4.1 Level 1: New York City                                                   

  - Available Team-mates: Wolverine and Cyclops

  - Level Bosses: Mystique, Blob

  - Hidden Items: Comic book, Danger Room disc

  - Objectives: Defeat Blob

                Defeat Mystique

                Get to the X-Jet

                Find Blob

The level begins and you start as the claw wielding Wolverine. Move forward and you will encounter the first of many hint markers. This one says to toggle the World Map, press the R3 button. You can resize the World Map by pressing it a second time. Continue in forward and you will face your first enemy, An anti-mutant troop. These guys are easy a couple of hits and there done. Also you gain extra exp for every time you throw them into a wall or of a ledge. Make sure you break any destrucables because most of them contain money, health, or equipment. Continue along fighting anti-mutant troops until you come to another help marker surrounded by two barrels and an energy pack. This help marker says: “Many objects in the X-men universe can be damaged or destroyed.  Some objects will drop useful items when destroyed." Continue along this path until you can't go any farther you should see a stairwell leading down into the subway by now. Take this stairwell to the subway. 

Now you will have to fight a few more. For an easy victory you can just toss them into the lava but this will cause you to miss out on some health packs but you will still gain, if any, money that they drop by moving close to it.                                                                    

Once you exit out onto the streets you are instantly attacked by two anti-mutant troops so be ready to fight. With them gone head up that ramp to the right of the entrance of the subway. On the way up collect the health pack. On the way up you will come across another anti-mutant troop, some garbage barrels and a hint marker. Break the barrels kill the troop and read the marker. The marker tells you how to pick stuff up using square and to toss it using square, or X. Head up the next ramp collecting the health pack and then jump off when you reach the end onto the next ramp right after the hint marker telling you how to jump using triangle and attacking while jumping with circle. After jumping to the lower level collect the health pack and read the hint marker on how to use health and energy packs by using L1 and R1. Then continue along the ramps getting the health pack until you reach the street and have to fight two more anti-mutant troops. If you head to the left you will come across two more anti mutant troops. Continue on forward to the left if you want to get a health and energy pack at the top of a set of stairs. Then go back to the bottom of the ramp where you came from and follow the footsteps to the top of the screen. Now go forward till the screen says Square West Manhattan. Press square to continue.

As soon as you go forward a Brotherhood mutant will appear and make things harder. He will make a wall in front of you causing you to look for another way around...or under. Head to the left of the screen to find a set of stairs leading to the subway. Also if you head to the far right in the screen where that large wall is in your way you will find a set of stairs connected to the building going down allowing you to find a health pack and an energy pack. 

In the subway a large mob of anti-mutant troops will attack you. For an easy kill and extra exp just toss them into the train tracks. You will also come across a hint marker telling you that square will allow you to grapple. It’s around this time that you should level up. To level up press start and go down to characters then select the mutant you want to level up and press circle to open up their details then press X to add a point that you gain from the level up onto the attribute or power you want. You can only select the powers that are named in white. Also if you press select it will bring you to this menu directly. Continue through the subway. 

On the street you will have to fight another mob of the anti-mutant troops continue on forward until you reach yet another hint marker, this one telling you about basic sequences for attacking. Now go right continuing past the hint marker. You can continue to go straight forward from the subway exit to fight more troops and then head right to go up a stairwell and you will get more exp from fighting another troop and a health and energy pack. Once done head back to the hint marker and go right continuing past it. Keep going right until you reach another street where three more troops will attack. If you move to the far right of this screen two more troops will attack. Now go back to where you entered the street and continue on forward into Central Park. 

Oh cool Cyclops is here to help. What! He attacks you and then turns back into Mystique. She then turns into your new enemy and runs off. Leaving you to fight two Brotherhood thugs. Now continue down the stairs to the left fighting any thugs that appear and head to the left. There will be a bridge that has been destroyed forcing you to look for an alternate route. If you keep going past the fountain you will come to a smaller bridge so head across it.  After you get to the other side a cut scene starts of the Brotherhood mutant known as Pyro and he will make a large fiery barrier forcing you to once again find an alternate route. Head to the left of the screen and fight the thugs along the way and a small stairwell will be to your right. If you want an extra health and energy pack keep heading forward till you reach the other side of that destroyed bridge to find the two packs. Now head back to that stairwell that I mentioned above. Jump down into where the sewers empty out and break the bars covering the sewer and head through. 

On the other side you will have to fight a thug. The fire on the left side of you when you emerge from the sewer is blocking your way. There should be a fire hydrant close to that fire with a blue X above it. Break that fire hydrant to have it hose off the fire allowing you to continue along. With the fire gone you can head forward to an X-traction point. These are points where you can save your game, change your team members, and buy stuff from Forge or the Morlocks

(Forge and the Morlocks are not available till later on), or load a game. So save your game now and continue along the path fighting the thugs until you go through a gate. Be fully healed before you go through the gate because now its time for the first boss fight. 

The gates are locked and now you have to fight Mystique.  Keep hitting her and when her thugs come onto the screen take them out and continue to fight Mystique. Pressing R2 and using your abilities works well in this fight. When the fight is won Wolverine will question Mystique on where Allison, the girl the Blob kidnapped, is being taken to and why they want her. When you are done click on the option, it’s time to save Alison. Now head past Mystique to East Manhattan. Now you will meet the real Cyclops and he will join you. Now continue on forward. If you want to switch to any other mutant just press the d-pad in the direction that there face is in on the bottom left of the screen. An example is if Cyclops' face is on the right of the circle then press right on d-pad to switch to him. Now after fighting some thugs you will find another X-traction point so save now. Then keep going forward fighting thugs along the way. Once you reach the street keep following the giant footsteps. Once you reach narrow passage with a truck on one side you have reached the Blob. Make sure to be fully healed and continue on through. 

Here you find Allison and Blob and Allison hits him and runs off leaving Cyclops and Wolverine to fight the Blob. This is a bit tough. The blob will not be that badly damaged by being hit so you will have to use your mutant abilities. Throwing boxes and anything else that you can at him does a bit of damage too. Make sure to heal yourself and Cyclops once and awhile because the Blob will do some devastating attacks. 

With the battle won you and Jean will talk through telepathy about an escape route to the X-Jet. Now you will have to go to the roof-tops. 

Once you start you will be on the roof-tops after moving from the fight with Blob. Head over to the X-traction Point and save then head to the left part of the screen to fight some thugs. Then head past the X-traction point. You will now fight a new enemy Brotherhood Insurgent. They are not hard they just have a long distance weapon now. 

With the insurgent gone head into the building and get your first comic book. Then head to the left of this part and head up the stairs to the roof. Fight your way to the right of the screen. Then head up the flight of stairs and head to the right again. Head up the stairs on the right if you want to get two health packs then go straight to the stairs and continue fighting against the thugs and insurgents. Notice what the large signs says when you go to get those two health packs said above? Then keep going along the stair until you come to a ramp with a health pack on it. Go across this ramp now you will be brought to North Roof-tops. 

Keep going forward across the ramps until you come to a set of stairs leading down on the left. Go down and keep fighting the Brotherhood enemies. Now keep going forward until you reach a ramp going to the right you can take this ramp to a health pack and an energy pack down a long path or go down a set of stairs on the side of the building the ramp brings you onto to get a health and energy pack. When you are done head back across the ramp and head up the stairs. If you go behind the stairs this will bring you to another long path that leads to another health and energy pack. When you are done go up the stairs.

When you go up a bit you will find a Danger Room Disc of Teamwork 101. Then continue up the stairs. Once you reach the top you've made it to the X-Jet. 

4.2 X-Mansion

  -Available Team-mates: Alison

  -Level Bosses: None

  -Hidden Items: Danger Room Disc

  -Objectives: Tour the X-Mansion

               Explore the subbasement

               Contact Forge

Time for a bit of R and R from that mission we had just done. Just make your way around the mansion and Jean will tell you about each room. Also you can ask Jean and Professor Xavier some questions about the Mansion, themselves, the Brotherhood, and their interest in you, meaning Alison. 

The library has all the comics that you find through out the game. The Day room has all the cinematics. Professor Xavier's computer has a bio on the X-Men. In the dormitories you can go into the X-men's bedrooms and learn a bit about each one. In Storm's room on the far left of the dormitories you can read a letter from Storm to Forge. In Wolverine's room still on the far left if you read his flag it’s a message from a varsity team called the Alpha Flight. In Colossus room you can look at concept art or at a picture that he is painting on the easel. Then in the room at the far back of the left side dormitories is where you can play the trivia question's game and gain some easy EXP. On the right side of the dormitories are Cyclops, Jean Greys, and Beasts' rooms. In Scott's room is a picture of Jean Grey. In Jean's room is a picture of a rose from Scott. In Beasts' room is a cluttered chalkboard. And the two final rooms are yours, if you choose to accept it and a large room in the back that has a computer with all of the screen savers on it. 

When you're done with Jean's tour you can return to Professor Xavier for a subbasement tour. You start you're in the war room. In the War room is a computer that can be used to get missions and a bigger computer to contact Forge with. After talking with Forge a new mission is available. Now you can explore the subbasement's rooms like Cerebro, the X-Jet hangar, the labs, the med-room, and the Danger Room. In the Danger Room you can do missions and gain easy exp. Also in the Danger Room in the left corner is another Teamwork disc for the Danger Room. Also note that in the brig is an enemy bio computer. When you are done tell Professor X you are done with the tour and then go to the war

room and select the mission from the computer.

4.3 Level 2: HAARP Facility

  -Available Team-mates: Wolverine, Cyclops, Rogue, Storm, Jean Grey, and

                         Iceman

  -Level Bosses: Tank I, Tank II, Pyro

  -Hidden Items: Comic Book, Danger Room disc

  -Objectives: Shutdown Surveillance System

               Destroy tank defenses

               Find Door

               Investigate the Brotherhoods activities

               Find Mystique or Toad

If there is one character you must have its Iceman. You will need Iceman to put out fires that enemies will set up to block your path and also Iceman can make an ice bridge as a short cut later on.

When the level start you are below the X-Jet near an X-Traction point I highly recommend you save now. When ready head past the barrel and you will encounter a new enemy, HAARP Soldier. Continue along until you reach the water and keep killing any soldiers in your way. When you reach a cliff with an X at the edge you can use Iceman to make an ice bridge that will be a helpful short cut. Also any soldier’s near the cliff's edge you can toss off to make some extra exp in an easy victory.

If you had used the ice bridge it will bring you to the front door of a large base. You can not go through here until you take out two transformers. Transformers are those metallic boxes next to the large towers. Next to the large door is one of those boxes it will have a large read arrow above it. 

If you hadn't taken the ice bridge then you can take the path to the left past that hint marker. Continue along this path until you reach another transformer that’s two down three to go. That is if you had gone across the ice bridge then crossed back over it. With both transformers gone you are now able to go through the once locked door that was across the ice bridge.

Through the door you are brought to the bridge. When you start head to the left and take out the group of HAARP soldiers. Then keep making your way left until you come across a large opening on the side of the road. Head up through here until you find another transformer. Two left now. Return to the road and keep making your way around. You should come to a little area where there is a wall with a soldier hiding behind it and several soldiers surrounding this wall if you head to the far left up this slant into a small isolated area among the trees next to the wall there is another comic book. From that large gap you had just came from to destroy transformer number three if you go about five steps forward you will see this wall and on the left side a slant leading to the comic. Next to the camp-like area is another transformer. That makes four. Keep going along this path until you reach a fork in the road. If you go to the right it will bring you back to the beginning. So naturally head left. You will pass under a bridge. You will need to get onto that bridge. Keep going forward until you can't go forward anymore then head right to find you're last transformer. Now for a boss fight.

Head to the left now from the main path and head up the hill. At the top of the hill is a street. On the street is an X-traction point. Save you're game and switch team members if you need to. Also if you want to make some more health packs or exp then you can always do some of the Danger Room missions. When you are ready head across the bridge to fight Tank I. When you move towards the door three HAARP soldiers accompanied by a Tank. Take out the three HAARP guards first then take out the tank so that you will be able to direct all your attention to the tank. With the tank destroyed enter into the Outer Grounds.

Head up along the road until a large group of soldiers attack you. Watch out for the large orange colored barrels with the symbols on them. If you throw these ones they will explode. The broken train prevents you from continuing on forward so head up the pile of snow on the left. As Iceman take out the fire then continue on past it. Follow the train tracks until you reach a building's roof, you can jump onto them down onto the ground. Beat up all of the soldiers here remember for an easy win toss the soldiers off the cliff. Now on the other side of the broken train there is another transformer. Destroy it now for five more to destroy. Now for a Danger Room disc. Jump on top of the broken train that was blocking your way and run along it to the left and onto the roof of a building to find a Danger Room disc. If you try to cross the bridge some soldiers will cross it and blow up the bridge forcing you to find another way around. When the soldiers are on the same side as you just push them off the cliff. Head to the left and look for a ramp leading to the other side. Now on the other side head forward and destroy the transformer then head to the right.  Destroy the transformer on this side too. When ready head through the door to the Inner Grounds.

At the right of the start point head to the right for an X-traction point.  Next head up to the left and climb up on top of the building and move to the left and destroy the transformer. Keep on the top part and put the flames out using Iceman. Continue on through and destroy the next transformer. In this area you meet a new type of enemy, HAARP Flamethrower. They are the same as regular HAARP Soldiers except now they use a flamethrower. When ready return to the start point and save if you want to. Then continue along the road. When you see a large gap between two buildings on the right side of the road go through it and up the hill so that your are on top of the building where a group of security attack. Kill them all and get the Danger Room disc from on top of the building. Then go through the back part of the building adjacent to the building with the Danger Room disc on top of it. A flamethrower will light the longs in the narrow passage way on fire so use Iceman to put it out then continue through and kill all the HAARP enemies and destroy the transformer. With all objectives complete continue along the road. Now you will have to fight Flamethrower guards and a tank. 

First douse those fires as Iceman. Then kill the guards and then go for the Tank. With the tank destroyed enter into the base.

You start immediately next to an X-traction point so take this time to save and visit the Danger Room if you want to. You start in a tank hangar with lots of boxes so break through a bunch to gain money, health and energy packs, and maybe even equipment.

Head through the door way at the top of the stairs. As soon as you go a little bit down the hallway you encounter a wall of laser beams. Head through the door to the right. In this room go to your left when you enter the room and punch the wall out between those two metal cabinets to get past the laser wall.  Head into this room then go through the door on the right. Now a new much stronger enemy is to be fought HAARP Officer these guys are physical resistant like Blob so you will have to use superpowers or throw things at him. Now go into the left room to get a keycard near the end of the hallway with the laser wall. *Note* you can deactivate the laser wall by using the control panel for fast access to the X-traction point. You will have to kill the officer to get the keycard. When you are ready head through the door at the end of the hallway.

Now you are in the mess hall. Head down the hall fighting enemies and take the first door on the left. Now you will be in the cafeteria. Fight your way to the other end. When the room has been cleared head back to the door you came through into the mess hall. There should be a room on the side and in that room in a corner is another Danger Room disc. Then you can go up into the other part of the room and find more health, money, and equipment. When ready head out through the other side.

On the other side the way is blocked by another laser wall. Head into the room at the top part of the wall and smash your way into the room past the laser wall on the right. In the other room disable the laser wall. Then continue to the left. When walking along this corridor watch out when the left wall explodes. Fight the officer, soldiers, and flamethrower guard then continue along the corner into Systems Operations.

Head through the corridors until you reach the bridge that’s above an electrified floor. Head across the bridge to the next room. Fight your way through the computer room and into the room on the left. Move around the corridor and then fight the enemies in this room then head to the room facing the entrance to the room you just came from. Take out the enemies on both sides and in the center part then head through the door on the right. Head down the stairs next to the generator type object then continue up the stairs and go down the corridor fighting soldiers and a flamethrower along the way to the door in the center to the satellite control room.

Head around the corner to find an X-Traction point so save and take care of any other business you might have then continue on. Head through the door opposite to the X-Traction point and kill any enemies in this room. Then head up the stairs to find a lab tech. Oh no its Mystique. Then Toad comes in and joins Mystique and talks about the mutant hunting sentinels. Then its time to fight Pyro.

Since Pyro is a fire based mutant attack him with Iceman. Keep attacking him until you win. With Pyro gone head through the door on the right. You may want to return to the X-Traction point first before continuing on. 

Don't bother trying to put out the fire in the room you fought with Pyro in it can not be put out or jumped over or flown over. Head to the door on the right instead. Now for a new enemy, Brotherhood Marauder. These guys are energy resistent so you mostly use physical attacks. When done go down the corridor and through the door on the right. In the next room the left wall explodes and a Marauder comes through the wall. When done head through the door on the far left. You will be in a room with an elevator in the middle and a bunch of Marauders to fight. When done go in the little gap between the stairs and the wall when you first enter the room it’s on the left. Go down here and break the big green box to find a comic book. When ready take the elevator to the main tunnels.

In the ice tunnels you start at the bottom of the elevator. On the elevator is an X-traction so save now then head to the left to fight a new enemy, Brotherhood Revolutionary. Keep heading left and head down the stairs. For an easy kill just toss any enemies you encounter over the ledge. Once you reach the bridge you will have to make an ice bridge. Once you reach an elevator head to the left side of it to find another Danger Room disc. When ready head on the elevator.

Again you start right next to an elevator with an X-traction point in it so take this time to save and use the Danger Room if you feel the need to. When ready head down the stairs fighting enemies along the way. Once you reach another broken bridge head to the right to find a sketch book. Then make an ice bridge to the other side. Keep going till you reach an extraction point next to an elevator. Save your game then head up the elevator.

Looks like the Brotherhood has abandoned Toad. Leaving you to fight him.  Whenever a jet is about to take off keep hitting it till it falls off the building keeping Toad from escaping. Fight the HAARP soldiers that will occasionally come up on elevators. When the battles complete its time to head back to the X-Mansion.

4.4 X-Mansion

 -Available Team-mates: Alison; Flashback: Nightcrawler, Cyclops, Wolverine, Jean Grey, Beast, Iceman

 -Level Bosses: None; Flashback: Sentinels, Juggernaut

 -Hidden Items: None

 -Objectives: Sentinel flashback

              Magma Test

              Locate Professor Charles Xavier and speak with him

              Protect the city

              Battle the Sentinel

              Find escape route

              Hold out against the sentinels

              Meet in War Room

              Play Juggernaut flashback

You start outside by the pool. If you head to the other side you can talk with Iceman about the mission he just got back from. Head up to the back door to speak with Jubilee. When done head through the door. Head to the room next to Professor Xavier's room to meet Nightcrawler. Talking with him will open the Sentinel Danger Room sequence. When you leave him you can either select or not the Sentinel flashback.

Sentinel Flashback                                                          

When the flashback starts you are in the original X-men suits. Your team for this flashback is Jean Grey, Cyclops, Wolverine, and Nightcrawler. Fight the first sentinel then head down the street to reach an X-traction point. Save your game then continue down the street to eighth avenue. 

Continue down the street till a cut scene comes on. Two sentinels come to attack. When done fighting head down the ally on the left, to ninth-avenue. Go down the ally until you can go right. Head down here until you reach the street to fight more sentinels. In this area you will have to at first fight five sentinels. Head back the ally and follow it to the other end. Once you reach the street you will have to fight another two sentinels. When they have been defeated head to the other side and down the ally. Once you reach the street you fight another two sentinels. When they have been killed continue down the street to tenth avenue.

When you start use the X-traction point on the right to save. When ready  you will have to fight waves of sentinels. You will have to defeat eight sentinels before you beat the level.

You return to the Mansion. Now head to the elevators and go to the subbasement. You can go to the brig and talk with Toad or you can go to the War Room and talk with Cyclops. When you are ready head into the Danger Room. Talk with Professor Xavier to take a test to see the strength of your power.

Danger Room                                                                            

You start with two of both Health Packs and Energy Packs. When ready head down the hall. When you open the character menu a notice will tell you that you can now carry fifteen health and energy packs. Head down the hallway to fight the first three of twenty two robots. Head down both paths in the hallway to get more energy and health packs. Then continue down the hall. Keep going down the side rooms getting all the health packs and fighting robots. At the end of the hall a large mob of the robots attack. Once you reach the last room you fight the last of the robots. Now you fight in a small room against Danger Room Sentry. After awhile Alison will release a wave of energy destroying the Danger Room.

Juggernaut Flashback                                                        

Head into the lab near the X-traction point to talk with Beast. Beast will give you the Juggernaut flashback. For your team you will have Beast, Cyclops, Jean Grey, and Iceman. Juggernaut will run through the mansion causing havoc. The bar on the right represents the levels life. When that bar fills up and Juggernaut is not defeated its game over. Once the flashback is over head over to the War Room to get your next mission.

4.5 Level 3: Sewers

 -Available Team-mates: Wolverine, Beast, Rogue, Jean Grey, Jubilee, Iceman, Storm, Cyclops, Nightcrawler

 -Level Bosses: Marrow

 -Hidden Items: Comic Book, Sketch Book, Danger Room Disc

 -Objectives: Rescue Gambit

              Shut off water flow from reservoir

              Find Healer

              Find Marrow

As the level starts head down the corridor. Head up the stairs to find a X-traction point. Save your game then continue on. Head to the door on the left side of the room. Throw the exploding barrel at the wall facing the door you came in through. Head through the hole to fight two new types of enemies, Morlock Brute and Morlock Claw. Brutes are very strong while Claws are good at melee attacks. Head through the door at the top of the room. Then head over the bridge over the floor of spikes. On the other side head through the door on the left. In the next room if you go far left you can use Cyclops to weld the sewer lid down to keep more enemies from coming through. Then head over the bridge to the other side. On the other side head through the door. Make your way around the room killing enemies then head through the door on the right side of the screen. This door leads to Mainline Reservoir.

In this area kill all enemies then cross the bridge to the others side in the middle of the room. Next go down the corridor and go either left or right.  Both rooms lead to the back so I recommend you go through both collecting items and killing any enemies. In the back room head through the door in the center of the back wall. 

In this room there is a hole filling up with water and many enemies around.  Your new objective is to shut off that water flow. Take out any enemies first then head to the far right corner for an X-traction point. Save your game and take care of any other businesses then head to the door on the left for the East Trunk line.

Head down the corridor and take out the Claws then go up the stairs and make an ice bridge to the other side across the water. When over the bridge head to the right to get a comic book. Now head back across the bridge and go through the door on the right wall. Head down the corridor and through the door and into the next room. In this room fight your way across the bridge. Now go through the next room and head for the door in the far left. In the next room head across the bridge and fight the enemies. When done go to the right and behind some boxes will be a sketch book. Now head into the back room and smash through the wall on the left to reach the water pump. Now for pump number two.

Return to the room where the water was filling into the hole and now head to the door on the right to West Trunk Line. After clearing out the first room, go up the left wall to find another Danger Room disc. If you take the first door to the right there is a spike trap. So you can either jump over it or take the second door on the right. After the room has been cleared go through each of the rooms on the other side. You will want to make your way to the far back wall. In the far back room is the second and final water pump now return to the room where the water was flooding into the hole. 

Now would be a good time to save your game and take care of any other business with the X-traction point near. When ready head into the once water filled hole. Now to Morlock Haven.

You are in a community now so that means no fighting...for now. First thing go around the area talking to people. They all pretty much say the same thing. When you are done head up to the area in the middle and go to the right corner to talk to the healer. It will say his name and he will be in a purple gown. After talking with Healer you can now buy items from him at an X-traction point. When ready go to the middle part of where you talked to the Healer to find Marrow. Head to the door near the one you came through.

You will now be in Mainline North. You will meet a new and powerful new enemy, Morlock Goth. Goths have the ability to revive any of their fallen Morlock members. Head across the bridge in the middle part of the room first to reach an X-traction point. When ready go through either the door at the far right or at the top of the screen. They both connect to one another but the one at the far top has a sketch book hidden in a room in the top left corner. To get to it knock out the walls surrounding it. When ready head to the far right to get to another door. Head around the corner and continue down the path. Head through the door at the end to the Filtiration Reservoir.                                                                             

Head through this hall into the next room. Continue down the corridor into the next room. In this room you will have to go down the bridge and jump to the left and right side platforms to fight two Goths. You will have to kill these guys first. On the left platform get the Danger Room disc. In the next corridor you can either head down the left or right path. Both paths lead to the back room, your next destination. In the back save your game and take care of any other business then head through the door in the back wall. 

Now we are in Twenty Second Street Steam Works. Head to the right and take the ramp to the middle room to find Gambit imprisoned. Now for a fight. This will be tough. For more info on this boss go to the enemies section. When done get Gambit out.

4.6 Level 4: Arbiter

 -Available Team-mates: Wolverine, Cyclops, Iceman, Storm, Beast, Gambit, Jubilee, Nightcrawler, Rogue

 -Level Bosses: Sentinel Controller

 -Hidden Items: Danger Room disc, Sketch Book

 -Objectives: Stop the Brotherhood

              Disable Sentinel launchers

              Get to lower decks

The level starts with you right next to an X-traction point so save now and take care of any other business you might have. A new type of solider is now a threat, GRSO Soldier. These guys are the same as the HAARP Soldiers except slightly stronger. First things first destroy the Sentinel launching pads. There are only four tubes to destroy so just attack them quickly. Head down the stairs on the left to get some energy packs and health packs. When ready head up the stairs. If you head up the left side the ground will break leaving you to either jump the fire or go the right path. When you reach the second screen destroy the last two tubes. When ready head down the left path and down the stairs to the right, to the Aft Flight Deck.

It makes sense now why the Brotherhood attacked Muir Island and stole the Mutant DNA concealer. Blob jumps off to the right and makes a getaway. A new enemy is in this area GRSO assault. They are skilled soldiers in melee attacks and they have a long laser sword. Head to the other end of the boat. At the other end a Sentinel Controller comes down to fight. He is very powerful attack him with full strength.  Also you can save your game on the right platform. Head up the stairs on the left to the top then use the crane to suspend a sub above the ground then attack the sub to drop down to the floor below. 

You start right next to an X-traction point. Fight your way forward to the other side of the room. When you go up the stairs for an easy victory throw any enemies into the blue electric current. Don't you go in it or you will lose health. Head to the right and through the door to Aft Hatchway.

For the next part open your map by pressing the right analog stick in then go to each yellow X on your map to find a sentinel dispatcher. When you get to each one destroy the computer with the red arrow above it. If you come across another one of those beams like the blue one this time red it will drain you of your ep. I went through the back door at the start and then went through the right door to find an ep draining ray. Beat up the enemies then head through the back door watch out for a turret on the far right in the next room. When ready go past the turret you will need to destroy then head through the door to the right. In the next room disable the ray wall and then head across the hall. This door will bring you to Starboard Launch Bays. 

At the start use the X-traction point then head through the door. Head down the stairs and to the right to find another sentinel dispatcher. Destroy the sentinel first then the computer next to the dispatcher. Head to the other end of this room and head up the stairs. Head down the hall and destroy the ep ray and then head through the door on the right. Head down the stairs and destroy the sentinel dispatcher and sentinel then head up the stairs. You can go through the doors on the left to pick up some money and health. Head through the doors on the right to pick up a sketch book. In the first room on the right do not break the two missile like objects up against the wall. They will cause a large explosion giving anyone near a lot of damage. When ready head through the door at the end of the hall to Fore Launch Bays.

Head through the next room and destroy the sentinel dispatcher and sentinel then head up the stairs and go through the first door on the left. Head through the next room and head through the door on the right. Continue down the hallway You can head through the first door on the left to get more items. Continue down the hallway and go through the door on the left. Head down the stairs and once again destroy the sentinel dispatcher and sentinel. Head up the stairs to the next room. In the room before the hp ray stay here and let some of the enemies come to you first. Then as someone with a long distant ability shoot out the hp ray. Then head to the elevator to the Brig.

+NOTE+ This is a timed mission! Therefore save as soon as this part starts. Do NOT save over this beginning file until you beat the whole level. You WILL get messed up if you save with a few seconds left because there’s no way to restart the level.

For the next area you will need someone who can weld, someone who can put out fires, and someone who can build bridges. Your team mates who can use these are Cyclops and Storm to weld. Storm and Iceman to put out fires. Iceman to make bridges. Refer to the section Controls and Attacks for more help with these abilities.

Now its time to save the crew members before Blob cracks the hull. There are certain characters that are a must for this level. You must have Cyclops, and either Iceman and Storm. It’s a good idea to have a very strong character too like Wolverine or Rogue. You can use Cyclops to weld cracks up to gain some extra time. First head to the far left side and lead the crewman to the center door to a lifeboat. You will know it by the red arrow. Next head to the far right to the next yellow X on your map. Note you WILL need your map out for this mission make it big and use it to get everyone. In the same room as the crewman on the far right is a switch that makes the laser wall go away allowing access to the Infirmary. Avoiding fights is the best way to get through this level. Try not to fight anyone unless you have to. 

Head into the next area and go to the far left and up. Use Iceman to make an ice bridge to save the stranded crewman. Then use Cyclops to weld the cracks. Head through the door on the right wall and they go through the first door on the right and break a hole in the wall behind the beds. Head through to get the crewman to safety. Next move towards the large fire to the left. While standing in front of the large fire head left into the room and break a hole forward to bypass the flames. Once on the other side of the flames go up to the control panel to disable the flames. Then head down the rest of the hallway. In the next room head left then go to the left side of the room and head down through the hallway to reach a room disabling a laser wall. Get the crewman back to the lifeboat then go back up the hallway and head right and up to the next room.

You should now be in the galley. When you start is another X-Traction point save your game only if you have a lot of time left. A lot of time would be about ten minutes and up. Go into the room on the left and destroy the ep ray if you want but head through the door on the right side of the hallway to find a control panel that disables the laser wall. Go down the once blocked hallway and head through the door at the top of the hallway. Once you go through the door jump onto the platform to the right of the entrance and punch out the wall next to the platform at the end of the platform to enter the room and get a sketch book. Then go to the broken bridge to have Iceman make a bridge across. 

On the other side head through the door into the large room. Go down the corridor past the caved in door in the previous room we came from after the bridge. Anyways go down the dead end and punch out the wall to find another crew mate. Go down the corridor and around the corner to get him to a lifeboat then go through the door opposite of the lifeboat. Go down the corridor to a door and then go through it to find a door blocked by fire. As Iceman or Storm put out the fire then head through the door to find another crew mate. Bring him to the lifeboat as well. Return to the room where the fire blocked the door just a moment ago and head through the door on the left. Go down to get to a door leading to Maintenance.

When the level starts head down the hall and to the left. Head down the hall and go up the little hallway and go through the door on the right. Go to the next room through the door at the other end of this room. Go down the hall and go through the left door till you reach a room full of water. Go to the top of the room and make an ice bridge. Then as Cyclops weld the cracks shut while standing on the bridge. Head into the next room and at the top burst into the next room by smashing out the wall. Then go into the room on the left and put out the fire and head down the hall. Go into the room on the right to find a crewman then head to the left and disable the laser wall. Continue down the hallway. Take the first right down the hall to reach the lifeboat. One crew mate remains. Continue down the hallway basically following the map. Go through two rooms until you reach a door blocked by fire. Put out the fire and head into the room. In this room break the left wall to find a Danger Room disc. Bring the last crew mate to the lifeboat and a movie will play. It seems Blob is attacking all the troops while Mystique slips by unnoticed. Mystique frees the leader of the Brotherhood, Magneto.

4.7 X-Mansion                                                                          

 - Available Team-mates: Alison, Cyclops, Wolverine

 - Level Bosses: none

 - Hidden Items: Danger Room disc

 - Objectives: Locate Storm and Wolverine

               Explore the X-mansion

               Find Blob

               Defeat Mystique

               Find Wolverine and talk to him

               Meet in War Room

               Catch the director

You start out in your room with the option to examine your suitcase. Do so if you wish. When done exploring the dormitories head to the Ground Floor.

Head to the couches near the back door to find Nightcrawler. You can talk to him if you want to. Jubilee is in the T.V. room if you want to talk to her also. Across from the T.V. room in the Dining room is Iceman. Again talk to him if you want to. When ready take the elevator to the subbasement.

When you get off the elevator use the X-traction point. You can go to the lab and talk with Beast. He will tell you a bit about Magneto. Jean Grey is in Cerebro if you want to talk to her about controlling powers. Head into the Danger Room to find Storm and Wolverine. Talk to whoever you want first. If you talk to Storm first you can do a Danger Room mission. 

Danger Room

The mission is Level 1 again. This time you play through it as Alison. 

Exactly like Level 1. Go forward and then down into the subway. I won't bother listing enemies again just refer to the Level 1 enemies if you need help. When you exit the subway fight the two troops and head to the left. Go up the ramp and continue along the ramps making your way to the street. Go to the far left to get a health and energy pack. Continue down the street to West Manhattan.

As soon as you go forward a Brotherhood mutant will appear and make things harder. He will make a wall in front of you causing you to look for another way around...or under. Head to the left of the screen to find a set of stairs leading to the subway. Also if you head to the far right in the screen where that large wall is in your way you will find a set of stairs connected to the building going down allowing you to find a health pack and an energy pack. 

In the subway just toss the enemies into the train tracks. Bust up any destructible to get more money, health packs, energy packs, and equipment. When you are ready head up the stairs to the street.

On the street you will have to fight another mob of the anti-mutant troops continue on forward until you reach yet another hint marker, this one telling you about basic sequences for attacking. Now go right continuing past the hint marker. You can continue to go straight forward from the subway exit to fight more troops and then head right to go up a stairwell and you will get more exp from fighting another troop and a health and energy pack. Once done head back to the hint marker and go right continuing past it. Keep going right until you reach another street where three more troops will attack. If you move to the far right of this screen two more troops will attack. Now go back to where you entered the street and continue on forward into Central Park. 

Oh look it Cyclops. You know what happens. Punch, reveals herself, disguises again, runs off. Leaving you to fight two Brotherhood thugs. Now continue down the stairs to the left fighting any thugs that appear and head to the left. There will be a bridge that has been destroyed forcing you to look for an alternate route. If you keep going past the fountain you will come to a smaller bridge so head across it.  After you get to the other side a cut scene starts of the Brotherhood mutant known as Pyro and he will make a large firey barrier forcing you to once again find an alternate route. Head to the left of the screen and fight the thugs along the way and a small stairwell will be to your right. If you want an extra health and energy pack keep heading forward till you reach the other side of that destroyed bridge to find the two packs. 

*Note* Go to the other side of the broken bridge to find a comic book.

Now head back to that stairwell that I mentioned above. Jump down into where the sewers empty out and break the bars covering the sewer and head through. 

In this area fight the enemy. Then break the fire hydrant and continue down the path. Once you go through the gate its time to fight Mystique. Quickly win the fight now its time for Blob. Continue on to East Manhattan.

Now you will meet the real Cyclops(again) and he will join you. Now continue on forward. Now after fighting some thugs you will find another X-traction point so save now. Then keep going forward fighting thugs along the way. Once you reach the street keep following the giant footsteps. Once you reach narrow passage with a truck on one side you have reached the Blob. 

Make sure to be fully healed and continue on through. 

Now fight Blob. It’s an easy fight. 

You return to the Danger Room. You are now an X-men. You return to your dormitory now as an X-Man. Time to find Wolverine. You can talk to 

Nightcrawler, Jubliee, and Iceman about becoming an X-man. They say the same things but will say congratulations upon initiating conversation. Head to the subbasement. 

You can talk to Storm in the War Room. You can find Wolverine in the X-Jet hangar in the corner with his motorcycle. Wolverine will tell you about his past. Then you can start his flashback.

Weapon X Flashback

It starts in the Weapon X instillation in Canada. Break out of the tank and jump through the window on the left to find an X-traction point. Head through the door on the left into the hallway. Head through the door down the hall to the left. In here is a very powerful enemy called Weapon X security. They have a strong laser gun. Take these guys out first. Head through the door on the right in the next room. Go through the hallway and keep following the path until you are behind the laser wall that was blocking your path. Head to the left from here. The director gets away behind a laser wall. Head left then up the corridor and through the door on the right at the end of the hall. Go through the rooms until you are behind the laser wall. Head down the hall.

Head right at the end of the hallway and go through the door. Go down the stairs and jump up on the pipe and break through the glass. Next get through the room and into the hall. 

Run down the hall and go left. When you go down through the door it’s the director again. Keep heading down and fight any enemies that get in your way. When you reach the farthest down you can go, go through the door on the right.  Head down the stairs and then back up them on the opposite side. Go straight into the room in front of you to get a Danger Room disc. Head to the room on the far right and enter the door on the far right of this room to get to Fission Gate.

From your starting point go left down the hallway. Go through the door on the left and go forward through several rooms. When you reach an X-Traction point you will find the Director. In this room head left and jump over the pits with the green laser stream going through it. Make your way all the way to the end of this hallway to reach Automated Defense Control. The turrets on the right side will be disabled now so go to the right and continue to jump over the pits. At the end of this hallway are a set of stairs on the left. Go down them and make your way around the corridor. Watch out for the flames that come out of the wall. At the end of this hall is another set of stairs leading down.

Continue down to the center of the area and watch out for the green energy pulses. Jump over the gap and go up the stairs on the other side. On the other side you will have to deal with the flamethrowers again. Head to the end of the hall and head up the stairs again. Head up to the next platform and jump over the green pits again. In the room at the end of the hall you will find the director after Wolverine's vengeance its back to the X-Mansion.

When ready save your game and head to the War Room. And use the War Room computer to get your next mission. 

4.8 Level 5: Nuclear Plant                                                                               

 - Available Team-mates: Wolverine, Storm, Iceman, Cyclops, Beast, Gambit, Jubilee, Magma, Nightcrawler, Jean Grey, and Rogue

 - Level Bosses: none

 - Hidden Items: Danger Room disc(2), Sketch Book, Stat Point

 - Objectives: Stop the Brotherhood

               Locate Colossus

               Redirect coolant

               Raise coolant level

               Locate a helpful scientist

When you start you start next to an X-Traction point. Do what you got to do then continue down the hall. In the next room is a lab tech. Talk to him about the location of the mutants. If you ask this he mentions a metal mutant. It must be Colussus. In the center of the room behind a box in that hole in the bottom part down the stairs is a Danger Room disc. From here go down the hallway on the left. At the end of the hallway is a door leading to Turbine Facility.

In the next area is an X-Traction point to the right of the start point. Take care of any business you might have with the X-traction point then head across the bridge. In the next room go left on the upper platform and into the room. Run across all of the bridges until you reach a broken bridge. You will have to have Jean Grey or Iceman in your party. If you don't run back to the X-Traction Point and trade in one of your current party members for either one.  Once you cross the bridge you enter into a big room. In the middle is a bridge that leads to the other side of the room. Watch out though because a large electric field will come up and down on the bridge. Wait until the electric field goes down before you cross the bridge. On the other side go left to disable the green laser wall by using the computer. Go to the right and head into the once blocked room. Head across the bridge and into the next room and then continue through the hall and into the next area, Reactor Core.

Head across the bridges until you reach a lab tech. He tells you that you will need to redirect coolant by redirecting it. This will require four pumps to be redirected. Head past the lab tech. Keep going forward until you reach a control panel to call in elevator up to your level. Also in this area is a new very powerful enemy. When all the enemies have been killed press the control panel then get on the elevator. On this floor are some boxes to destroy and items to collect. Basically follow the yellow Xs on the map to get all the pump controls. There’s a pump on the top floor to the right of the area. But you won't be able to access it without first hitting the switch at the other end of one of those bridges with the electric current that goes up and down. After pressing the switch return to the area that I described above. Then go through the door behind the pump control. You won’t be able to use the pump control just yet so don't worry about it for now. Just head into the next room which is Coolant Pumps. 

In this room you start next to an X-Traction point so use it to your liking then continue down the right hall. When you reach an area with stairs on the left and a broken bridge on the right fix the broken bridge first and move on across it to get two of the pump controls. When you are done head down the stairs on the left path and you will now be thrown into a mini battle. The Nuclear security is fighting against the Alcoytes and now you get pulled into the mix. Oh well, take 'em all out and then there should be a bridge on the right that is broken. Repair it, go across it, and press the final two pump controls. Then go down the path that you hadn't explored when you come up the

stairs head the left to find a control panel and the green laser wall. Use the control panel to disable the wall. Then use the X-Traction point if you feel the need to do so. Then return to the room from before.  

Go straight forward to find a control panel that was previously inaccessible. Now press it to complete another objective. Return to the lab tech and he will tell you that Colussus is in need of help. Return to the other side of the bridge, the side you had just came from and go to the elevator control. Behing the control is a door leading to Conversion Sequencer.

In this room there is only one way to go, down. Go across the bridge to find Colussus struggling to keep a nuclear explosion from happening. You will have to get to a control room now and repair brackets to keep the explosion from happening. Continue across the bridge and hurry because you are being timed again. When you reach stairs go down them first to disable a fire current at the top of the stairs going up. Once disabled go up the stairs and then back down them on the other side. Keep going forward onto the ground again and off the bridge to get to another set of stairs leading to a door that goes to Secondary Control Center, and your next objective.

When the level starts use the X-Traction point, if you got to, also make sure to have  either Cyclops or Storm. Storm may be the better choice because there will be a fire that you will need to put out to continue. If you want to have Iceman and Cyclops that works to just make sure to bring Iceman if you do bring Cyclops. When ready with your team selection continue on down the hall. Go into the room on the right and cross over the bridge. There will be some Acolytes in this room. Fight only if you need to. Once you reach the other side of the bridge and go down the sets of stairs you reach another broken bridge repair it and head across. On the other side keep running up the sets of stairs. On the platform on the left if you have someone who can fly they can get on that platform to get a sketch book. At the top room you find a lab tech. Looks like you need someone you can weld. In the same room go up to the control panel with the large green arrow above it to disable the green laser wall at the bottom of the stairs. When ready go into the room that was once blocked by the laser wall. From here you can go to the Consender Corridor.

From the start point go through the door and continue on through the next room. Go down into the lower part where a small army of Acoyltes are waiting for you. When they have all been taken care of head up the stairs to the right. At the room at the top of the stairs go into the room on the left. In this room break the boxes on the right to find a Danger Room disc. Then go back to where you entered the room go down the stairs to the control panel. The control panel puts the fire out if you don't have Iceman or Storm. Go through the door. Into Conversion Sequencer. 

Use the X-Traction point only if you have a lot of time left. When ready continue on through the room. Use the control panel at the left corner to open the door on the right. You will need Jean Grey to push the large bar into the energy generator and weld it. Fly over to the left to find a Danger Room disc and an extra stat point Then go through the door on the right. Then make your way around to the other side of the generator and push the bar over and do the same thing again to beat the mission.

4.9 Muir Island

 - Available Team-mates: Alison

 - Level Bosses: none

 - Hidden Items: Sketch book

 - Objectives: Talk to Forge

               Reboot mainframe

You assume the role of Alison again, talk to Moira if you want. On the left side is Multipleman and on the right is an X-traction point. Talk to Multipleman about controlling your powers. When ready head down the hall. The door on the right brings you onto a platform where Colussus is. Continue down the platform to get to a set of stairs leading to the ground part of the room. Continue around the curve of the room to the left to find a sketch book. In the room to the left of the Sketch Book is Forge. 

I guess you have to go to the Primary Core. Continue into the next room. There are a lot of Danger Room sentries in this room to deal with. Go up either the left or right side of the platform to get to get to the System Monitor. Upon using it don’t respond until you clear the bridge off. Go to the door you came through and go down the stairs in the center. Defeat all the enemies then return to the System Monitor and jump through the glass to the right of it. In this area kill all the sentries then use the control panel on the right side of this area. This will lift a bridge up and jump up on the to the lifting bridge to reach the main console. Return to the first are and access Alignment console A and B on the bottom right and left of the area.

Now return to the main console that’s across the bridge. 

You return to Moira. Go up to her for a conversation between Forge and

Moira to strike up. Cyclops will phone in and ask for everyone to return to the X-Jet and will invite Colussus to join. 

4.10 X-Mansion                                                                               

 - Available Team-mates: Alison

 - Level Bosses: none

 - Hidden Items: Comic Book

 - Objectives: Meet in War Room

You start out by the pool. Head back into the X-Mansion and you will talk to Emma Frost. Head down the left corridor to find Cyclops. He tells you he is leaving for a while. On the right side in the T.V. Room to find Rogue and Gambit discussing Rogue's past relationship with Magneto. When ready head to the subbasement. 

Beast is in the lab if you feel like talking to him. In the brig is another comic book so make sure to stop by and pick it up from in front of the laser wall. The X-Jet Hangar is inaccessible for the moment. In the War Room you can find Nightcrawler. Access the War Room Computer when you want to do the next mission.

4.11 Level 6=

 - Available Team-mates: Wolverine, Colussus, Storm, Cyclops, Beast, 

   Emma Frost, Gambit, Iceman, Jubilee, Magma, and Rogue

 - Level Bosses: none

 - Hidden Items: none

 - Objectives: Search for GRSO soldiers

This mission takes place in at the X-Mansion. The mission starts you in the Basketball court with an X-Traction point. When you leave the Basketball court two GRSO Infiltrators attack and two Infiltration Droids. There are at first ten of the GRSO enemies to kill. Move to the left path and then go left into the large open area to find another infiltrator. Go to the Mansion’s back door to find another three infiltrators. Head to the Basketball court on the right to find another Infiltrator. Head around the pool to find some more infiltrators around the pool and the grassy area surrounding the pool. With all ten infiltrators killed in this area head into the next area through the entrance on the left part next to the Mansion.

When you start there will be three energy and health packs on both your sides. Now you will have to find twelve infiltrators move forward in this area to find a group of them. Continue moving forward into the top left corner to find another infiltrator. Head to the fountain in the middle of the area to find another three infiltrators. By the front door is another two infiltrators. Head to the right to get the last few infiltrators. 

4.12 X-Mansion

 - Available Team-mates: Alison

 - Level Bosses: none

 - Hidden Items: Danger Room disc

 - Objectives: Locate Jean Grey

               Explore X-Mansion

               Mission Selection 

Back to the X-Mansion. You start in the lab so talk to Beast if you want to and head out to the X-Traction point. Jean Grey will be in Cerebro so talk to her first. Jean will tell you some more about the Astral Plane. If you return to the dormitories and look on the balcony overlooking the ground floor on the right of the stairs there will be a Danger Room disc. When you are ready head to the War Room. In the War Room go to the computer to pick which mission you want to do. The choices are Astral Plane and Weapon X. I picked to do Astral Plane first. 

4.13 Level 7: Astral Plane

 - Available Team-mates: Professor Xavier(!), Jean Grey, Emma Frost

 - Hidden Items: Danger Room disc, Comic Book

 - Level Bosses: none

 - Objectives: Rescue Illyana

Ok for this mission you have the very powerful Charles Xavier. When the level begins head over to the X-Traction point on the left. Move towards the object with a green arrow to the right of the door for it to disappear. Then go up the stairs on the right to reach another object with a green arrow above it. Upon touching it, it disappears continue forward to reach another one that too disappears. Jump up the platforms to the right all the way to the top to reach another object. This time you can use it so press the switch. Now go along the left path until you reach a gap and a switch on the other side use telekinesis on the switch. Then return to the once blocked door. In the next area some enemies attack so attack back. They are called Astral shade and Charles is able to kill them with two punches. Head to the right and down the stairs. At the bottom of the stairs keep fighting the Astrals until a switch appears to open the door. In the next large room head down the left stairs to reach a Danger Room disc. In the right room are just a bunch of astrals to kill. Head into the room in the center and kill all the astrals and head through the glowing blue door on the right.

The door will have brought you to the Chamber of Echoes. In this area you can head down either right passages to get into a much larger room full of enemies and the left path brings you to a room that connects to a corridor that brings you back to the room you started in. Go to the far up top of the room on the right to get into a new room. Use the stairs on the left to get to the room below and to get to another X-Traction Point. Then go down the right stairs to find another Danger Room disc. Return to the X-Traction point and then go down the stairs on the left. At the bottom of the stairs you will be attacked again by enemies head over to the ledge and wait for the platform to return to your side. Once it does quickly get on it and ride it to the other side. On the other side press the switch that will make a bridge for the rest of your team to follow. Then go into the room on the left of the switch. In this room go through the door to the Endless Stairs.

Go to the back part and down the stairs into the next area. Go to the far right and down the sets of stairs until you come to another one of those platforms. Jump on it to the other side to press a switch to make a bridge to reunite with your team mates. Then go to the left onto another one of the moving platforms. On the other side you will find a Warped Synapse. They make the Astral enemies. A few hits and they die. Press the switch to, again make a bridge and open a door to the left of the switch. Go through the door and up the stairs. In the next room after killing a certain number of wardens a switch will appear to open the door. With the door open the Astral Plane starts to fall apart. The Shadow King will show himself. He looks like Venom's brother.

After the cut scene its just Jean and Emma. Move forward and go right first to get a comic book. Go the left path and go through each room to right any enemies if you don't want to then go to the room at the top and take the stairs up to the top. At the very top is an X-Traction point. On the right side of the room with an X-Traction point in front of a statue is an Astral Stone. When ready take the stairs down then at the bottom cross over to the other side of the room and then go all the way up the stairs. In the room at the top its Illyana. Kill all the enemies around to save Illyana. 

4.14 Level 8: Weapon X 

 - Available Team-mates: Cyclops, Wolverine(after Havoc fight)

 - Level Bosses: Havok

 - Hidden Items: Danger Room disc, Sketch Book

 - Objectives: Explore facility

               Locate Havok

               Defeat Havok

               Free the mutants

The level starts with Cyclops. Go up and in the next room jump in between the large metal thing to find a Danger Room disc. Then go left into the next room. At the end of the hallway go into the room on the left to find an X-Traction point. Then continue on into the next room. You will have to jump through the window to get into the next room. Go into the room on the left and continue on down the hallway. At the end of the hall is a computer you will have to weld. With it welded the door next to it will now open. Exit through the door on the right into the hallway. Go into the room across the hall from the room you had just came from go to the other end of this room and break the glass and drop down into the room. Go up the stairs on the right and jump over the gap to reach another computer that needs to be welded. Shoot the computer then head through the door on the left to the computer. In this room is an icon called XP that awards you with thirty thousand XP. Now return to the hallway before the room you broke through the glass in and go down the hall to go into the next area, which is Lab Support Ruins.

Continue down the hall and enter the room at the end of the hall. In the room shoot the two computers. The room on the left has a energy pack. The room next to it has a health pack. Continue to the other end of the room to find Havok. You will now have to chase Havok down and beat him. For more information on this fight refer to the enemies section. After the fight Wolverine comes out and stops the fight. Now you have to explore the rest of the area. Move around a little to hear Cyclops' impressions of the area. Continue through the area. Go up a set of stairs into a small room with an elevator. Hop on it to get to the next area.

In the next area you can now switch between Wolverine and Cyclops. Head into the room in front of you when you start. There will be some new enemies here but nothing to tough. Also by the elevator you came off of there is an X-traction point. Continue through the rooms. Once you reach a room with a blue laser room head through the door at the top right corner. Go down the stairs and then up the set of stairs on the right side. Go into the room at the top of the stairs. In this room is a ep draining ray. Take it out then concentrate on the enemies. In the next room there are two ep drainers and a lot of enemies. The room in the middle doesn't have anything too important. Look on the map and go to the yellow X to find a GRSO Control Panel. This disables the blue laser wall. Move to the right in this room to get a Danger Room disc. Go through the once blocked door on the left part of the room. In the next room move into the room on the right to get to D-Block Ruins.

Move forward into the hallway killing enemies along the way. Go through the door on the right first to get another Danger Room disc. Then in the same room go through the door on the left. In this room is yet another ep drainer. Take it out then kill any enemies in this room. When ready go through the door at the top of the room. In this hallway the master sniper shoots a hole in the pipe causing a stream of fire to come from it. As Cyclops weld the pipe then kill the sniper. Go into the room on the left and then break through the room at the top wall. In the next room go through the door. So by now you will have bypassed the blue laser wall. Go to the right side of the laser wall as if you were on the opposite side and go into the room and then break through the wall on the left. Continue on through the next set of rooms. In the next big room there is a strange looking purple thing in a corner. Approach it and a lab tech will talk to you. Continue up the stairs opposite of the astral gate. At the top of the stairs is a ep drainer. Destroy it and head through the door next to it to get to Holding Cells.

When you start go forward to reach an X-Traction point. The left side is blocked by a blue laser field so head right instead. In the next room break a hole in the left wall. Go through the door at the top of the screen. Go down the right corridor. At the end of the corridor your objectives get updated. You now have to free mutants from their cells. There are a total of two cells to open. Continue down the hall and around the corner until you reach a set of stairs. Continue along the path taking out any ep drainers you come across. Follow the map to the yellow X to get to the cell controls. Go around the corner to the next set of controls. Remember to kill all of the enemies because one of them carries a proximity keycard that you will need. Go through the door on the right before using the last controls to get a sketch book. Then go back and press the controls. With the mutants released they talk to you about their treatment. Head to the far left and go forward to go through the door. Refer to the map for more info. 

4.15 X-Mansion

 - Available Team-mates: Wolverine, Iceman, Rogue, Cyclops, Beast, Colussus, Emma Frost, Gambit, Jubilee, Magma, Nightcrawler, Jean Grey, and Storm

 - Level Bosses: none

 - Hidden Items: none

 - Objectives: Defeat the Sentinels

               Meet in War Room

               Locate Emma and Jean

               Talk to Beast and Storm

               Find Wolverine and talk to him

               Locate Cyclops

With your team selected you go out to meet Magneto. Then all of a sudden sentinels come from the sky. There are only twelve to defeat now so get a crackin'. There is an X-Traction point behind you when you start so quickly run over and use it. After each wave of sentinels has been destroyed a new wave comes to take its place. With the last of the sentinels defeated a cool cut scene comes about. 

The sentinels are gone with Magneto. Back to Magma now. You start at the front door. Go to the T.V. room to find Wolverine relaxing. Talk to him about the Sentinels and Magneto. Then go to the subbasement. Use the X-Traction point if you want to. Go into the medical room to find Beast and Storm. Upon talking to them they tell you about Xavier's condition. Also in the medical room are Colussus and Illyana. Go into cerebro next to find Jean and Emma. In the War Room you will find Cyclops.  When done access the War Room computer. 

4.16 Level 9: Sewers Again

 - Available Team-mates: Wolverine, Iceman, Rogue, Cyclops, Beast, Colussus, Emma Frost, Gambit, Jubilee, Magma, Nightcrawler, Jean Grey, and Storm

 - Level Bosses: none

 - Hidden Items: Sketch Book, Comic Book, Danger Room disc

 - Objectives: Find Healer

               Rescue Healer

               Free Healer

               Find Gateway

               Go through the portal

You start directly in the Morlock village. If you head up the stairs in the center and go to where the Healer was you will meet a suspicious looking morlock. Ask him where Healer is to find out he is with Marrow. After talking with him a door will open. That is your next destination. Open the map for a more direct route to the door. The door brings you to the Storm Drain.

Continue down this corridor for about a second until you reach an 

X-Traction point. Head through the door at the end of the hall and a mob of Morlock Brutes will rush through. In the next room there is not much to do. A few barrels, boxes, and other destructibles if you need the cash, health, or energy packs. Go through the door on the left. In the next room just go through the door and into the next room. In here go across the bridge first to get a Sketch Book. Then go down the stairs to the left of the bridge and go left all the way down. When you reach a set of stairs on the right go up them and then through the door on the right corner. In the next corridor it looks as if you have reached a dead end. Break through the bookshelf and then through the wall behind it to continue your search. Exit through the door on the right and cross the bridge. Keep going along the path going through rooms until you reach a door to the left. Go across the bridge and then into the small corridor and to the right to enter into Influent Bypass.

From the start point head left. Keep going left till you reach an 

X-Traction Point. Go into the room through the door that is diagonally facing the X-Traction point. Continue to the other side of this room. Keep making your path along the corridor until you come to a set of bridges. Once you reach the bridge fight your way across the first one then go left onto the second bridge. When you reach a door don't go through it just yet. Instead go to the left and down the corridor. There will be a goth along here so kill him first. Keep forward along the path. At the end of the hall go into the room to find a comic book. Then go back to the door I told you not to go through. Go on through now. Go to the other side of the caged in area to find a set of stairs leading down to the switch. With all the enemies defeated head over and use the lever. The lever opens a door on the left side of the room. Go through the door and then the one on the right to get to Wastewater Basin. 
Go along the starting hallway into a large room with a bridge suspended above a floor of spikes. In the next room past the bridge is a goth and two giants, nothing tough. Kill them and continue along the left or right side of the room. When you reach the top center there is a door. Go ahead and enter into the next room. Continue through the corridor until you reach the door at the end. This door leads into another one of those rooms where a bridge is suspended above a floor of nails. Once you get off the bridge you find the next area has been locked up. With no other choice go to the left from the door. In the next room theres an X-Traction point and a lever. Use the X-Traction point first then the lever. With the door unbarred go back to it and through to Overflow Reservoir.

Keep going down the corridor until you have the option of going either left or right. If you go to the right door a huge mob of enemies will attack and there will be two goths with them. The left path is relatively clear but if you want the exp then go right. Also if you go the left path and go into the first room on the right, theres a Danger Room disc. The bridge in the center is what you will have to cross next. On the other side go into the corridor on the right via the door. If you continue on the corridor's path it will bring you to a large room with the healer trapped in  cage. Now you will have to look for a way to free Healer. Behind Healer is a door to another corridor. Well of course take the path. Go through the big room to the left room after the corridor. In the room to the left is the lever so go ahead and use it. Return to Healer and he will thank you. Healer will also tell you about the transportation methods of the Brotherhood. It seems they use something called a Gateway. Go up the stairs from before you found Healer and go right. For more info refer to your map. When you enter you find someone named Gateway. Gateway will then open a portal to The Mount. Walk towards it to automatically teleport.

4.17 The Mount

 - Available Team-mates: When you start you will still have whoever you had in sewers until you reach an X-Traction point.

 - Level Bosses: Avalanche and Sabertooth

 - Hidden Items: Sketch Book, Comic Book

 - Objectives: Stop the Brotherhood

I will just keep this under the Level 9 section because the two levels are connected. Similarly to the New York rooftops thing. You start on a large grate. Go along the lava side. Go a little further to find some Acolytes, for a quick kill throw them into the lava. Go up the right path to reach an X-Traction point. Then go along the left path. If you far enough a large door will be locked on your right side. Before the bridge is a path on the side of the lava you start on. There is a very narrow path that will bring you to a comic book. Use the map near the bridge for a better idea of where the path is located. Go across the rock bridge. On the other side is a Sketch Book surrounded by computers. When you obtain it go up the path on the right. At the very top of the path use the computer to open the door. Return to the door and go through to Transport Conduct.

Head across the rock bridge to find two Brotherhood mutants, Avalanche and Sabertooth. Pretty straightforward just keep fighting them. For more info refer to the enemies section. After the fight the only way to Astroid M is gone. Return to the X-Mansion. 

4.18 X-Mansion

 - Available Team-mates: Alison

 - Level Bosses: none

 - Hidden Items: None

 - Objectives: Explore the X-Mansion

               Go to the War Room

You start in your room again. Go into anyone else’s room you want. When ready go to the ground floor. In the ground floor you can take care of any business you might have then go to the subbasement. In the lab is the Astral Portal. Talk to Beast about it. In the medical lab is Jean Grey. Emma Frost can be found in Cerebro. Talk to her about Professors well being. Wolverine is outside the Danger Room talk to him about the happenings in the world. When all done talking to everyone head into the War Room and access the computer for your next mission. You will have three missions to select from now which are Stop the riots, Defend the Morlocks, or Defeat Juggernaut. I chose to defeat Juggernaut first. 

4.19 Level 10: Defeat Juggernaut

 - Available Team-mates: Wolverine, Iceman, Rogue, Cyclops, Beast, Colussus, Emma Frost, Gambit, Jubilee, Magma, Nightcrawler,  Jean Grey, and Storm

 - Level Bosses: Juggernaut

 - Hidden Items: Danger Room disc, Comic Book

 - Objectives: Defeat Juggernaut

When you arrive on Muir Island the whole place has been destroyed. It seems Juggernaut is out to kill Forge. When you start there’s a Danger Room disc to your left. Go through the broken glass behind you when you start and go up to find a comic book. Refer to the enemies section should you require any help during this fight. Once defeated Forge thanks you for the help. Juggernaut is now in captivity for you to ask him some questions. After questioning him talk to Forge to your right. Moira is to the left side of you when facing Juggernaut so talk to her next. Head to the back corner to talk with Multipleman. After talking with everyone head through the door to the next area.

4.20 Level 11: Stop the Riots
 - Available Team-mates: Wolverine, Iceman, Rogue, Cyclops, Beast, Colussus, Emma Frost, Gambit, Jubilee, Magma, Nightcrawler, Jean Grey, and Storm

 - Level Bosses: none

 - Hidden Items: Danger Room disc, Sketch Book

 - Objectives: Save Mutants  3rd Street(3) 4th Street(4) 5th Street(5) 

                             6th Street(6)

               Sentinels  3rd Street(7) 4th Street(11) 5th Street(13)

                          6th Street(15)

When the level starts you are next to an X-Traction point so take care of anything you might have to do. Then go fight the seninels. Move forward to fight another two sentinels. Go to each yellow X on your map. If you had kept going forward you will come to the first X. Each X is a mutant in need of help. From the first X go right to the yellow X on the far right of the screen to get to an ambulance. There are a total of three mutants to save. If you go right from the ambulance another sentinel attacks. Go down the ally to the left of the X-Jet to fight another sentinel. Go down an ally to the far left to find another mutant. Refer to the map for a more precise location. Bring the mutant to the ambulance. From the ambulance go up to find another mutant. Upon finding him the last sentinel will attack. You will now move onto the Fourth Street. At the top of the screen in the middle part behind some barrels is a Danger Room disc. Go up the street on the far left.

Move down the street to find an ambulance and two sentinels will attack. On the left side of this street is a mutant so bring him over to the ambulance. Go down the street to the left and another two sentinels come to fight. Go down the ally on the right side of the street to find another mutant and a sentinel. Half way down the street two more sentinels attack and there’s a mutant on the right side of the street. When you make it close to the end of the street you spot Psylocke in need of help. With all the sentinels defeated you can talk to Psylocke. There’s a mutant on the right side of the street in a small ally. Now you will have to go to Fifth street. Go down the street until you reach the screen saying press square to go to Fifth Street.

On this street there is a new enemy. It’s a sentinel that looks like a Spider. At the top of the street you will have to fight two sentinels. On the left side of the street is both a X-Traction point and a ambulance. Go down the right street first. Down here you will fight many sentinels. Also on the right side of the street look in the first gap behind a tree to find a Sketch Book. Continue down the street to get another mutant. After returning them to the ambulance go back down the street and down the ally on the fight. Here three sentinels will attack and there will be a mutant on the right side behind some barrels. After returning him to the ambulance go down the street pass the ambulance to fight more sentinels. There will also be a mutant on the right and left side of the street. After bringing both to the ambulance continue on down the street. Once you reach a mutant on the left side another two sentinels attack. Continue down the street to fight the last sentinel. On to the Sixth Street.  

Move forward to find another two sentinels and an ambulance. Move down the right street to find another three sentinels and a mutant in need. Destroy the sentinels then bring the mutant to the ambulance. Go down the left street to find another mutant.  Move down the street pass the ambulance to find another two sentinels. At the end of the street a sentinel is attacking a kid.  Fight the sentinel to save the kid who you find out is Bishop. Then go on the right side of the street to find another mutant. Go down the ally on the right near the ambulance to find yet another sentinel and mutant. After bringing the mutant to the ambulance go back to the ally and jump the fence to fight a sentinel and find another mutant. Head out of the ally and another two sentinels will attack. On the street going past the ambulance go down the stairs to the subway to find a skill point. At the end of the street past the ambulance go to the right street to find the last mutant and the last two sentinels. With all the sentinels destroyed and all the mutants saved its time to leave for the next area.

4.21 Level 12: Defend the Morlocks

 - Available Team-mates: Wolverine, Iceman, Rogue, Cyclops, Beast, Colussus, Emma Frost, Gambit, Jubilee, Magma, Nightcrawler, Jean Grey, and Storm

 - Level Bosses: Marrow

 - Hidden Items: Sketch Book, Danger Room disc

 - Objectives: Destroy the ladders

               Destroy the teleporters

When the level starts the Healer greets you. He will tell you about the current situation of his people. When done go down the corridor. Go into the room on the right to find an X-Traction point. Then go down the corridor on the right.  Down this corridor is the first teleporter. Destroy it then continue down the path. Go through the first door on the left. In this room there are two enemies on the other side of the door. Try killing them using long distant attacks. Once they have been killed use the lever to open the door. Go through the once locked door and go across the bridge. On the other side break the ladder on the left and use the lever on the right to open the door on the right in the previous room. Go across the bridge and into the room on the left to find a lever. Use the lever to open the door to open the door on the far left. Go up the corridor and to the right to open the door to the room with a ladder in it. Destroy the ladder and exit into the corridor on the right. Go around the corner to find a teleporter. Go to the other side of the room and up the stairs on the left. Go into the corridor to first find a teleporter and then a ladder. On the left side in the room with a ladder is a sketch book. Go to the right side of the ladder and around to find another soldier and a door. In the next room you enter into a large hall. On the left side is a teleporter. Destroy the teleporter than go into the room at the end of the hall. Go through the door to reach the Grit Flowage.

In the next area you have to destroy four ladders and four teleporters. 

Head down the corridor and to the left. Go into the room at the bottom. Go to the far end of the room to find another teleporter. Then go across the bridge and down the stairs into the water. On the other side of the water on the land go to the left to find another ladder. Once it’s destroyed go to the right. On the right there’s a teleporter so destroy it and go through the door next to the teleporter. Go down the stairs into the water. Then go up the stairs to get to a p drainer. Destroy it then kill any enemies. Break the ladder on the left side of this room. Then go right. Go across the little bridge thing in between the two cages and break the boxes to reveal a Danger Room disc. Then go to the left of this path and go across the bridge. Once you get off the bridge head left to find another teleporter. Go into the next room and break the ladder. Then go along the right path. Go across the bridge to reach another room. In this room there’s a teleporter. Go to the right and get to the other side. Go to the left side and down to get into the locked room. In here break the ladder then go through the once locked door. Then go through the door at the back of the room. The door will bring you to the Sedimentary.

Another four teleporters and ladders to destroy. Head down the hall and into the room on the right. Head into the center of the room to find a ladder. Go across the bridge and go into the first room as soon as you cross the bridge to find a teleporter. Go through the door at the back of this room. In the next room I hope you brought along someone who can make a bridge or fly. Make a bridge or fly back and forth carrying team mates across. On the other side take the bridge to the left. On the other side go into the room on the left. Keep crossing over bridges till you reach the back room. In the back is a ladder so go ahead and break it. Go down the left corridor of the ladder. Go down the stairs into the water. Go to the far left and up the stairs. On the left is an

X-Traction point and on the right there is a teleporter. Go down past the teleporter to reach a ladder. Destroy it and head into the room on the left to reach the Healer. He will thank you for helping destroy the teleporters and ladders. Continue forward to reach Dechlorination Area.

Go down the corridor. Watch out for the spike trap near the end of the hall near the door. When you enter through the door you will find Marrow. It seems simple talking won't help so its time to fight. I will say how to beat Marrow in the enemies section. A brief way to defeat her is by defeating the Levithan first then attack Marrow. Repeat this pattern. After the fight Marrow will bring peace back to the Morlocks once more. 

4.22 X-Mansion

 - Available Team-mates: Alison

 - Level Bosses: none

 - Hidden Items: none

 - Objectives: Explore the X-Mansion

               Go to the War Room

You return to the Mansion to devise a plan on how to save Professor X and get to Astroid M. Leave the War Room and use the X-Traction point first.In the Medical Room you can talk to Jean about the Professor's condition. Emma Frost can be found in cerebro. You can talk to her about the Astral Plane. Psylocke can be found in the T.V room talk to her to learn more about her. When done exploring go to the War Room computer to accept your next mission. 

4.23 Level 13: Astral Plane

 - Available Team-mates: Wolverine, Iceman, Rogue, Cyclops, Beast, Colussus, Emma Frost, Gambit, Jubilee, Magma, Nightcrawler,  Jean Grey, Storm, and Psylocke

 - Level Bosses: none

 - Hidden Items: Danger Room disc, Sketch Book, Comic Book

 - Objectives: Rescue Professor Xavier

               Retrieve Xavier's Honor, Wisdom, and Justice

               Gain access to Xavier's mind

When the level begins you start on a set of stairs. Go on up them. At the top go either left or right. on the top part make your way to above the stairs to reach an X-Traction point. On the far right and left are sets of stairs. Go up either set to reach the top area. It looks like the door to Professor Xavier's mind has been locked. To unlock it you must go through three portals to collect parts of Xavier's mind. The parts are Honor, Wisdom, and Justice. Go back to where the X-Traction point was to find the three portals. Go through the far left one first to reach the Guardian Statues.

In the next room move forward and some Astral enemies will attack. When they have been defeated go through the door on the left. Continue down the stairs to the very bottom. Along the way you will fight some more Astral enemies. Continue along through the hall with statues on both sides to reach another room. In here when you move to the right several more Astral enemies will attack. Head across the small bridge and up the stairs to enter another room. Here you will have two options either to go left or right. Go left first.  In this room a few Astral enemies will attack. In the top right corner is a Danger Room disc. Grab it then go to the room on the right. In this room move towards the yellow X on your map to find a shield. One piece down two to go.  Return to the door you came through in the beginning. Along the way some more Astral enemies will attack. Once you reach the bridge with the statues on both sides Dark Blob will attack. Nothing to hard. Exactly like the original Blob.  I won't bother adding him again to the enemies section. If you have a problem refer to the Blob section in the enemies section. One side note though is that when the purple ring is around him he becomes immune to all attacks. To get rid of this ring you must destroy the statues with the large glowing sword on them. Once the shield is gone attack with full force. With him defeated continue to the door. 

Back at the main room with the X-Traction point take this time to save and take care of any other business you might have before heading into the next door. I picked the middle one for my next door. This door leads to The Chamber of Earth. 

When the area starts go down the left stairs to reach another one of those Astral enemy spawners. After defeating it head past it to find a switch. Return to where you started and go down the right side. On this side that switch you pressed moves a platform back and forth. Jump on it to get to the other side. Head through the door and go straight to get to another switch. This one will make a bridge for you team mates to cross over. On the right side of this room is a sketch book. On the left jump onto the next moving platform. In the next room press the switch in the middle of the room to make another bridge. You allies will come to help you fight off the enemies that attack. Then go through the door on the right. Continue to the last room you can go forward. Now go right. Go up the stairs into the next room to find the next piece of Charles' mind. In the top corner of the room is a Astral spawner. Grab the second piece then return to the entrance. About halfway back Dark Avalanche attacks. This battle is pretty long. With him defeated return to the door. 

One door left. Go to the X-Traction point and do what you got to do. Then go to the last door on the far right. This door leads to The Hall of Fire. In the next room go forward till you can go either left or right. Then go either left or right. On the right side in the top right corner is a Comic Book.  Go up the stairs behind the portal and into the next room. Go around the corner and into the next chamber to get the last piece of mind. Head back to the door and Pyro will attack. Again I will just put the basics to fighting him here and if you have a problem refer to the previous Pyro fight. Long distant attackers work well in this fight. When fire isn't surrounding Pyro that is the only time you can attack him. 

Return to the main area. Now the once locked will be open so go through. Go to the altar and place the objects on it and go on through. Now you will go to the Colleseum. It seems the Professor has been brainwashed. Fight the enemies he has attack you. They are like Jean Grey, Colussus and Wolverine. Once they are defeated. Shadow King teleports with Xavier away. You can return to theMansion now.

4.24 Level 14: Factory

 - Available Team-mates: Wolverine, Iceman, Rogue, Cyclops, Beast, Colussus, Emma Frost, Gambit, Jubilee, Magma, Nightcrawler,  Jean Grey, Storm, and Psylocke

 - Level Bosses: none

 - Hidden Items: Sketch Book, Danger Room disc

 - Objectives: Destroy tank defenses

               Locate Sensor

               Destroy the prdouction machinery

               Find Controller

               Disable leg placement machinery

               Shut down are machinery

               Battle Sentinels

               Fight the Bio-Sentinels

               Investigate the lower levels

               Locate Kincaid

               Liberate Gateway

               Free Morlocks

               Get Kincaid

You start out outside near an X-Traction point. Move up the road on the right. Up along the path you will have to fight a tank and a small army of GRSO enemies. Jump over the tank and continue up the road. Move in through the gate. Move a bit further for another tank and small army of GRSO enemies to attack. Jump over the tank and move around the corner for another tank to come out.  Jump over the tank and continue down the street. When you move a little bit further another tank emerges. At the end of the street move to the left in between the truck. At the end of the street move right. Go in the open box to find a Sketch Book. One of the enemies you kill has a card you will need to open a door. Look on the map to find the red arrow. Go here and open the door to reach Facility Entrance.

Move forward and use the X-Traction point. Move forward to discover the military base to actually be a factory. Head down the stairs on the right. Move to the far right and go up the stairs. Go across the wooden bridge into the room. In the room move forward and break down the wall to find a Danger Room disc. Go into the room on the left. Keep moving through rooms on the left until you come to a door on your left and one in front of you the one on the left leads to a room with a few enemies in it. Go through the one in front of you to continue on. Move across the bridge and go into the small room and down the stairs on the right when you enter. At the bottom go to the left and break the large computer. Go up the stairs on the far left corner. Keep moving to the left and go up the stairs. At the top a flamer blocks the path. Put the fire out and move forward. Go right at the end of the hall and down the stairs. At the bottom of the stairs break the large platform at the bottom of the stairs on the left. Move forward and break the second platform. Then go up the stairs and through the door on the left.

Move forward and down the stairs on the right. Destroy the large machine at the bottom of the stairs. Then go up the stairs to the right of the machine. Go down the stairs to get to the other side. Go up the stairs on the far left. Keep going through the rooms on the left. At the last room you will find a Lab tech. He will tell you about the factory. Move right from the lab tech into the next room. Jump over the large machine and go up the stairs on the far left. Keep moving through the rooms. Break through the wall and continue through the rooms. When you reach a room with a set of stairs on the left go down them and destroy the machine then go up the stairs to the right of the machine. The stairs will bring you to the other side of the machine. Go up the stairs on the right. At the top of the stairs go through the door into Leg Attachment.

Move through the door and use the X-Traction point on the right. Move across the bridge into the room. At the end of the room will be a door leading to the right. Enter and go through this room and go through the door at the top and enter the next room. Go down the stairs. Move across the room to the stairs at the top left corner. In the room at the top use the computer in the corner. Exit out the door on the other side of the room. The bridge on the other side of the room gets destroyed by a flamer so use someone who can make bridges and across over to the other side. Head through the door on the left. Keep going left until you find a set of stairs on the right lending to the ground. Go down them. Move to the far left and find a set of stairls leading up into the room with a computer in it. Use the computer to disable the last leg placement machinery. Exit the room and go up the stairs on the far right. At the top of the stairs go into the room on the left. Then go into the next room on the right. At the end of the room go through the door on the left. This will bring you to Arm Attachment.

Move forward into the next room. Move into the room on the left and exit out onto the other side. Go down the stairs move to the right side and down the stairs. Keep going down the stairs and use the computer on the left. On the right from the control panel when facing it there is a door where sentinels will keep coming out from. Use someone who can weld to lock it. Go to the right side of the room to find another door to weld and computer panel to use. On the left wall while facing the left side control panel go up the stairs on the left. Take the stairs to the very top. At the end of the platform you will reach a set of stairs on the left and right sides. The right side leads to a room. The left side leads to a room where you must knock a wall down to reach this area exit.  The next area is the Head Attachment.

Move forward down the stairs to find an X-Traction point on the left. Head to the far left. Go up the stairs. At the top of the stairs move down the stairs on the left. When you have the option to go right or continue forward go right and then go up the stairs on the far right. In the next room use the guidance system error on the floor with the red arrow above it. The door on the left of this room just leads to a bridge which leads to an empty room. Go back down the stairs. Now go down stairs. To the left of the stairs leading up. In the next room go to the far right. On the far right wall is another door where sentinels will come from so weld it shut.  Go up the stairs on the left and through the door to Storage Warehouse.

When the area starts go through the door. Go up the stairs on the left.

At the top of the stairs keep going through the rooms. Till you reach the far back staircase. Once you go down the stairs keep killing sentinels till you defeat eight of them. Once you reach the stairs at the other end go up them and into the room on the left. Use the Navigational Controller. Go through the door on the right fight the sentinels all the way down to the other end. With all the sentinels defeated a new enemy comes through the door. Half human half machine. They are called Sentinel Advanced. With the Advances destroyed head through the door they came through. Go down the stairs and then up the set on the opposite side of the room. At the top room is an elevator. Jump on it to go down to the underground.

Exit through the door into the next room. Use the X-Traction point. Go across the room and go across to the other hall and head down it. Go into the room on the left and cross over to the other side. On the other side go through the door on the left. In the next room is another one of those sentinel spiders so defeat it and continue to the right. Go up the stairs. At the top of the stairs is a hp drainer. Destroy it and go into the room it was blocking. In the next room you find where humans are being mixed with machine. Go left. Keep going left until you no longer can then go through the door at the top of the screen. This door will bring you to Bio Lab Workshop.

Go ahead through the door and go through the next door on the left. In the next room through the wall in front of you is another hp drainer go into the room via the door on the left and destroy it. Go down the hall and into the next room on the left. In here go down the stairs and to the left is another X-Traction point. Do what you got to do then head up the stairs next to it into the next room. In this room the door on the left is locked so you will have to improvise. Smash down the wall next to the door to continue on. In the next big room head to the door in the far back on the right side. In the office you learn some aggravating news about Kincaid. Exit his office to the left. In the next room fight your way across to the other side. Exit through the door to get to Bio Lab Gallery.

Run through the next two rooms. Then when you can't go forward go right into the next hall. In the right corner is an X-Traction point so make use of its availability. When ready continue to the left. At the bottom of the stairs there is another hp drainer so destroy it and continue across the room. Watch out for the sentinel spider in this room. With hi defeated continue across. At the top of the stairs and down the hall there is a lot of boxes and barrels in your way so smash them any way you see fit and then enter into the next room. Continue to the back of this room and go through the door in the back. In the next room move along the left wall then go into the room on the left. Go forward and break a hole in the wall on the left. In this room there is an hp drainer so quickly dispose of it. Then continue to the left. Go through this room and use the door at the top. Go down the stairs to fight another Sentinel spider.  Afterwards go up the stairs on the right to get to Subject Retention Center.

As soon as you go forward there’s an X-Traction point to the left. Then go down the stairs on the right, Go up the stairs on the right and through the door. It appears Gateway has been captured. You must now release him to do that you must destroy one of the towers in the corner of the energy field. Talk to Gateway. Your next objective is to free the Morlocks and bring them to the portal. There are a total of five to find. With that said go up the stairs and head to the right. Once you reach a fork in the road go left. In the next room break the same thing you did last time to save the Gateway. Bring the morlock back the portal. Go back to the left room again and get the other morlock.

Now go to the right path. At the far end on the right side you will need someone who can make bridges to get across the electrified floor to get two imprisoned morlocks. With all the Morlcoks rescued Kincaid shows himself.  He’s gradually getting away! Go into the room on the far left.  Continue along through the rooms until you reach a blocked way. Luckily Gateway comes through.

When you can move again go forward and use the X-Traction point. When ready head on through the door and down the hall. Start busting through rooms until you reach the far left. Go up through the door and across the bridge. Once you get to the lower level our good pal Kincaid shows up again. Destroy the ep drainer then destroy the Advanced generators. There are a total of three to destroy. When done go up the stairs on the right. Keep going through rooms till you reach another blocked hall. 

4.25 Level 15: Astral Plane 

 - Available Team-mates: Wolverine, Iceman, Rogue, Cyclops, Beast, Colussus, Emma Frost, Gambit, Jubilee, Magma, Nightcrawler, Jean Grey, Storm, Xavier, and Psylocke

 - Level Bosses: Shadowking

 - Hidden Items: Comic Book, Danger Room disc

 - Objectives: Rescue Professor Xavier

               Release Xavier's trapped mind

When the level starts head forward. Once you reach the top of the stairs go right to find an X-Traction point. Do what you gotta do then go left. Make your way to the top platform. At the top some Spectral enemies attack. They're level two versions of Astral enemies. Head all the way to the last room. On the left side is a comic and on the right is a doorway. Grab the comic and go into the next room. Head across the bridge and down to the other side. In the big room at the end of the bridge you can either go left or right. Go left first and grab the Danger Room. Then go right. On the right side you will have to use telekinesis on the switch. For a short cut you can just jump off the cliff overlooking the locked door. Now return all the way back to the X-Traction point and head up the next flight of stairs. Go through the once locked door. Keep moving forward to reach another X-Traction point. Use it however you wish then go through the portal to The Forbidden Halls.

Move forward up the stairs. At the top kill all the enemies to reveal a switch. The right path leads to nothing important. The left leads to also nothing of importance. So just head through the door. Keep moving through rooms until you have to go right. Again just keep going through room after room until you go down some stairs. At the bottom is one of those moving platforms. Jump on and ride it over. You will have to ride over as Jean in order to press the switch. After pressing the switch the door opens and a bridge is formed. Move into the portal to go to The Lost Passage.

Move forward and fight any enemies. Move to the left and in the next room another locked door. Go down the stairs on the right and move upwards. When you can move left. You will now be on the other side of the door. Keep going left. Another locked door. This time go to the left and around the door. Once on the other side of the door go right. Keep your path till you reach another moving platform. Ride it across and run forward to use the switch. Use the switch first so that your team mates can come to help you fight any enemies. Head through the door on the left and use the X-Traction point. When done go break the large crystal. You will now fight the Shadowking as Charles. For more help refer to enemies section. With the battle won you return to the X-Mansion one last time.

4.26 X-Mansion

 - Available Team-mates: Alison

 - Level Bosses: none

 - Hidden Items: Sketch Book, Danger Room disc

 - Objectives: Prep the X-Jet

               Explore the X-Mansion

               Meet in the War Room

When the level starts Cyclops is right next to you. Next talk to Gambit who is outside the Danger Room. In the Medical Room talk to Jean about the Professor's current condition. In the Dining Room a sketch book can be found. Go in to the X-Jet hangar to talk with Wolverine and Beast. In the far left corner in the X-Jet hangar is a Danger Room disc. When ready do the War Room computer to select the next, and final, mission.

4.27 Level 16: Asteroid M

 - Available Team-mates: Wolverine, Iceman, Rogue, Cyclops, Beast, Colussus, Emma Frost, Gambit, Jubilee, Magma, Nightcrawler,  Jean Grey, Storm, and Psylocke

 - Level Bosses: Magneto and Mastermold

 - Hidden Items: Danger Room disc

 - Obectives: Gather Info

              Find Aesteroid M control center

              Battle Magneto

              Find the Gravitron

              Defeat the Sentinels                                  

Emma manages to manipulate Toad into opening the door for you. With that done head on in. There’s an X-Traction point a little bit into the room. Use it and then go into the room on the left. Go down the stairs in the last room you can continue to go left in. Keep going right and down the stairs. Eventually you will reach a set of stairs that will bring you up to the clear walkway. Go along this path to the far right. Once you reach the end of the walkway go right and into the next set of rooms until you reach a mutant you can talk to on the right. Once you reach the next big room go down the stairs. Go to the far back and down the stairs. Go right to reach a set of stairs leading up. Keep going up till you reach a door on the far left. Keep along the path till you reach the way to the Power Station.

Talk to the mutant as soon as the level starts. Keep along the corridor and until you enter the next big room go down the stairs on the left. Turn left at the bottom of the stairs. Go down the stairs on the right. Then on the opposite side of the stairs you just came down go up the stairs. Keep going up until you reach another corridor. Continue down here. At the end of the corridor go down the stairs all the way to the bottom. Upon reaching the bottom go up the stairs again and go through the corridor. At an intersection where you can go forward or right go forward and into the room to talk with the mutant. Afterwards go right. You will meet Mystique again. She will tell you her motives for attempting to kidnap Alison and then runs off again. Go left and down the stairs. Down here you will have to find a keycard. As soon as you get of the stairs continue forward to find a Danger Room disc. Kill the red Acolyte to get a keycard. Go cross the bridge and go through the door on the left. Take the elevator to the Interior Quarters.

As soon as you get off the elevator use the X-Traction point. Have your best fighters ready. Head through the door and fight the Acoyltes. Then go down the hall to the right. Continue you down the hall. In the next big room kill all the Acolyte and then go up the stairs. Keep going down the corridors. Go through one more big room and go through the left door and go up the elevator to get to Command Center.

Get off the elevator and fight another mob of Acolytes. Then go through the door at the top of the room. In this room make a bridge across to the wall and break through. Continue to the left and go into the room to fight Magneto. Use the X-Traction point then head on in. With Magneto killed sentinels begin to attack. Go through the door at the top left. Keep going until you reach an elevator to Lounge Deck A.

Move forward and then head right. In the next room put out the fire in front of the door on the right. It will also require a keycard to open. Go in to the room on the left to find the keycard. Talk to Havok. Move to the left corner of his room to find an id card. Continue through the room and down the hall. In the next room make a bridge on the far right of the screen to the other side of the room. In the center of the room is an X-Traction point. Head into the next room and run across the bridge into the next room. Continue on through this room to the other side and go left. Using anyone who can make bridges, use them to make a bridge at the far end of the next big room and walk up it. On the upper platform make another bridge on the left side. In the next room defeat any sentinels then go into the room across from the door you had just came from. In this room watch out for the jets of fire that come out of the roof and floor. Go onto the elevator and take it up to Lounge Deck B.

Go left from the start point. Put out the fire and continue to the other side of the room. Then go through the left door. Move through the next couple of rooms until an X-Traction point comes up on your right. Move to the top of the screen and go in the room on the right to find the X-Traction point. You know the drill by now. When done go down the hall to the left. Once you reach a small room open the door in front of you and make a bridge across. In the middle of the bridge you can make two more one to the center where there’s another Danger Room disc and one down. Continue across the bridge and go into the room at the top. Follow your map to get to the red arrow. Take the elevator to the Main Power Core.

*WARNING* Once you go into the last area there is no turning back. There is an X-Traction point in there but you are unable to visit the Danger Room Healer, or Forge. You can save your game and change teams. If you want to finish some of the Danger Rooms then make a different save file for once you get into the last area.

As soon as the screen loads you fight again. Use the X-Traction point on the far left. Go to the back of the room and go up the stairs. Look for the consoles below the large generators and use them. You must do this three times.  Now start clearing out the sentinels. After a while three platforms will join the party. With the last of the sentinels defeated a new sentinel is revealed.

For more on this fight I will add it all to my Enemies section. After you have won the fight Magma does what she does. Congratulations you just beat X-Men Legends....now go do it again.

