy and secur
ing a hiding place until Evasion mode
clears. As Genome infantry reinforce
ments are called in almost instantly.
resist the temptation to engage up to
four enemies at once. Use an opportu
nity to kill effectively. picking off one
alerted enemyas soon as you can before
moving out of sensor range.
Recommended killing tools are bare
hands for strangulation (or flipping if
you do not wish a kill) or a silenced
SOCOM. Note that to strangle. you must
press the Square button without moving
the D-pad. otherwise you flip. The fur
tlier you are from your victim. the less
the chance he will alert others.



Those operatives who wish to become skilled in the art of enemy takedown need to procure the information con
tained below. All the following moves are optional. but add to your overall satisfaction.

T~'-'-ING

Press the action burton when Wall Hugging. An excellentplan if y
want to move an enemy to your location. and then either ktll 0

avoid him and run through the locanon he was initially patrolling
However. if you fail 10 move quickly enough. many enemies can IU

round you veryquickly. Check the positions of other enemiesaswe
before this is employed.

I.&I~LL HLIGGING
Avoid being seen by passing enemies and view them at the same
time. Press the D-pad in the direction you walked when running up
10 a wall. Left and right move you along. but the direction burton
must still be pressed. This is also effective if edging along a narrow
ledge. Disadvantageousas sometimes the angle of your view makes
moving the right way difficult.

Utilize these four important techniques when infiltrating the enemy line of defense. Proper use of these tech
niques addsgreatly to your chances of survival and each has advantages and disadvantages. Combine your knowl

edge of all four techniques to effectively limit your chance of being discovered.



THE CATWALK PLUMMET - An excellent
way to rid yourself of a Guard is to
throw or punch him off a catwalk to a
floor below. The Guard instantly dies.
and leaves an item (which disappears
after around 1( seconds) . This is most
impressivelydemonstrated at the top of
a {7 storey tower. Your task is to lure
four Guards up to the top of the tower
and throw them all off the side of the
top balcony!

Claymore. a high-explosive is hidden in this location.
Take extreme precautions in this area!

Secret area. Position of a room or entrance to a room
that is concealed fromyour vision.

Trap. Double-doored bottomless pits can be avoided by
noting their position with this icon.

START & CLEAR - Those should be obvious. but other map
icons might cause confusion. Follow our brief guide to the
various symbols that adorn the level maps.

SELF DETONATION - Committing suicide
is easywith C-4. Simplyplace a block of
it at your feet and detonate. The ensu
ing explosion sends you flying back
wards. damaging you severely. However.
place two there. explode the first and as
you reel backwards. flashing with invin
cibility. detonate the second. causing any
Guards nearby to fly back reeling. Not
recommended byany means. but amus
ing nevertheless.

RD RESET - You cannot quit a game of
tal Gear Solid (once your mission is
der way. there is no time to halt your

rogress!I. but If you want to reset to the
le screen. press and hold down Select.

ncl all four shoulder buttons for three
CIs or until the screen turns black.

IX PUNCHESANDDO MI NO - Your usual
hand·to·hand attack IS a one-two-three
pu nch-punch-kick combination (by hit
ting Circle three times). Change this to

I e punch combowitha kick to finish
BlJSing momentarily between your

second and third button press. Also
one Guard into another for a

o effect (see below). Also try
uards at once for five hits before
them with a kick! It is possible!

Clpr,oNFlL rFlc::r,c::~

LEVATOR CALL - Exit into a elevator in double quick time by calling it. and
ressing the action button again if the doors do not open. The elevator
oors open immediately the second time you call it. allowingyou to remove
urself from danger at a faster rate.

ETURNING TO LEVELS - An excellent plan.
ny level can be returned to (except the
argo Dock) . but watch for differing Guard
lacement. Someitems respawn when you
turn. Also locate powerful weapons and
urn to earlier locations to test-fire them.

TEREO PLAY - Metal Gear Solid is very
ereo intensive. and the location of Guards
an be discerned just by listening to their
ootsteps WIth a good stereo set-up. Some
allies are actually more difficult to fight
tha monaural set-up.















































For now. Inspect the Hangar closely. learn the sweeping patterns of t
secunrycameras and ensure Vigilance at all times - these GenomeGuar
are more mrelhgenr and alert than those previously encountered, Final
note that you'll return here later Into your rmssron to unlock the secun
doors that cannot be breached at the moment (see page 76 I. Taw
remain the same. but the number of Guards parrolhng changesfrom t
to four (a third on the catwalk. and another sleeping In the top ng
room of the lower courtyard).









FOX #-I 0 UN;:] BRIEFING: LERRN MORE RBOUT T#-IE TERRORIST PLRN!

Your first port of call after descending from the Hangarare the Holding
Cells. You may continue further down to Basement 2. but a number

of key Items and mforrnanon needs to be obtained from this zone first.
The squalid hving condmons show that the two prisoners located In this
area need to be rescued at the eerliest opportunity. Initially. this area is
unguarded. and remember to investigate all areas. as the air ducts
become Impenetrable later Into the game.

Sweeping scans of rhis zone has uncovered three hfe forms. two
which are possiblealhes. Despitethe lack of Guard actIvity. the mostpr
Iicient way of infiltration IS through the arr ducts. Finally. note that you
return to this secnon for a fleeting moment much later Into the gam
Note that at this lime. machine-gun cameras will have been insralle
thwarting your progress. For now however. your rrussron IS clear: rescu
the two hostages!





















FOX HOUNi:3 BRIEFING: BEWFfRE OF POISON GFfS FfNi:3 LFfSER WIRE!

The main objective now is to liaise with Meryl back in the Hangar.
However. you must first avoid a couple of heavily armored troops

parrolhng the Armory. Tackle the first by running straight up and stran
ghng him. before dashing to the right wall. up and left. sneaking up
behind the second guard and snapping his neck. Beveryaware of attract
mg attention: these guards call upon near rnfin te reinforcements. fire
more accurately and act more competently than their lesser brethren. Do
not get swamped by these enemies.

Should the tide of battle turn agamst you. simply backtrack to the h
in the wall leading to the Revolver Ocelot battle area. and then re·en
the Armory. The Guards then resume their patrol as normal. Should
return later into your mission. three Guards Will be patrolhng. Plany
strategyand stealth accordingly. soldier! Collecung the FAMAS Assault RI
and ascending to the Hangar IS your first objective here. after whic
laser mesh must be negotiated. and a snow laden canyon explored. H
is your first taste of the terronsrs' tremendous power.









































FOX HOUND BRIeFING' FI MeeTING WITH MeR'.::IL. FIND MFINTISI

Exceedingly intense psychic emanations have been traced to this area
of the Nuclear Storage Building Basement. Your continuing task is to

locate MIss Silverburgh and identify her from the remairnng Genome
Guards in thiszone. She IS dressed for the occasion, so watch for her 'wig
gle'. This is also your first and only trip to the Women's Bathroom. after
which you'll need to enter the main domain of Psycho Manlls, a Fox
Hound renegade with both stealth and unfathomable psychic energy,

Gain an audience with rhrs monster, as he must be taken out of theF
Hound equation by any means necessary. Watch Meryl. as her psych
defenses may not be as highly tuned as yours. and paycloseauennon
anything Psycho Manlls says, for he is the most devious of all the Fo
Hound rebels. Afteryour confrontation with Psycho Manrls, locatethe hi
den exit from the Commander's Room. exit the building and try to hnd
route to the main Communicallons Tower.





For those operativeswith a lack of cunmng. or a non-funcnonmg number two
[oypad port. another wayto defeat Psycho Mantis IS called for. Eithercompletethe
battle the hard way (complete with possessed joypadl. or let the Mantis Win three
ties. During the third time you fight. Roy states the obvious. and after you lose this 1I

the two busts either side of the room [previously indestructible) become the sourc
Mantis' powers. Once the bailie begins. pum
couple of rounds Into each head. They expl
draining Psycho MantiS' power.



JDYPFfLJ GClNE MFfLJ ..!
sycho Hanus' demonstration of [oypad possession is • •
oronly rmpressive [providing you have a Dual ShockI.
t vital to hrsconllnued hold on your mind. SImply connnue
e bailie. and you'll nonce hIS comments ridiculing your per

ance. Your shots mlhcr hnle damage. and the bailie
comes a fraught war of atrnnon, However. once the Manlls
s taken control of your joypad, you must exorcise hIS mllu

ence. SImply pause the
game. SWItch your joypad to
Port 2 on your PlayStallon
and connnue the battle. Now
Psycho Manlls Isn't quite as
brash and before...



MISSION OBJECTIVES: FIN;:] FI ROUTE TO COMM TOWER Fl.

Psycho Mantis isdown! Congratulartons trooper. the first confirmed kill
of a Fox-Hound! How does it feel? Afew regrets perhaps. but head

quarters has deemed th s necessary for the good of the nation. Push
Psycho Mantis' suffering to the back of your mind. and continuewithyour
mam objective. gaining access to the Communications Tower. The back
entrance of the Commander's Room must be used.after whicha coldand

icy stone cavern must be negotiated.
Aside from a pack of wolf-dogs (a mixof wolf and huskie} . therea

a number of very narrow tunnel entrances to crawl through. Thesro
and snow. coupled wirh rhe flickenng illumination from elderly elecrri
lamps create a peaceful ambience amid rhe stealth trek. Once throu
to the other side. check back with Meryl before entering the courtyard.































Pt,haps the b,ggtsl nustake

In rhe gamt is 10 reach the
lOP of (emm Tewer A wilh
lUI raking rht Ropt. l.rqurd

III eventually pilk you off
.nd there's nOlhing you Ian
do about ir... except return
balk down Ior the Ropt.





























I ouldyou return to rhrssmelling pool later Intoyour
cursion, yourarnval IS announcedbynineSiren sounds
d a flashing red light. This sIgnifies the main exit doors

pernng. but does not attract any Guards. Your only concern
eeds to be the NBC Warfare trooper atop the first flight of
eps patrolling the elevatoraccess. Do not simply run up the
eps; rather. check his pcsuion WIth the first-person VIew.

'i_ 1I" Rftuminc
thispoint nt'llt to tM
. prcmlles el(c.n.nt

OHIIpS. Just try to
ill a Guartl's FAMAS
th. faul

Another. more impressive but lesssilentway to cross
rhrs molten chasm IS to actually blow the smelling arm
apart and Into the Pit Itself. Thiscan be achieved in anum'
ber of spectacularways. The easiest IS to launcha Nikira mIS'
sile at the arm. Aim for the weight you needed to duck.
Witha gnndmg exploston, the enure arm creaks and bends.

other Nlkita rmssile frmshes the arm off [although you can pass by the broken srruc
re l . Now the wayforward IS SImply a mailer

I Sniping the alerted Guardon the far balcony
to prevent him shoonng as you edge across '
eally with the PSG·I). and Side-stepping to
e other Side. Those combat speoahsrs with
ut any Nlklta ammo may unhze Grenades.
>lIngers (wuhour a lockon.aim at the weight)
" evenC·4 when close.























r intervieUl

Describe your initial concepts for the game?
I released Meral Gear for the MSX more than
one decade ago. and I left out a lot of things
that I would have liked to include. When the
PlayStation came out with us speoftcanons. I
felt I could re-create the game so as to give the
player incredible thrills. which could not have
been achieved using the other system,

Who fir~t came up with the idea for a l1etal
Geargame on the PlayStation?
The answer is me! It's easy to understand that
when you display everything in a computer
world in polygons. you are able to assume a
character's persona. By taking on this role. you
are introduced to many thrills and various lev
els of tension.

Did you initiall y want a 10 style. srealth-infi l
rrarien game. or did you want a graphically
superi or game that played the same as previ
ous l1f'fal Geargames?
Although I wanted to create something graphi
callysuperior, the most important aspect was to
crear !J1d experience realism. which can only
be achieved by this console. Another important

t was whether or not visual reality is
leved m the game. Butas well as that.
player have to feel that you are actu

r in Alaska. For me. the visuals of the

Fllthouqh'

game are just another aspect. II I wanted to do
more visually. then I could have used rendering
techniques or textures in a CG movie.

Do you feel as if you have achieved your ini
tial objectives?
Probably around 80 percent of my objectives
were achieved. and as for the other 20 percent.
it just wasn't feasible on the hardware. For
example. if Snake was to use a searchlight. WIth
the current methods of light sourcing for the
game. I feel the PlayStation would not have
achieved satisfactory results, Technically. I prob
ably could have done it. but it never would
have come oUI the way I would have liked.

Do you feel as if you have retained the ele
ments of the original that made it a classic?
Although the game is now 10. the concept of
the game has not been changed. But the reali
ty of advancing through environments in a
stealth manner has been retained. I didn't
make this game into l Ousing the idea that I
had ten years ago. I created a game world that
couldn't be expressed or achieved at the time.
but now using this technology. II is at last possi
ble. Of course. those who have played the MSX
version will enjoy this Meral Gear. as will those
who have yet to experience Meral Gearat all.
What percentage of the original l1f'fal Gear

players will play l1f'fal Gear Solill?
As I look over the Internet. I can see a ccnsd
erable number of people who Wish to play. But
I would say the majority of players would be
those who have played the ongmal I'-I proba
bly safe to say that a large percentage of lhe
original playersare dehnitely the most anXIOUl
to play Meral GearSolid.

Once the project started. how soon did ou
manage to acquire your key team members!
The planning started about four-and-a half
years ago. About four years ago I wasworki
on Policeneuts and the inuial planwasalready
there . There was a designer called YOI
Shmkawa. and at the time he wasworking on
the design aspect of Meral Gear. But smce I
was so busy then. I didn't touch Meral Gear. I
personally started gathering staff for Mtlal
Gear in August 1996. Two years ago I had 10
staff members. 20 members lastyear andnow
currently 10 staff members are working on
Meral Gear. In 1996. I brought over the
Pohceneuts staff to work on the Meral Gear
project, Prior to rhar, for one year. one pro
grammer at Konarrn conducted polygon
research for the game. because for the h~

time. we needed to show realistic motion In

polygons. In addition. the polygon characters
needed to interact WIt h the game environment



Canyou givt one example of a major problem
you encountered during rhe development of
the game. and how you overcame it?
Well. let me see. For example. the game is very
polygon intensive. so the rendering process is
tedious. Of course. it is more interesting for the
player to have many different enemies in the
game. but if you have a lot of enemies. It slows
down the gameplay. The key was tryi ng to find
a balance in the gameplay. In Metal Gear. what
we did was use different textures on the same
models. In a particular scene. for example. con
taining five enemy characters. we used a 100
polygon character. then we mapped that char
acter. When you see the Itrsj-perscnperspecnve
view. you can see that character really close '0
you. At this time. the character is made up of
more polygons giving more derail. but. in con'
trasr. when the character is further away. it's
made up of fewer polygons. My job is getting
those ideas working. ana . of course. as it is of
the programmers.

Metal Gear. it takes time. so it is difficult to
decide how any designers we want to have at
the initial stage. To be honest. to get the hIgh
quality. it is best to have fewer designers and
then spend a larger amount of design time
with what we've got.

Onct rhe designers have finished their dtsign
ing. do they have any other input into the
development?
Well. until the end. for example. 5hinkawa did
the mechanical and character design. then he
sentit to the 3Ddesign team and constructeda
map. Then we received those maps and then
finally put it into the game. During the process.
we always got undesirable results. Things like
the door is not clear enough for the player to
see or the thickness of the door is not what I
wanted. So. in that case. we had to give feed
back to the designers and re-create it, The
process mIght look like it's smoothly f1owmg.
but that's not always the case. However. every
body sticks together until the end of the game
development.

Whtn did you rome up with the names and
look and feel of all the characters?
Whenever it comes to the design of a character.
I usually write down details about what the
character WIll be like. What kind of weapons.
belongings. ere,Afterdeciding everything. I usu
ally hand it over to the designers. But, WIth
Metal Gear Solid. I didn't have as much time. so
there are some characters that I had little
involvement in. After giving the characters to
Shinkawa. he is a bit rebellious - he designed a
totallydifferent one! Especially the Oracon char·
acter: I wanted him to be heavier. wearing a
cap. and programming while eanng a choco
late bar! But he came out as a slender. smarr
character instead. It turned out to be good.
though. Also. the ninja was not in the original
concept. but Shinkawa had created the charac·
ter by himself because he said It would be nice
to have a ninja. Plus. it looked really cool. so I

When you starte d. did you think it would take
two years to com plete?
Let me see. I thought it would be much quick
er. I thought we could pull it off in one year.

What was the main reason it ended up taking
three years?
First. we had to make the development tools.
All the staff had to learn everything from the
beginning since using existing tools would not
achievewhat I desired. Sowe had to create our
own tools. We also made a tool for polygon
editing. which took us half a year. We had to
also teach the staff how to create the tools in
the first place. and we had to deal with much
trial and error. This process exhausted us! After
finishing the game. we learned everyaspect of
making this kind of game. so producing a sim
ilar game would now be much easier.

to do it yourself.
Well. yes. This can be said to any person work
ing in a creative environment. It is really diffi 
cult '0 think and create. but it's not that diffi·
cult to re-create after seeing something that is
already developed. Thiscan be said to any soft
ware developer. In Biohazard. not everything is
polygonal. and if I wanted to use that kind of
approach in Metal Gear. the game itself would
be different. So that was the direction that I
didn't wanr to follow.

How many staff members were utilized for
the project?
About 30 people total toward the end of the
game development. including rookies. Too
many to be specific. but around six program
mers. 10 designers. four motion capture guys
and two or three sound programmers. Plus.
four guys that managed to get everything
linked up and put it over the map.

How long did the development take?
It's difficult to say. as I rnennoned before. but
four-and-a-half years ago the design started.
planning and scenario were already created. so
If you were talking about Just the development,

I would say around two-and-a·half years.

Is it unusual for this kind of gamt to have so
many designers?
It is not unusual at all. In the case of Konami.
we have much less designers. compared to
other developers who usually have about 50 to
100 designers. I think it is enough to have 15
to Z0 designers. However. to make a game like

umably. even if you see a feature in
ther game. you still have to work out how

ou choose anyone from Konarni's pro
ming school?

AI<hool student playedan important role.
guy got thiS Job last year. Hedesigned a 10'

the Metal Gear sounds himself. He did a
,eat Job.

d"tlopment continued. did you draw any
Iwion from other video games?

gh the direction of the game is different
BIohazard or the Final Fantasy series.

I~ I was quite interested in those two
However. I haven't developed Metal

10 anval cepaory Bur by lookingat those
eogmes I was disappointed because I

ed to be 'he first '0 do those types of
WhIle I was happily pondering the our
of Metal Gear. using my own new tech

the other games were already irnple-
ng these same techniques. Overall. we
solved every possible aspect of the engine
hal been previously used. and I don't care

the othergames- only Metal Gear.

Dt lOU think that Konami's programming
Ilhool il of benefit to Konami?

l thrnk 10. I would say that it is a mutual
anonship smce we are all creators and we

" (reallvely stale if we don't work with the
lOUIlgergenerations. Those kids from Konarms

ldIool are a snrnulanr to us.

Wha' kind of people did you have in mind for
ihe /'Iml Gear team?
Of course. I will hire people that have passion.
but the teamwork aspect of creators and the
aff II much more important. Creativity is

more rmportant than experience. Asfar as hir
programmers. I don't mind selecting those

who have notprogrammed before. I like a per
son who can think logically and come up with
Ilieas By hmng those people. I ler them learn
along WIth the development of Metal Gear.
lpraklOg of the Metal Gear project. myself and

hana and Uehara are the only people
have experience and the rest of the ream

e not doneanything before. But everything
hal gone well. because 'hanks to fresh think

we can makea great game.

How did you go about stlt u ing your ream
members?
Ihe people in Japan called us the Kojima
group. My location was in the Osaka area. and
....tult we were creenng Policeneuts we would
receive apphcanrs, including general publicand
new graduates of whom I thought would be
benehoal for 'he company or myself. But 'his
nme we set up a company and we selected
hole who wanted to create something really
good. For example. Mr. Toyota and 5hinkawa
art old Inends, Toyota got the Job through

mkawa, but around one third of rhe staff
....alfrom friends of friends. For this project. we
recruited many outsiders.



What military stealth techniques are ~ClUII

in use and which did you make up?
Half were real and the other half were I
but around twenty-five percentwere ImaglnaIY
However. It'S not from fantasy. II IS baled on
reality.

Are all the tanks and stealth helicoplfrl
based on real life counterparts?
Regarding the modeling of the tanks. we ec
ally went to see them and alsowe made van
ous kindsof plastic models. Weapon WIle.
thirds are real.and one-third unreal. For exo
pie. the remote-control rmssile: Although In rea
lifea larger version exists, there isnoversion as
small as this one.

If we had used a "stage clear' type of g
there would have been no thrilling feeling 0

Don't you think so? You go intoan entrance
youcannot come back out. I wanted more ref'
dam to make you feel likeyou are In a bait
Alaska. By having more freedom In the g_
Il will be much more fun. You WIll ger a gmt

sense of suspense. whichwas my real aim
shooting games. it's not like cleanng each IlIII

sian. I designed rhts game to have playe~ e""
and get a taste of each game world.

Didyou include the fictional weapens becaule
you wanted to do something exciting In the
game, or because you needed that weapon's
capability for the scenario?
Yes. I made those to increase the enJoymenr
because this time the game environment II In

'3D. I tried to make the game world much
more enjoyable. For example. you can zoom In

on anyobject using binoculars and remotecon
trol missiles. and also without moving the ca
era to zoom in on some area to knock down
enemies using the sniper rifle from a large dfi
ranee. Those are the elements necessary lor
making the game enjoyable.

How important was Hr. Hori's advice In prt
venting the made up portion from becenu
too unrealistic?
There are not many aspects of the game rilM
are too unrealistic. I think Mr. Mon rho
about it. but he also has a taste for the enrer
tainment industry. so he didn't think of lit
game as being too reahsnc. Forexample.
Snake enters a room with hisgun. thebarrel fi
pointing at the ceiling. which is in fact tee
cally incorrect.

Were you able to experience shooting guns?
I went to the U.S. usingthe personalconnection
of an advisor named Mr. Marl. I then partici
pated in SWAT practice and I also went to the
Mojave desert where I couldseea tank practice
maneuvers conducted by the National Training
Center. There I hopped on the MI Abraham
and the Bradley M2 . I got inside and talked to
the president of a tank companyand also chat
ted with some military personnel. Of course.
most of the equipment we didn't know how to
use - especially the heavy weapons - so we
went to placesand had a chance to shoot them.

How many people in total went to America?
Four of us. We took a lot of pictures of ware·
houses and tanks that were beneficial for cre
ating textures in the game. After returning to
Japan . we went to the military bases in
Yokosuka and Yokohama. And. also. I attended
every self-defense demonstration.

When did you start?
We started weapon research when we started
planning the game. While we were playing
Policeneuts we would come up with new ideas
every day. Also from the resources of the
Internet and newspapers. After going over
those weapons. we went into more detailed
research.

What was the role of Hr. Hori on the project?
Mr. Mori gave us expert advice on weapon sys
tems. but the most important aspects he
showed us was motion. We asked Mr. Mori to
correct the stance of the characters in combat
Mr. Mori has written a novel. and he also
gave us some ideas for the game. too.

body like a Van Damme.

Li ke Jean Claude Van Damme?
Yeah. that's right. that kind of body movement
and build. which gives you the impression of
weightlessness in his movement. Regarding the
face of the character. I wanted it to be some
thing like Christopher Walken. The result came
out to be the one youwill see in the game. It's
not likea Schwarzenegger at all. Hehas to per
form espionage. so I wanted the character to
be like a cat but still have a strong presence.

How much development time was spent
researching the weapons?
Let me see. Well. it was really hard work while
we were developing the game.

Why the decision to go back
between stages?

In the game there are SolidSnake and liquid
Snake. What does the "Snake" term refer to?
Yeah. Snake is inspired by Snake Plisken, You
know the movie by John Carpenter. Escape
from New York? I like the film. I kind of drew
from that character. because he's is in the espi
onage business. It is Solid Snake rather than
Smooth Snake.

Tell us more about the influences for f'1etal
Gear 5 id. What books or films did you take
inspira on from?
Everyt hmgthat I haveeverseen mcluding films.
novels. cartoons and animation influenced me.

had to go into the scenario and try to incorpo
rate it.

Japanese?
No. foreigners like Jack Higgins. Desmond
Dublin. I like sci-f], too. Basically. I like every
thing. including movies. TV and music. I don't
watch or listen to many Japanese ones. I'm in
that bracket Let me see. I watch a lot of movies
but tar I don't have the time - about four
rnovi er month. I used to watch videos at
home every day. Now I have a son at home.

scolds me for doing it! But I do read
~ to five books per month on the way

Were there any films in particular?
A movie? Well. we went to see The Rock.
maybe that's it. It was a lot of fun. For example.
all of the staff like to watch movies. and they
do so frequently. but my generation and their
generation are kind of apart For example. if I
quote something like a Sam Pekinpah movie.
the younger generation staff members do not
understand it! I had to spend more time
explaining one particular movement in the
game. I was definitely influenced by the
movies. but novelsalso played a big part of my
inspiration - especially adventure stories.

Tell us more about Solid Snake. How does he
differ from previous incarnations?
Solid Snake is totally different from the old
one. I asked Shmkawa to create an older. hard
boiled. dandy character. but he said it's better
to have a younger character. So Solid Snake
becameabout 20 to 40. I asked him to make
the character nimble and muscular. with the



Ea rlier versions of the game featured C(, CUI
scenes. When and why were these replaced by
real lime sequences?
From the beginning. I wanted il to be in real
lime. full polygon. Regarding the CG part. we
hadto put something together to show for pro'
motional purposes. It wasn't that we switched
from CG to polygon. CG scenes were released
usr to enable us 10 show something with
Images of the game when we had no polygon
material to show from the actual game. It is
very popular to put CG movies into games from
a sales point of view.

Were you under pressure 10 PUI C(, movies
into your game as well?
I didn't think much of It. However. people
around me were persistent about it. I person'
ally like to shoot moviesand edit those movies
as well. bur there a several reasons why I did
Ihe game with polygons. Firstly. the environ'
ment quality will be different between the one
au see in the game and the CG. It would be all

nghtto havesmooth surfaces. but I tried to get
nd of the transition between the two different
styles of environments. Also. I wanted this game
to be seamless. There was no reason to use the
labor time and programming for the transtnon
between game and CG. I wanted the game
world to be ported to the demo part smoothly.
But to tell you the truth. I wanted to make a
movie. because the Hollywood CG is great. but
thar would have restricted the gameplay if I
had spent the time creating that level of CG. It
lakes a lot of manpower just to do the movie
part. which would be difficult. and then there
Has an idea of assigning a producnon compa·
y to do the Job. bUI I didn't hke it. It is the
ost delicious part of the game. so I wanted to

jo it myself. Also. rhe reason I wanted to do a
Jolygon demo was that byusingfine CG such as
realisnc hair flowing. I felt that visual represen
'ation of the game would suffer. Although in
'he game the faces of the characters should be
Jolygonal. I wanted to express those in a cor'
'ect yet perfect way. because some users think
'hat when the camera is close up on the faces
lf the characters. It might look pixelyBut those
hings go away as you playalong. and I tried to
nake It arrnosphenc rather than graphically
nrperior,

Nhal are your opinions on the hardwar e?
tlhen it first came out. I was pleased with it.
lUt I wish it could handle more polygons. So
'ar the Play5tation is the best at handling poly
~ons. and it does make me want to do more.

lid you design I'fGS with hardware in mind?
n my case. I first planned and then lried 10

hvrde into pam what the programmers could
nrher do or not do. I planned the game 10 be
IS flexible as possible. so in the event that
omerhing unexpected occurred. I could man'
Ige to deal with it.

Ire there anycustom tools you used yourse lf?
.et me see. There is one for mouth movement.

which analyzed the wave data of voices. and
then the tool would create the correct move'
meritsof the lips.The MGS tool advances day by
day. so next lime you ask me. it will be
changed!

What is a Iypical day like for you. during the
time you worked on I'fGS?
I would get up at 6 a.rn., leave home at 7 a.m.
and arrive at work at 7:'30 a.m. After arriving.
I spend '30 minutes to check my e-mail. then I
attend a meeting at 8 a.m. This meeting is a
digital conference connecting all over Japan.
The meeting is about companystrategy. such as
which kind of game we are going to work on.
The meeting usually takes up 1 hour. and from
9 a.m. there is rhe managemenl level meeting
and then at 10 a.rn., the development staff
start to appear at the company. From lOam.
we have meetings for MGS and I spend most of
the time in the morning on meetings and see
nario writing. From mid afternoon. I would
spend time on wriling scenarios and maps. try
to adjust the games until 10 p.m. I get back
home at 11 p.m. and my son will be sleeping.
So. it's off to bed before the start of another
day.

Is rhar just from Monday to Friday?
Weekends. too. If I don't show up. I get scold
ed! Of course. I get time off 10 spend time with
my family. but none the less. when the time is
really crucial and I am busy. my wife and son
come to the office and playgames or playwith
Lego blocks right next to me. With myjob. per
sonally. I can do better on weekends.

Doyou have a bed in the office as well?
At the company. there is a Japa nese-sryle room.
but I usually go back home. Mostly. the job as a
creator srartsfrom the earlyeveningand I have
to do some documentation. write serrlernenr
schedules. meet WIth somebody. produce other
projects and so on. I usually do this in the
morning.

This is quire a departure from Policeneuts.
Was ir easy 10 transfer your abilities 10 this
sar i of projecr?
Well. everything has gone quite well. Ultimately.
what we create is the same thing. Here. the
player is in one particular world. and this time
Snake's playerwill experience the life of Snake.
as compared to Jonatha n in Policeneuts. It
depends on how you express it. whether in
action or adventure. This time the reason I
chose an action game is that I can really hit it
off well with these types of games. I like the
unique pam of actions games. like when you
press a button, the character will jump. which
also implies direct interacuvity I consider this
highly important.

nyaupr a

Whal portions of the game are you technical
ly impressed wilh?
The polygon demo. The demo is calculated in
real time. so I am proud of the technical
achievements in rhrs part. If you compare this
with a CG movie. it would be worse in visual
quality. but when you consider future develop
menl on different hardware. I could use thai
technology to expand into different directions.
So. there IS criticism of the polygon demos. but
I don't think I made any mistake choosing it.
Think about it: if the gameplay and CG parts
are really completely separate elements. then
the experience wouldn't be as real. Hopefully.
people should understand my intentions.

Doyou think rhar with the Dreamcasryou will
now have an environment. where real -time
scenes will be as good as CG movies.

Hli:3ECl K ClJIMFl PRClFILE

Born on August 24. 1963. in Setagaya. Tokyo. Moved to
Kobe at the age of three and grew up there. Blood type
A Virgo.Started shooting 801m movies during his mid
dle school days and also started writing stories. Joined
Konami as a game planner.

Ti lles: Mnal Gur--HSX. 1987: planning. screenplay.
director SIYtchrr-MSX, 1988: planning. screenplay.
director Solilll SIYk~MSX, 1990: planning. screenplay.
director. characters SIYtcher-PC-£ncint.: planning.
screenplay. director, hliceIYuf5-PC, 1994: planning.
screenplay. director PolicenaUf5-'3DO. Pla,stin •
199'S: planning. screenplay. director. editing PlayStation
PoliceIYuf5-Sqa Saturn. 1996: planning. screenplay.
director. editing Tokimeki Memorial Ora"" Serin
NijHre no Seishun-Pli,station. Seea Saturn. 19
planning. drama direction. producer Tokimekl
Memorial Drama Series ~2 Irolllori no Lon
Soq-P1a,stati n. SeeaSaturn, 1998.

Hobbies: movies. reading. listening to music
Favorile movie directers: Luc Besson. Jean Cocteau.
Krzysztof Kieslowski. DaVId Lynch. Danny Boyle. James
Cameron. John Carpenter. Jan Kounen. Dano Argento.
George A Romero. Sam Raimi. Peter Jackson. Quentin
Tarantino. John Woo. Robert Rod riguez. Akira Kurosawa.
Masayu ko Suoh. Joji !ida
Favcrite authors: Mlchale Crichton. Robert R. I....
McCammon. Bob Langley. Robin Cook. David Mason. Paul
Gallico. Teru Miyamoto. Kobo Abe
Favorire musicians: Joy Devision. New Order. Ultravox.
Sisters of Mercy. Cure. Nick Cave and the Bad Seeds.
Depech Mode
Favo rite actresses: Juliene Binoche. Meg Ryan. Diane
Lane. Jodie Foster. Alicia Silverstone. Diane Lane
Future ambitions: Directing a movie. producing totally
new games (which have been in his mind for some
time) for future game consoles



Yes. should we adopt this system. There will be
no need for making a movie. Although the
movie may have to use actual film to create
specific effects. it will still remain in the furure.
but it will depend on how you use it. Bur with
the current way of inserting CG movies into a
game. then it will be unnecessary. In real time.
if you can produce that many polygons which
also create the images without rendering avatl
able. then game players who get impatient will
not notice the difference between the CG and
the garneplay

Whal are the diff erences between the
Japa nese and American versions of the game,
aside from the translation?
Ther are definitely differences. bur that is a
secret!

Are there problem areas that you han' been
forced to fix?
There are differences between the two audio
ences that need addressed. I fixed certain areas
in the game in order for players in the States10

enjoy II. Currently in Japan . many casual
garners have purchased a lot of PlayStation
titles. so we need to make it easier for the
majority user base. The American version will
be a lit I harder to play. [Editor's NOll.': The
lf.S. version has different difficulty levels. and
the EASY mode is equivalent to the Japanese
version. The other levels are NORMAL HARD.
and EXTREME.]

Will you release this again in Japan as an
international version?
The American version is really good. I wanted
10 release it in Japan . but I am not sure yet.
Currently we are working on the American ver
sion. and when I first saw it. I thought it sound
ed beuer with English voices.

Do you think rhar the Americanversion is bet
rer than the Japanese version?
Let me see. The American version was devel
oped after the Japanese version. although
we're concurrently working on both versions.

but mostly the staff working on the Japanese
version moved over to work on the American
version. Fine-luning was made possible in the
American version.

What new direcror techniques have you
learned while developing /'fGS that could be
carried over to a sequel?
The production team consists of a group of
people. so it is the same as the movie produc
tion business. One has to try and be blessed
with a good team and now that the MGS job is
finished. I try to retain the experience of those
staff that worked on the project.

Why has a lot of your work after the original
/'fetal Gearappeared on the PC?
That's because I worked for the MSX and per
sonal computer division. I Joined Konami
because I wanted to create arcade and
Famicomgames. bur I was told to join the MSX
and personal computer division. I was disap
pointed. but it was a good experience for me
since I could develop the software package
specifically for the personal computers. If I had
joined the arcade division. I would be creating
different games.

Would you like to make a PC game again?
Yeah. I think so. I came from that division and
I would love to make games for personal com
puters. I like all the PC games from the U.s.

How does a PC differ from the PlaySlation?
In Japan there are a lot of casualgame players.
so it is different from America. For example.

looking look back on an old game. I re
ber how much I enjoyed the faer thai Ihm
were specific game genres. such as the player
being able to perform surgery inthegame. 81
after the PlayStation became dominant mI
market. all the game development dlrectiOll
went towards the genre where pleyers I'JIl
timely press buttons - the shallow ga
became dominant. I like the games where
can sit down and relax and work on II. T 5

why I like PC games.
How did you join the world of video ga mfs?
I initially wanted to create a movie. bur II'S dd
ficult to get involved because the Jepanese
movie industry is very traditional. That's why
wrote a novel. My intentions were 10 go Ihf
route where your novel becomes famous and~

then made into a film. I was hoping for th
When I was a university student. the Farmcom
came our and I played it. and spent a 101

time on Super Mario. and as I played along. I
started 10 think that I could do somethmg I
wanted to express in game form. So I weTl
around to game companiesand then I got
offer.

What are the key elements to being antx(fl
lent video game producer?
I am often asked that question. Of course, Ihe
passion and the potential talent as a creator
must first exist. Even if you have talent. YOll

have to keep studying. plusyou've gOI 10 ha.e
energy to implement your ideas. You always
have to do your best and create things from
scratch. So that is why the basic common qu
ity for being a creator is the sameas those who
create movies and cartoons. Plus. the garllf
industry is based on mteracnvuy you cent lull
be an artist. Peoplecallus craftsmen. Craftsmen
have to be concerned with both look, and
practicality. The game sits in the middle
these two concepts. Although it isartistic. II has
10 be accessible as well. It's like a car. II lhe
design is appreciated by lots of people. then
will be artistic. We have to be able 10 make the
car funcnonal as well.The difference between
other creators is that youcan puryour own I<IN
while thinkingabout the users.

Have you played any games that you feel art

similar in concept?
I rarely find time to playgames. I'm thmklng
about playing games after I finish all my JObs.
I want to especially play N64 's Goldeneyt
Since I get 1D sickness from playing 3D games.
I cannot finish the first -stage bungee jump'
people have told me rhar the game is real
well made. so I want to play it. Metal Gear ~

sort of like 007. and sinceI grew upwalchlng
007 movies. I have always enjoyed the charm
ing .~do·vteari ng. Cold Warsp .

What types of har
team undertake II
underway?
First II. tried to

I was three years
ere was no game fhat s



Did you gt'l any advice from an AI specialist?
The routine I made the first time was really
intensive. If I emphasized thinking routines.
then the AIwould be really heavy. I could have
made superior ones. but to make it work with
in the game. it depends on where you fit it in.
We have to make it really smart. although we
take some of the programming out of il. It is a
very difficult task to make it possible in real
time. It all depends on the idea.

Did you create any special AI for the enemj
characters?
Yes. we spent a lot of time from the very begin
ning. Theymight look stupid. bur they do many
clever things!

Do the guards think independently, or art
they working together?
Things like yawning. that is data. I made it in
order to be more understandable to users.
Once the player memorizes the patrol route.
the player can perform their tactics. Regarding
this point. the guards can be said to be stupid.
However. if they find you or you make some
noise. they react to it intelligently. This part is AI
intensive.

Whtn you art dtsign ing the buildings and
locations. which is performed first; is it the
image of the actions. or is it what you want to
perform there?
It depends on the irnnal planning. but this time
we are pursuing reality in the game. Although
we create a map and give it to the designers.
we still Interact together and make changes 10

the maps. We created a lest map. then a can'
tainer fell down from the side. and it was a bIg
mistake, so we went to purchase a demo block
and tried to re-create the map that was suitable
for the scene. Then the designers made more
changes. Since the designer creates everything.
the result will always be influenced by them.

Do you have a message for your Amtrican
audience of gamtrs?
Thisis the game created byJapanese . but
out being caught by the idea. I want them to
enjoythe game. Afterplaying the game I would
be happy to hear that theywould think that this
is a Japanese game. My generation has been
influenced by American Sluff such as music.
books and especially movies and television.
When I was a kid. when I turned on the TV.
programs such as Bewitched and I Dream of
Genie were broadcast on prime time. I used to
watch those. so American refrigerators are
huge and people keep dogs. with beautiful gar
dens. and husbands kiss their wives. I have
absorbed American culture through TV and
publications. so that kind of person added
some Japanese essence to the game. which
resulted in Metal Gear Solid. I want American
players to enjoy the game.

Thank you Mr. Kojima.

How difficull is it to balance the realism of
espionage with a game simple enough for
everyone to enjoy playing?
It's difficult. The opponent soldiers aren't clever.
are they? That was intentional. Initially I made
the soldiers really clever. but you couldn't
escape from them. 50 I made it that when the
soldier is not alert you can sneak up behind
him. Ofcourse. even a real spy. I believe. could
n't sneak in that easily. Bur in the case of a
game. I have to make it playable. so I placed
much emphasis on the gameplay. The player
can smoothlysneak and also it would be diffi
cult to create the sense of suspense or fear.
Players cannot simplyshoot their way through 
they need to use stealth. avoiding enemies at
most times. I want the players to know that
when they get killed they will have to re-think
their strategies. I worry about the people that
don't know MGS. because theywill probably die
on the first stage trying to face each enemy
everysingle time. The game will be similar to
Rambo if they force themselves into the next
level without thinking. In that case. there will
be no feeling of tension or adventure. So in the
beginning of the game. I created something
like when you would have to wait for an esca
lator longer than usual.

Is Hetal GearSolid a difficull typt of game to
promott?
Yes. especially because it is the kind of game
where you have to hide. This is a game where
you understand the concept after playing it, It's
even difficultto portray it properly if we broad
cast or show it in a video.This is especially dif
ficult in a magazine media. If we are to show
it in pictures. a game such as Biohezerd will be
more visually pleasing.

Many players gin up when they cannot gtt
into rhe game quickly. What did you han to
do to help the players get used to this differ
tnt kind of garneplay?
At the Tokyo Game Show. I asked the staff to
explain the game to the players. but most of
the players still improperly forced themselves
into enemy lines. At the time. the staff told
them that the game was a stealth game. so they
wtre told to play it accordingly. The players
would finally follow the advice of the staff. At
the time. if they noticed the enjoyment of the
game. then we had accomplished what we had
set out to do.

'GS UStS almost every button on the con'
-oller, Wert you worried that you wouldn't
an enough buttons?
didn't want the game control to be too com
lex. Because it is an action game. I wanted it
I be inruinve. In RPGs. you press a button and
window opens and you can choose an item.
ut I wanted to avoid this. Just one click ani 
ues some action. As a result, we ended up
;ing every button on the controller. but once
lU get used to it. then it will be convenient.
owever, I do think there are too many buttons
tth current controllers. making the gameplay
ifficult. Eventually I would like to see a voice
-cogrunon controller to make things easier.

ow did you ceme up with the title , Httal
:tar Solid?
-teral Gear is as it is. and "Solid" has a deep
leaning. Let me explain. This time MetalGear
displayed in full polygonal form. and I used

;olid" to describe the cubic structure. Also. the
;olid" means to the third power mathemati
311y. Also. most of the people don't know that
iere is a MetalGear 1 and 2 for the MSX. and
wanted it to be the sequel for those. And. of
iurse, Solid from SolidSnake.

; it difficull to take videos and photographs
1 such military-sensitive areas?
10. There are places we can shoot the videos
nd photographs. But. of course. there are
laces that do not allow Ih,s to happen. So we
at the staff to take the shot of restricted areas
!cretly. Butwe couldn't get permissionto do 50

t other places that I reallywanted to see.

lid you visit anywhert in Japan to gt'l ideas
Dr rhe buildings and places in the game?
es I did. For example. Yokosuka Base. Yokota
ese and the radar room on the battleship of
1eSelf Defense Forces. The rest. such as ware'
ouses, are everywhere.

ned to work on Ihis and tried 10 make il hap'
ren, AI the lime. I created a 50-polygon soldier.
sndthen got a lighteffect, but I was just exper
menting. It was in 2D. bur I was just a bit
cared of the outcome when I made it in 3D.
"herewas a time when everybody got excited
vhen we managed to move a 3D character.
"hen the character was noticed by an enemy
haracrer, the eyes would sparkle. Bur since
hen. several games have come out such as
3iohaZilrd. 50 the concept is not as new as it
vas before.

VIlat kind of ceeperarion did you get when
~earch i ng the military aspects of the game?
'Ie never received any. since Shinkawa and
Iirano. including me. liked that sort of thing.
'he thingswe didn't understand we could ask
1r. MarL Mori showed me a variety of things
1c1uding the classified item only seen in a
WAT team. Healso had documents againsr ter
cnsm that cannot be revealed in public.Since
e is an instructor. after we had seen those. he
sked me not to use them in the game.



Could you britfly introduce yourself please?
I first started work with Mr. Kojima abour five
or six years ago. That was with the PC Engine
working on Snatcher. I was in charge of the
programm ing. Since then we pret ty much
worked together all the lime. Other titles I've
worked on are Lethal Enforcers for the Mega
Drive and Policeneuts.

What is the dit ference in role between the
direct or and assistant director?
On one side you have rhe director who draws
up the plans for the project and explains his
ideas fur the game. On the other side you have
the actual programmers and designers who
actually make the game. I am in the middle
coordinaling the flow of communicat ion
between both sides. In addilion. I am in charge
of environment development as well. The MGS
team consists of programmers. designers and
sound engineers. etc. It is my job to decide how
to best put these groups together in order to
create the best game possible.

Was the theme and style of the game devel
oped before the tngint ?
When we were planning the project. Mr. Kojima
had already decided on the concept and theme.
From this point we started the development.
However. this time the game was completely
3D and from the very beginning we had to
spend a lot of time considering the camera sys
tem. We did a lot of experimentation w ith the
operat ion of the camera 's view points while
developing the engine.

Did the final version of the gra phics engine
have a big influence on the game itself?
Right from the start we wanted 10 have a lOP
down view. often called radio·controlled style.
where you can go forward and turn left and
right. We put a lot of importance on this kind

of action feel to the game so that when you're
being chased by the enemy you can soon turn
left or right. This area didn't really change
much. Rather. as we progressed with develop
ment. we found that we were able to do a 101

of new lhings as well. such as various stealth
effects which we incorporated into the game.

It is very popular in Amerita at the moment
to make 3D dungeon games. Why did you
decide not to take this approach for !'fGS?
First of all. we wanted rhe game to respond
quickly to the player's actions. bur in a Doom
like game. you have to turn Iirst, then move for
ward. This kind of camera system was too slow
for us. Next. many of us felt ill when looking at
that kind of visual display. It depends on each
person. bur Mr. Kojima suffers from this kind of
3D sickness a lot.

IF you look at the galne,

you get the Feeling that

the characters are really

alive. The guards slouch

ForUlard Ulhen sleeping

and they yaUln as Ulell.

Did you use storyboards or any similar film
produ u ion techn ique s?
Yes we did. In particular. the monon designers
created storyboards before starting work on
creating the motion itself. It playsa very impor
tant role in this area . However. MGS is not like
a sranc cartoon where it has to follow a set
path. The polygon world actually exists. and we
can freely move the camera 10 look wherever
we want. We often find that we can create bet
ter scenes than the ones we first envisaged.

Did you create any special tools 10 enable Ih~

director to literally put himselt inre Ih
game?
At first we considered havinga program wher
we could quickly create buildings and mov
around them, bur in the end we found 11 was
easier 10 create the locanons out of Lego
instead. We created 1/30 scale Lego models
up to about one-and-a-hall meters square,We
also made various objects such as the enemies
and furniture out of Lego as well and placed
them inside. Then we got a very small VIdeo
camera from Sony. which we could move
around inside the Lego model and lookat rhe
view on a monitor. After we were happy wnh
the room's design we then created a dIgital vel
sions of it inside the computer.

Who playtested the game. for how long and
how many people were there?
Usually. dunng the later half of developmen
team members do the bug check. and I

Konami we have a special secnon tharhandles
this kind of work as well. However. thrs lime

the project was very large and we couldnr
afford to have any bugs at all. In addinon wr
were very tighl on lime as well. so m thee d
we had a specialist bug-check company check
MGS for us. Of course. we assisted them and
gave them advice about which areas were rlit
most likely to have problems. They had abour
fifty 10 sixty people testing rhe gameforaboe
two months.

Which part of !'fetal Gear Solid are ' OU mOIl

proud of?
If you look at the game you get the feehngthar
the characters are really alive. The guardl
slouch forward when sleeping and rhey yawn
as well. When you defeat the bosses theydonr
just fall over and die straight away. You cansee
the blood flowing from their body, Recenl~

there have been a lor of games where youJUSI

shoot the enemy as if it's just a polygon rarge<
but in MGS you can see that the enemiesare
real people. I'm happy that we've beenablero
do this.

I



.euld you briefly introduce yourself. please?
entered Konami in 199 3 and took charge of

he 3D programming for the PlayStation and
laturn versions of Policeneuts. I joined Konami
lapan at the start of the Metal Gear Solid pro
ect and at the moment I am senior program'
ner in charge of the programming section.

) 0 the programmers all have individual
'esponsibilities or do they all work together?
Jverall, their tasks are divided up. I'm in
:harge of the overall system. Another is in
:harge of just Snake. Another deals just with
-nemy soldiers. One more supervises all the
Iernos. The remaining two are in charge of
~ffec t s, ere. With regards to the bosses, every'
me except for me is in charge of one boss. As
,ystem supervisor, I basically deal with mainte
lance of the subroutines that everyone uses.
md also the file system as well.

luri ng the development, what input did the
ircgrammers have on the design of f'fGS?
'irst of all, Mr. Kojima told us what kind of
lame he wanted to create. From there we acru
Illy experimented with the program to find our
lOW much we could actuallyachieve. We then
III discussed the results and once we'd decided
vhar we could actually do. the designers start
-d, It's the same for the motion as well. If we
old them that we couldn't do it. theywould get
mgry and order us to it [leughs]. Obviously
here were some things that we really couldn't
10. However, occasionally there were things
hat. even though at first we thought we could·
I't do. eventually we managed to end up doing
omehow. On the other hand, there were limes
vhen we could actually do more than they
isked us for, so we would suggest extra fea
ures to them.

"In especially pleased Ulith

the speed of the render

inq enqine, the Fast

response of the qalne and

the ease Ulith Ulhich you

can operate the qa,ne.

low much memory were you working with
or the program?
II/e had a lot of trouble with the memory.
'here's only one megabyte, and there were
nanylimes when we couldn't get everything in.
\bour twice, everything just exploded [laugh].
'he first time we couldn't get everything in we
lad to do some research on the motion data to
nake it smaller. Then six months later it hap
iened again. so we had to try a different
ipproach. The program size is different for
-ach stage, bur in total it's about 700K the
lata is abcut 400K textures are around 200 -

Did you have to develop any special compres
sion techniques?
Yes, we did. In particular there is a lot of
motion in the game. Snake's motion alone
takes up about 150K On top of that we also
have the enemy monon and the motion of the
special events in each stage. In the beginning.
the motion for only Snake managed to corn
pletely fill the memory. so we had to research
some compression algorithms to get it all into
the PlayStation's memory.

Didyou use the standard PlayStationsoftware
librarie s?
We have to use Sony's software libraries
because they don't like programmers accessing
the hardware directly. However, there are dif
ferent levels within the libraries themselves.
The low-level libraries access the hardware
directly. while the high-level libraries are more
developer friendly and do a lot of the work for
you. We are only using the lowest level libraries
possible, We created all the libraries above
them ourselves.

Didyou plan to use two CDs from the start?
At first it was Mr. Koj ima's plan to use just one
CD, and right up to the end we thought that we
could get it all on, but when we added the
voice data as well, it far exceeded the limits of
Just one. So we had no choice other than to use
two. The program data isn't that much .bur the
stage data is around 100 megabytes and the
demo data is about 500 megabytes.

Didyou use different 3D models to represent
each of the viewing modes?
To tell the truth, no we didn't. It's exactly the
same model. All we do is change the camera
angle. In other games like Tomb Raider they

fade the view to black so that distant objects
can't be seen, bur in MGS we don't do this, we
calculate everything. This means that it slows
down a little in the behind view, bur because
you never run around in this mode you would
n't notice it.

Can you give us an example of how you did
one special effect in the game?
In one scene the snow is falling. We've created
it so that it looks like it's being blown by the
wind and that it's fallingacross the entire stage.
However, in reality it's only in front of the cam
era. It would take far too much work to actu
ally have it really fallthroughour the stage, but
our technique makes it look real. At anyone
lime we are calculating up to about 500
snowflakes on screen.

How hard are you pushing the CPU?
It depends on each stage and the characters
present, but on average the CPU is running at
around 70 to 80 % of its maximum perfor
mance, Of course, most of the CPU manage
ment is used to handle the graphics, that's
about 95 % of the CPU's lime. Enemy AI calcu
lation only takes up about I to 2%. The most
processor-intensive activity is checking Snake's
visibility. We have to see whether Snake can be
seen or heard by any of the guards and cam
eras. so we have to check Snake's position in
relationship to all the walls, etc.. to see whether
there's a clear line of sight or not. That takes up
about 2 to 3% of the CPU,

What parts of the game would you sayyou are
most proud of?
I'm especially pleased With the speed of the
rendering engine, the fast response of the
game and the ease with which you can operate
the game. We've been able to create a great
game that you playwithout gelling all stressed.



Could you briefly introduce yourself. please?
I was a freelance animator for over eightyears
concentra ting mainly on robot animati on
before I started at Konami. One day I just hap
pened to be talking to Mr. Shinkawa. who's
been a friend of mine sincehigh school.and he
told me that Mr. Kojima was searching for
someone who could do animation. Anyway. I
decided to applyand I started at Konami Japan
on the same day it was founded. May 1996.

What ar as of I'tGS use motion?
Other than the lank and Hind 0 when they are
being onrrolled by a boss. everything is done
by monon.We didn't use any motion capture at
all - it's all done by hand. I heard that they dis
cussed the possibili ty of using motion capture
before I joined but that they gave up. After all.
It'S not likely that anyone existswho can move
like a ninja. Anyway. Mr. Kojima liked the ani
mation that I did for him and he decided to do
it all by hand usmg the Soft Image animation
package. It took about a year to do all the ani
mation and then another six months to do the

Explain the process behind creating the
the motion?
E h game. all the essential objects that need

animated were pretty much fixed in
a a ce. We did these one by one and then
Ii em together with the program. As for
demos. I received the scenario from Mr. Kojima.
which I used to produce a complete story

board. We then created the demo from this.
There are five animators plus myself. For rhe
game we all have different things to animate.
but for the demo each of us has one complete
scene to do.

What refer ence materials did you use to pro
duce the motion?
As for Snake. Mr. Mori provided a lot of infor
mation about hisactions. We also watched a lot
of videos about tanks and helicopters. etc.. as
well. For the ninja. I just used my own imagi
nation to create it. I didn't use any materials,
This was one piece of motion that I reallywant
ed to do. During the development. somebody
who had worked on the Gundam animation
joined the team and they helped with the ani
mation for REX. We all used our previous ani
mation experience to a great extent.

What about the animal animation?
We have a female animator who lovesanimals.
She did most of the animal motion. She took a
lot of videos of animals as well. All the animals

use motion except the mice. which are con
trolled by a program. The crow was the most
difficult animal to animate. and I was worried
at firit whether or not we'd be able 10 do it. I'd
already seen rhe crows in Biohezerd and they
were reallywell done. However. in the end we
did a good job on their monon, The most dif
ficult thing about animatinganimals is to make
them not look like machines. It's important to
be able to express the emotions of the animal
through their actions.

What was the biggest difficultyof animan"l
on the PlayStation?
Unlike mOVIe or amrne arumanonwe're hrm
ed 10 what we can do by the PlaySranOilI
memory. For example. in the beglnmng. Sna e
had a different pose for each dlfferem
weapon he was carrying. We couldn't load III

each pose from the CD each lime he changed
weapon. so we had 10 load all the POles III

simultaneously. However. this took up too
much memory. so in the end we had to con
siderably reduce the number of pose amm.J
nons that he had.

Which was the most difficult thing 10 am
mate?
It's reallysmall. but rhe hardest monon to do
was a piece of cloth flapping in rhe wind, It ~
onlyused in two scenes. rightat the end ofthe
game. Even though ifs not really that impor
tantoit still took a whole week to do. But Mr
Kojima was very particular to details.

Which scene of the game has the mest
obje<ls being animated at the same time?
When Rex. the ninja and Snake all appear
together. that's where we have the grea til

amount of on-screen motion. Rex alone h.Js
about three times the number of JOints lhat a
normal person has. so this scene is equlval
to having five people amrnared.

Were you limited by the programmers10 how
much animation you could do at any one
time?
Every scene was done completely ona rnaland
error basis. II the motion froze up. then we
would have to keep reducing the arumanon
until we got it working. Luckily. because the
whole system was put together really well we
had a lot of freedom with what we could do,
With the game we sometimes change the
amount of animation patterns we use for an
object, but for the demos the level of amma
tion never changes. II the demo starts 10 Ilow
down. then we reduce the number of VIsual
special effects instead.

Which part of I'tGS are you most proud of?
The final battle area is pretty ImpreslM
Unfortunately. ifs right at the end.soI can'tsay

much about it. But rhe action ISreally greal. I
you see it.you'll knowexactlywhatI mean.We
really pushed the PlayStation to rhe hmn.
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:ould you briefly introduce younelf. please?
graduated from an Art University in Kyoto

vhere I specialized in oil paints, I joined
:onami in 1993 and have been working with
1r. Ueharaall this time. I started on the PC ver
ion of Policeneuts and did the graphicsfor the
ulot disc. Actually. I was in charge of the 3D
:raphics for the PlayStation version as well.
uound that time I first started the design for
-fetal Gear. Tharwas about two years ago.

'fhat kind of feeling were you trying to evoke
rom the somber character design? It seems
nore Western than most Japanese games?
didn't want to make it in a very Japanese

nanga. anime style. However, that doesn't
nean that I was especially conscious of rhe
.mencan market. It was just that it was the
asiest wayfor me to draw. Originally, I always
sed to paint with oil paints. This time, for MGS,
line-drew everything by brush first and then

canned thar into my Mac. After thar I used
'ainter to paint the colors on rop of that and
hen used Phoroshop to adjusr the coloring
arer on. I tended to use just the colors that
{ere easiesr to paint with. When I'm drawing I
lonr really think that much about the typical
mme or game style art. If you do. then you'll
.er caught up in that and thar will be all you
nd up doing. I didn't wanr ir to end there. If
ou make it look more like game art then you'd
{ant to have missiles. etc.. but the story has a
erious message, so I didn't want to get too far
way from reality.

a n you tell us about some of the artists that
lave impressed you?
n Japan I like the illusrrator Yosh iraka Amano.
Ie did the illustrations for the first Final
'anrasy games. I also like the artist Hikozou Ito.
{howas from earlyShowaEra ( 19Z6·1989).
.s for Western arnsrs, I like Frank Miller from
.merica and also Denki Milano and Moebius
rom France. I really like French artists.
urrenrly I'm reading rhe Japanese version of
vitd Cats. Even if it's not translated I can find
II of Frank Miller's works if I go to a specialist
nanga shop.

Vere you aware that the game was going to
oe set in Alaska?
n the beginningwe didn't havesuch a detailed
lesign of the game. The first thing we did was
srabllsh Rex. the Metal Gear robot. Ratherthan
he characters, the mech was designed first.

low long did it take to design all the charac·
en and mecha, etr.?
r took an incrediblylong time to do. First of all
worked on the Metal Gear design. I spent

bout a month drawing rough sketches of that
nd then another month to make a 3D model.
"hen there were a few years when I did noth·
19. When we started work on doing the real
:D polygon version for the PlayStation I spent

another month cleaning up the design. There
were many times where both Mr. Kojima's
image and my image would hit it off irnrnedi
atelyand a character would be done in no time
at all. Basically, I did a lot of the design work
while I was working on Policeneuts. In total. it
took over a year to do.

How much art did you produce?
The number of finished pieces of artwork
aren't so many, but there was a lot of unfin
ished artwork and many many rough sketches.
I should rhink there were at least several hun
dred pictures or more in total.

What sort of advice did you receive from Mr.
Kojima in regards to the character design?
Mr. Kojima didn't go into that much detail. I
usually started with just a verysimple general
image. Sometimes it would only be as much as
ro say whether the character was a man or a
woman. I was given a lot of freedom. If the
director gives a lot of character background
information. then it is quicker to get started on
the design, bur it isn't as much fun ro do. This
time around it didn't feel like I was designing
game characters: rather, they felt like charac
ters from a novel or a movie.

How many models did you create for fofGS?
I made up some kit models that are sold like
the tank, but these are easily pur together. The
only model that I designed myself and built
from scratch was Metal Gear. To tell rhe truth, I
wanted to make a model of Snake as well. bur

-.

I was too busybefore. If I get some spare time
I want to make him as well.

How did you create the Metal Gear model?
I used clayto make up the basic shape of the
body, then heat pressed plastic boards to make
the surface. I also took various parts from
other bike. car and tank model kits, etc.. as
well. I created this at home and it took about
a month to complete. The final model is about
30 cm high. The Rex in the game when It'S not
moving is about 1Z m high.

How was the model used in the game?
Obviously, since we were gomg to make a 3D
polygon version of Metal Gear. it was useful to
the team to have a real model that they could
use as a reference for their modeling.However,
you couldn't create the compurer model just
from that. They had to use a lot of other mare
rials as well. They also put it in the Lego build
ings as well to see how it would look wnh the
different camera views.

Which part of the game are you most proud
of?
There aren't any specific parts of the actual
game that I'm directly involved in. I always feel
that the others are crearing the game for me.
However. I'm happywith the Metal Gear model
I built. Rex's original design concept was of a
dinosaur. In the game it has the image that it is
roaring. With that meaning I hope it doesn't die
out. Although I said I wasn't satisfied with any
thing I would like to see Rex survive.



Could you briefly introduce yourself, please?
First 0 all. I was working in a visual design
room where I was doing rendering CGanima
tion. Then I entered Hr. Kojima's team and I've
been working on Metal Gear Solid since then.

Which parts of the game are the CG ream
involved in?
We deal with all of the real time CG that you
see during rhe game. For example. all the poly
gon models. both characters and scenery poly
gon textures, the real-time polygon demos, visu
al effects and camera work.

Originally f1etal Gear had CG movies, but
these have been replaced with real-rime
scenes. Why did you make this decision?
That first release video which we put out was
actually an artist's representation. From the very
beginningwe intended to use the PlayStation to
create a complete real-time game. However, at
that time we didn't have any visual materiels
that we could show. so we made a CG mOVIe
instead, We never show that movie again
because we don't think it was verygood. We've
now Improved our design techniques consider
ably. so if we wanted to. we could make a bet
rer moyie.

enefits do you get with real-rime over
aihtionaI CG movie?

that from hereafter. real-time will
the new standard, There's no emotion

in a C movie. We're not the first to try this,
Crash Bandicoot also uses real-time as well.
Technically they're the same. but where as
Crash uses real-time j u ~t for some in-game ani
mation. we use it to create whole movies.
However. in order to take a movie-like
approach to the reel-time like MGS does
requires a large amount of pre-workwith story
boarding.

What is involved in the production of real 
time cut scenes?
First we receive the scenario, After looking at
that. Hr. Toyota. the motion designer, creates
the storyboard and starts working on all the
motion that is needed for that scene. We then
take thts and use a special m-house polygon
animation tool called Polygo Namie to create
all the in-game polygon models, Following the
scenano we match all the motion to the
speech. and then on top of this we add all the
camera work as well.

How many 3D models were produced for
f1etal Gear in total?
Not including the characters. there are about
700 models just related 10 the sceneryalone.
In total. that's over a thousand models.

Did each team member supervise a different
aspect of the CG?
Of course. the scenery is the main work. Hore
than the characters themselves, the back
ground is what everyone sees the most. There
are eight people in the CG team and each of
them were given their own stage to create.
Each of them has their own specialist field such
as buildings or mechanics. so they do the stage
most appropriate to their skills.

Wh.Jr's your working relation ship to Mr.
Shinkawa?
Hr. Shinkawa i ~ really the artist. When we are
designing the characters and the stages. our
first customer to please i~ Hr. Shmkawa, We
show him our designs and get his opinions on
them. His input into the design process is very
important. Usually. we take his designs and cre
ate the CG. bUI he concentrates on the charac-
ters not the scenery. For the scenery have
lot of photographs. etc.. which we u to create
the backgrounds. Then. after we've fimshed

them. Hr. Shinkawa checks our designs,
Did you have anyspecial difficulties de~igning

within such a dark game environment?
It was Hr. Kojima's concept to have a verydark
almost monochrome color scheme throughou
the game. However. this means that we can'
use color as an eye-catch. In most games, It'S

easy to show the player where he should b
aiming for by making the objective very bng
and colorful. but we couldn't do thl ~ so ea~r1y I

MGS. which is very dark and plain. To ge
around this, instead of using color we use
light and darkness. By creanng a single bngh
light we can create shadows as well. and b
using these we can highlight areas in theSTag

Do you need the assistance of the program
mers to create some of the special eHem?
Usually effectssuchas the ghostingand mono
blur and also special effeers that affect th
whole screen. such as when you're looking 0

from under the water or when the lightness 0

an area goes up and down. are created by rh
programmers.

Did you get any ideas from looking at the(6
in other computer games?
We have one person who pla~ a lot of gam
and he gave us loads of idees for speo
effects. The programmers worked hard 10 r

,..n;,st of the CG in

.Japanese gaines is v e r y

bright. C3ut , like dirty CG. ,

Ulanted to use blur and

noise and LIse the Focus in

diFFerent Ulays.

create almost all of The really good effects Iha
we discovered in other PlayStation games. Fa
example. making the shadowsexactly thesa
shape as the object. putting the backgroun
out of focus when the camera is focused on
foreground object,

Before you started work on f1GS was Ihen
anything you had really wanted to do in 1 ~1

game?
HOSTof the CG in Japanese games i~ very bng
and clean bUI I like dirty CG. I wanted to u
blur and noise and use the focus In differe
wa~. This time the most important thing wa
the atmosphere to the game.
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Could you briefly introduce yourself, please?
: entered Konami in the same year as Mr.
<ojima - 1984. Ar first I was a programmer
and I worked on the arcade version of Contra.
lhen I went to Americaand did Bladesof Steel.
In ice hockey game. Next. I moved on to the
iFC and became the sound supervisor for Metal
Gear. After that I did various things on arcade.
'C-Engine and Mega Drive. I first started work
ng with Mr. Kojima on Snatcher. then
Poticeneuts. and Metal Gear.

Whal tools did you utilize for the sound?
[ use Konarni's original sound editor program
hat runs on a Pc.It's a kind of sequencer. I also
lave a synthesizer and a sampler as well. Most
aeople create rhe sounds via a sequencer and
'hen convert them to the PlayStat ion later. but
: have my sound editor connected directly to
11y development PlayStation board so that I
rroduce directly from the sounds put out from
he PlayStation msread. In this way I can match
he sounds to the PlayStation perfectly.

~ow did you create the sound effects?
=irsl of all. there's a special-ellect library at
<onami with around 100 CDs. On these CDs are
110St of the special ellects that have ever been
:reated for Konamfs games up to now. Wealso
lave some general CDs containing sounds
aken from old American movies. These ones
Ire sold publicly - they aren't Konarni's CDs. I
:an also lake small looped samples. of about
l.1 to 0.5 seconds. and record them. Then I
:an modify the musical interval and Ihe noise
n my sound editor. However. the only samples
Ill' took were for the helicopter and some of
he guns.

Were there any sound efferts you needed for
'fGS that you couldn't find on the CDs?
\s one example. there was the door. The MGS
ioors are a little dillerent from normal doors.
lhey make a kind of sound which I created by
nixing a low bass drum percussion noise with
I high-pitch electronic sound. None of the
wenty or so main door sound effects in MGS
:ome from the CD library.

lhere are a 101 of guns in f'fGS. How did you
nake sure that they all sounded dilferent?
rhe Socom pistol noise. for example. was
al ready recorded on a library CD. but to use it
IS it was wouldn't have been very good. The

sound of a gun in a American action movie is
verydillerent from the gun sound on a CD. In
order to make it more likea cool moviesound.
we needed to alter its sound wave.

Did you sample any gun noises when you were
in America?
We didn't record noiseswith a DAT. but we did
take a video when we practicedshooting'at the
firing range and that picked up the sounds of
rhe guns. However. we couldn't sample from
the video because the sound was completely
dillerent from what we needed.

Is there a limit to how many sound effecrs
you can use at the same lime?
Yes. there is. The PlayStation has 24 sound
channelsof whicheightare set aside for special
ellects. so we can only produce eight dillerent
sound effects at the same time. There's one
scene where Snake is walking up the steps of
the communications tower and the enemy
guards are both above and below him firingat
him. At this time you have the sound of every
one's weapons. the footsteps of three or four
people and numerous bullets ricocheting oil
the walls. This is probably the most sound
intensive section in the game.

How many sound effects are there in total?
Not including sound ellects in the demo and
ignoring the numerous sound varialions possi
ble. there are stillover 500 basicsound effects.
Even the mice have four types of sound effects,
There are so many that we can't hold them all
in memoryat the same time so we have to read
in newsound effectsoil the CD about 10 times
during the game.

Which was the hardest effect 10 produce?
The helicopternoise. That took us a lot of time

to get right, about a month. The basic sample
we had was just one revolution of the heli
copter's blade. From this we had 10 create all
rhe sound effects for when the helicopter gOI
closerand farther with the Doppler ellect. and
as it moved from left 10 right. etc.

How difficuh was it 10 sync the speech with
the graphics and character mannerisms?
In order to emphasize the accent of the
speech. it is necessary to move the mouth
accordingly. Wecreated a special program that
alters the movement of the character to march
the sound of their speech. Originally it was cre
ated just for Japanese speech. but it works for
English as well.It works oil volume. not words.
so if they shout their mouths open wide but
theyspeak softly. their mouths onlyopen a lit
tle. It works for animals as well. We created
this tool especially for Metal GearSolid.

Which sound effects are you most proud of?
This lime we managed 10convey the feelingof
environmental depth and location to all the
sound effects, For example. as the guards
approach. you can hear their footsteps get
louder and when they move around. you can
hear whether they are on your left or right
side. There are 64 dillerent sound points
going from left to right and 128 levelsof vol 
ume. We created all the sound effects and put
them in a table for the programmers. They
then calculate the distance from Snake to the
noise. determine how far left or right it is and
lookup the corresponding sound in an index
This is very useful in Intrude mode. for exam
ple. when you're under a truck. because you
can't see the radar. By listening carefully you
can determine the guards' locations perfectly. I
really recommend you listen to the game with
stereo headphones.



Two hundred kilometers north of Salzburg. deep in South Africa. was a small country known as Durer Heaven. I-li
armed fortress had been erected deep in Outer Heaven territory in the late 1990s bya mercenary both heroic and
insane. Within the fortress. was a weapon that had the power to change the face of known warfare. Government
orders were sent to the hi·tech Special Forces squad. Fox Hound. to infiltrate the fortress. FoxHound operative Gray
Foxwas assigned to the mission known as"Intrude N'31 '3". Contact with Gray Foxwas lost a few days later. but no
before receipt of a brief transmission took place. The message simply read •...metal gear..: . Government offlc Is
ordered another operative to investigate. and a combatant codenamed"Sohd Snake"was sent into the fray. Snake
successfully found Gray Fox. and also learned that the Metal Gear was a nuclear-mounted heavy walking tank. Aftfr
rescuing Metal Gear's creator. Dr. Petrovich Madnar. Snake learned of Metal Gear's weaknesses and finally how 10

destroythe machine. However. we learn that in the end of the game. the leader of FoxHound (known as Big Boss I
had been using Snake as a pawn for his own evil wrong doings. Ultimately. a huge underground barrie ensued
between Snake and Big Boss. Snake walking away injured after the incident. leaving a dying Big Boss behind.
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The year is now 1999 and time has passed since the first Metal Gear incident. Dr. Kio Marv (a brilliant scientist) has created a
substancecalled Oilix which is used for processing crude oil and creates phenomenal productivity. but has been captured. Anew
independent military state called Zanzibar (a self-governed minority state located somewhere in central Asia) has obtained Oilix.
and declared military and political supremacyagainst the world by for these actions. FoxHound's commander. Roy Campbell. has
called in an old allyin the shape of a retired Solid Snake. and asked him to infiltrateZanzibar in order to rescue Dr. Kio Marv. After
successful enemy line penetration into the heart of Zanzibar. Snake
destroyed another Metal Gear machine (previously transferred from
OuterHeaven) . He then faced a complication in the shape of his old team
member. Gray Fox. who was leading the mercenary forces of Zanzibar.
Snake defeats all and retrieves the Oilix formula. and once again faces Big
Boss (who masterminded the operation from a covert position). Big

Boss had survived the Outer Heaven
incident. and created Zanzibar to sans
fy his crazed military disposition.
Sankeagain defeated Big Boss. left the
site and disappeared into the snow
fields of Alaska.





















the end
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Formula x • # times found r : {lOx J{# you killed-IS J
If {# you killed-IS J is 0 or less. r is set at 100

D<y4 4<yB B<y<16 16<y<20 2D<y
Rank BRank BRank 10 Rank 11 Rank 11
Rank 9 Rank 10 Rank 10 Rank 10 Rank 12
Rank 9 Rank 9 Rank 10 Rank12 Rank12

0<x<30
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THE OCELOT CONNECTION•••

Once the credits have rolled. you receive a call on your Codec. Strangely. this operative isn't uSing
pictorial methods of contact. He is relaying information from the White House. We have a feel
ing that this gentleman was responsible for plaong a bomb In your items after the torture IS in
contact. Keep listening! Yes. It seems that Revolver Ocelot is a double agent. working for the U.S.
government (which explainswhyhe didn't die from Fox-Die exposure. as the government has the
vaccine I. He IS in communication with a third member of the enfant terrible project. This indi
vidual is code named Solidus. He is currently speaking to you from the Oval Olfrce...

RiJnk 1 - HOUND. DOBERMAN. FOX. BIGBOSS. Found by enemy four times or less. Killed 25 enemies or less.
Used one ration or less. No continues. Finished game in three hours or less,
Rank 1 - PIGEON. FALCON. HAWK. EAGLE Finished game in two-and-a-half hours or less.
Rank 1 - PIRANHA. SHARK. JAWS. ORCA_ Killed 250 enemies or more.
Rank -4 . PIG. ELEPHANT. MAMMOTH. WHALE Used 130 rations or more.
Rank 5 · CAT. DEER. ZEBRA. HIPPOPOTAMUS. Saved 80 times or more.
Rank 6 - KOALA. CAPIBARA. SLOTH. GIANT PANDA. Finished game in 18 hours or more.
Rank 7 - CHICKEN. MOUSE. RABBIT. OSTRICH. Combinations regarding conditions of Ranks 4. 5. and 6.
Rank 8 . PU MA. LEOPARD. PANTHER. JAGUAR
Rank 9 • KOMODO DRAGON. IGUANA. ALLIGATOR. CROCODILE
Rank 10 • MO NGOOSE. HYENA. JACKAL TASMANIAN DEVIL
Rank 11 • SPIDER. TARANTULA. CENTIPEDE. SCORPION
Rank 11 · FLYING SQUIRREL BAT. FLYING FOX. NIGHT OWL

After the game finishes. you are rated on your overall performance. Note that the Japanese version of the game onlyhas one difficulty set
ting (Easy l . but the code names are the same as those on Hard sellingfor the official game. Calculating code names and game requirements
is detailed below. and read from left to right. they show the code names for Easy. Normal. Hard and Extreme Difficulty I i.e.. Rank 1 In Easy
is Hound and BigBoss in Extreme I.



Professional combat operatives have swept the entire Shadow Moses Island in a search for elusive secrets.hidden features and extracombat
attire. Their research has yielded dividends. which are presented to you in order for you to maximizeyour potential enjoyment of this title.

Some secrets help you immenselyor are difficult to obtain (and color-coded red) . others are for effect (blue) and all are essential to -oe«

DPEN/NG fUT S[ENE
Every second lime you stan your
mhltranon epic, the irutial CUI

scenewhen Solid Snakeemerges , I

from the water is from a differ-
ent angle. This alternate start IS

repeated back .and fonh wuh
the origmal CUI scene from the
third beginmng onward.



,ITfETRL GERR ,ITfRlN THE,ITfE
During rhe end credits the third time you successfully compiere

your mission. the Celrtc folk rune changes to the main theme of
METAL GEAR SOUD.

SLRP-U-S/LL':1
Allacking MIss Silverburgh IS unwise. Should you sheer, punch or

strangle her. she'll return the favor with a gigantic hand slap you are
powerless to stop... unless you hit her when she's on rhe other SIde
of a corner divider In rhe computer room. She'll miss Ifyou're POS!
noned quickly. Nore that you can kill Meryl by constant gun fire.
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The maximum number of limes you are tortured by Ocelot IS five.

This IS achieved by consistently falling to escape your cell. If you
endure all five rounds of torture. any uerns that use drrmrnshmg

stock I r.e.. weapons and RatiOns I are restored.



SHOO rING SNIPEfJ ,"lERIJL
PO~~(,~~lOg extreme rnahce aforethought . you may elect 10 aim and

shoot Meryl alt er ~h e '~ been wounded by Sniper Wolf.

Undersrandablv Campbell and others are somewhat unhappy abou t
thl~ course of action. pousing to (all you wnh an angry Codec mes

~ge. Thrs Ironnc (halter IS further exacerbated by the lao that
Smper Wolf IS d,m,ng lor both you and Meryl as well. Remember

you (an kill Meryl II you're a hnle too over exuberan t wuh the gun

fife. so return to your rmssron before she really dies.



Locating the Photo data Compression Camera (PDCC) is straight
forward enough. However. staffat headquarters has justreceived

information on a host of extra features regarding this equipment.
along with further evidence that Shadow Moses Island base is not
only haunted. but the home to an unbelievable 4'3 restless spirits.
Note that once the Camera is taken. it appears with you on all sub
sequent missions.

Taking photography couldn't be more straightforward. Check the
light. locate the area you wish to record. and adjust the horizontal
(X) . vertical (Y) and depth (Z). Now snap the picture. After view
ing the picture instantly. save it to the memory card should you wish
to keep it. It takes up two spaces inyour card. Now. whenyou enter

1. Kojima - Otacon Lab ( Pohcenauts
picture frame) .
1. Marsuhana - hallway of corpses (out
side Otacon Lab).
3. Sato - Comm Twr A. roof by
destroyed Hind D missiles.
4. Nakamura - In Meryl's blood pool
(where she is sniped ).
5. Shinkawa - Deep in Sniper Wolf hall
way behind second pillar.
6. Uehara - edge of elevator ( but which
one is il...?l.
7. egishi - sewage waterfall.
8. Mizurani - when fighting Metal Gear.
9. Korekado - Men's Restroom. (in the
steam from Guard urination).
10. Sasaki - Picture frames in Mantis'
Commander room.
11. Sonoyama - Torture machine.
11. Toyota - Container in middle of
Raven's warehouse.
13. Kozyou - Behind watertank-Iike
structure in the Canyon.

Take your pictures further by playin~

with the RGB values. as well as labelin~

and even exorcising your photo. The
developers names in red have their spir
its displayed here.

deep in the shaft of top level.
19. Muraoka - Water in Cargo Dock.
30. Ishiyama - Heliport: top of uilding.
31. Ito - Inside elevator to tank hangar.
fake DARPA cell. ammo room levels.
31. Jeremy Blaustein - Sniper Wolf
corpse (or blood ).
33. Yoshioka - Bridge on third floor of
Blast Furnace.
34. Mori - Lowest point of Elevator
(Comm Tower BI..
35. Kinbara - Dark area of stairs.
36. Tougo - End of boiler room (in
Blast Furnace where steam is) .
37. Makimura - Hidden Armory store
room ( behind weakened wall).
38. Kutome - Observation room.
39. Tanaka - Heliport. sleeping soldier.
40. Shigeno - Heliport. security camera
by staircase.
41. Yamashita - Tip of nuke warhead in
nuke storage room.
41. Kobayashi - Johnny Sasaki Holding
Cell. near fake DARPA chief.
43. Scott Dolph - Way down in the dark
from the walkway between Comm.
Towers Aand B.

the Special section of the Optionsscreen. you may view the picture in
your Photo Album. Load in the picture. changing the nameand RGB
color values before resaving, However. special psychic operatives
have uncovered ethereal emanations all over the fortress. At certain
spots in the game. if you take pictures with your camera. you cansee
ghosts (the spiritual existence ) of development staff members.
When looking at the pictures in ALBUM MODE. you can utilize the
EXORCISE button to get rid of the ghost from each picture. Arather
cryptic list of locations (taken from the ramblings of a lunatic
researcher who entered the faCility and located all 4'3 ghosts) are
listed below. Use cunning and guile to decipher the location clues.
take your Camera. and bring us back more proof!

14. Shimizu - Wolf dog cave (first
crawling point )
15. Kaneda - The mirror located in the
Women's Restroom.
16. Fukushima - Heliport. looking out
to sea from cliff.
17. Takabe - Ninja room. glass at edge.
18. Fujimura - Elevator. in the Comm
Tower B complex.
19. Shikama - Electric floor.
10. Kimura - MG Underground Base. tip
of Metal Gear's Rail Gun.
1L Kobayashi - Rock in Canyon.
n. Okajima - Maggots of real DARPA
chief in Cell.
13. Nishimura - Next to Baker's corpse.
14. Mukaide - Reflection in Wolfdog
cave puddle.
15. Onoda - Where Baker is tied up.
16. Kitao - Decoy Octopus (fa ke DARPA
chief) corpse.
17. Yoshimura - Dead end of air duct.
18. Hirano - Elevator (Comm Tower B)
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SOL I D

THE ONLY OFFICIAL STRATEGY GUIDE TO KONAMI'S EPIC PLAYSTATION HIT!
• COMPREHENSIVE STRATEGIES AND EXTENSIVE WALKTHROUGHS •

• 176 PAGES OF COMPLETE COVERAGE DETAILING THE ENTIRE OPERATION •
• CLASSIFIED INFORMATION AND ENDINGS EXPOSED INSIDE SEALED SECRET FILE •

• EXCLUSIVE EXTRAS INCLUDE TEAM INTERVIEWS & ARTWORK •

FULLY ILLUSTRATED WITH OFFICIAL, FULL-COLOR LEVEL MAPS
• THOUSANDS OF HIGH-QUALITY, HIGH-RESOLUTION SCREENSHOTS •

EXPERIENCE MAXIMUM THRILL!

o ,"7'tNlOJWill All RIGHTS R£SlRVED
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