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A Brief Introduction
This booklet is a compilation of Secret Worlds from Metroid Prime and Metroid Prime 2: Echoes.  It also gives the discoverer’s name and how to access their discovered Secret Worlds.  These guys have spent many tiring and tedious hours on tearing these two games apart and have done an outstanding job!  They ALL are to be highly commended for their achievements.  

I (Doctor Omega) have been with Samus.co.uk for a little over 8 months and have enjoyed every waking minute that I spend on IRC and the forums. The inspiration came to write this when I was sitting in front of my television playing Prime 1.  I was looking for a new Secret World and was only managing to find all the ones that had already been discovered!  So I decided to sit down and make myself a list.  Well, lets just say that I got a little carried away.  I have been seeing a lot of new people wanting to get into the spirit of Secret World hunting and some have even sent me private messages asking me what wallcrawling was and so forth. Hence, I decided to make a book that broke down all the steps of entering and exiting Secret Worlds.  The guide that will be included in this book was written by Flamancipator.  It tells you how to maneuver in a Secret World state and most importantly, what to do if you get stuck! Because believe me, the first time that you attempt a Secret World, it’ll make you want to bash your head against a wall.  Just don’t get too flustered, as it takes lots and lots of practice.  I have had my share in these Secret Worlds.  Although I had nothing to do with the ones in Metroid Prime, I am the famous creator of the “Screw Attack Secret World” in Metroid Prime 2: Echoes.  This little gem of mine hasn’t amounted to much, as the Screw Attack is acquired so late in the game.  But it has, however, managed to aid Flamancipator in skipping the cobalt translator, bringing the current achievable low percentage to an astounding 19%!  3% lower than the low percent runs in Metroid Prime!  We also applaud SkippyJr, as the idea of skipping the cobalt translator began with him.  Flamancipator just happened to be the one that made it so.  Many thanks also goes to sparky, the true unsung hero of the “skipping things” idea.  Without his hardwork, 19% would have been impossible!
There are three known types of Secret Worlds to date.  There is the “Traditional Secret World,” the “Screw Attack Secret World,” and the “Wormhole Secret World.”  The “Traditional Secret World” is the original and most certainly the hardest of the three to find.  It is the only type of Secret World found in Metroid Prime 1.  The next type is called the “Screw attack Secret World.”  This one was my creation.  It involves Screw Attacking a small place in order to make Samus exit the screw attack and into a Secret World State.  I stumbled across this one day while making close observations of the size of Samus Aran while in the Screw Attack.  It occurred to me that she might be able to fit into morph ball sized areas.  My first instinct was not the morph ball holes, but the small areas behind the metal door plating in Torvus Bog.  The morph ball hole idea came later.  And the last of the Secret Worlds is the “Wormhole Secret Worlds.”  These are not easy to enter, but it is easy to execute the move required to enter.  It all depends on where the worms throw you!  Yes you heard me right.  The worms in Agon Wastes can literally throw you out and into a Secret World state!  It just takes luck to get into one of these.  So, if you plan to try one of the listed “Wormhole Secret Worlds,” just know that it could be time consuming, as with all of other Secret Worlds.  Secret Worlds are just another way that Retro’s testers screwed up!  They add a whole new world (literally) to playing Metroid Prime 1 and 2.  Once you beat the game, there really isn’t much to do after that, unless you become a wallcrawler, like Flamancipator, Me, and so many other members of SCU.  After you master the art of wallcrawling, you can begin applying your Secret Worlds to Sequence Breaking, as Secret Worlds allow you to skip doors and rooms that aren’t yet accessible.  
I really hope that you enjoy this book!  It has all of the known Secret Worlds known to date.  I really don’t know how I plan to edit this bad boy if other Secret Worlds arise, but I’ll think of something.  Peace out fellow SCU’ers and I hope that this book is useful for all of you.  So in short…ah….what the heck!  Get out there and use this guide to find yourself a Secret World of your own!
Michael Gohlke

.:Doctor Omega:.
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METROID PRIME SECRET WORLDS
Secret World 1 Transport Tunnel C
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Secret World 2 Phendrana Canyon
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Secret World 3 Ruined Courtyard
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Secret World 4 Ice Ruins East
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Secret World 5 Omega Research
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Secret World 6 Phendrana Shorelines
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Secret World 7 Watery Hall – US version ONLY!





29
Secret World 8 Control Tower
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Secret World 9 Chozo Ruins Main Plaza
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Secret World 10 Arboretum
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Secret World 11 Training Chamber
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Secret World 12 Gully
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Secret World 13 Ventilation Shaft A – Crashed Frigate
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Secret World 14 Ventilation Shaft B – Crashed Frigate
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Secret World 15 Ventilation Shaft C – Crashed Frigate
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Secret World 16 Life Grove
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Secret World 17 Gathering Hall
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Secret World 18 Ice Ruins West
Secret World 19 Tallon Canyon
Secret World 20 Metroid Quarantine B
Secret World 21 Transport Access A
Secret World 22 Ruins Access
Secret World 23 Chozo Ice Temple
Secret World 24 Landing Site
Secret World 25 Observatory
Secret World 26 Root Cave
Secret World 27 Ventilation Shaft A – Space Frigate
Secret World 28 Ventilation Shaft B – Space Frigate
Secret World 29 Ventilation Shaft C – Space Frigate
Secret World 30 Ventilation Shaft D – Space Frigate
Secret World 31 Magmoor Work Station
Secret World 32 Sun Chamber
Secret World 33 Frost Cave
Secret World 34 Artifact Temple
Secret World 35 Waterfall Cavern
Secret World 36 Phendrana’s Edge
Secret World 37 Chapel of the Elders
Secret World 38 Ventilation Shaft F – Space Frigate
Secret World 39 Great Tree Chamber
METROID PRIME 2: ECHOES SECRET WORLDS
Secret World 1 (Main Energy Controller)

Secret World 2 (Polluted Mire SA SW)
Secret World 3 (Torvus Grove SA SW)
Secret World 4 (Poisoned Bog SA SW)
Secret World 5 (Transport A Access SA SW)
Secret World 6 (Save Station A SA SW)
Secret World 7 (Temple Access SA SW)
Secret World 8 (Dark Torvus Temple Access SA SW)
Secret World 9 (Service Access SA SW)
Secret World 10 (Shrine Access SA SW)
Secret World 11 (Sanctuary Temple SA SW)
Secret World 12 (Hive Energy Controller SA SW)
Secret World 13 (Torvus Temple SA SW)
Secret World 14 (Culling Chamber SA SW)
Secret World 15 (Hall of Combat Mastery SA SW)
Secret World 16 (Hive Chamber C SA SW)
Secret World 17 (Hall of Honored Dead SA SW)
Secret World 18 (Collapsed Tunnel SA SW)
Secret World 19 (Hive Chamber B SA SW)
Secret World 20 (Meeting Grounds SA SW)
Secret World 21 (Ventilation Area A SA SW)
Secret World 22 (Dynamo Works SA SW)
Secret World 23 (Sanctuary Energy Controller - SA SW)
Secret World 24 (Mining Plaza Wormhole SW)
Secret World 25 (Central Mining Station SA SW)
Secret World 26 (Plaza Access SA SW)
Secret World 27 (Portal Chamber SA SW)
Secret World 28 (Mining Station B Wormhole SW)
Secret World 29 (Great Bridge SA SW)
Secret World 30 (Abandoned Worksite SA SW)

Secret World 31 (Dark Arena Tunnel SA SW)
Secret World 32 (Dark Torvus Arena SA SW)
Secret World 33 (GFMC Compound SA SW)
Secret World 34 (Windchamber Tunnel SA SW)
Secret World 35 (Agon Map Station SA SW)
Secret World 36 (Judgement Drop)
Secret World 37 (Feeding Pit)
Secret World 38 (Mini Gyro Station)
Secret World 39 (Temple Assembly Site)
Secret World 40 (Hive Dynamo)
Secret World 41 (The Abandoned Base)
Secret World 42 (Sky Temple Gateway SA SW)
Secret World 43 (Phazon Grounds SA SW)
Secret World 44 (Main Reactor)
Secret World 45 (Transit Station SA SW)
Secret World 46 (Dark Transit Station SA SW)
Secret World 47 (Brooding Ground)

Secret World 48 (Temple Transport A SA SW?) NOT YET DECLARED POSSIBLE
Secret World 49 (Temple Transport B SA SW?) NOT YET DECLARED POSSIBLE
Secret World 50 (Temple Transport C SA SW?) NOT YET DECLARED POSSIBLE
Secret World 51 (Torvus Lagoon SA SW )
Secret World 52 (Putrid Alcove)

Secret World 53 (Venomous Pond SA SW)
Secret World 54 (Path of Eyes SA SW)
Secret World 55 (Main Gyro Chamber SA SW)
Secret World 56 (Hive Dynamo Works)
Secret World 57 (Portal Chamber)
Secret World 58 (Dark Forgotten Bridge SA SW)
Secret World 59 (Forgotten Bridge SA SW)
Secret World 60 (Temple Assembly Site)
Secret World 61 (Portal Site SA SW)
Secret World 62 (Portal Terminal SA SW?

FLAMANCIPATOR’S WALLCRAWLING GUIDE
Written by: Flamancipator
Welcome to Flamancipator's wallcrawling guide! This is for the beginner wallcrawler and the more advanced as I would like to introduce everyone to this art form and develop your knowledge and skill of the subject. I must warn you before reading this guide, this is a summary of my experiences in the game and discrepancies may arise between methods and runs. Please contact me if you're having trouble with any given aspect of the guide.  Wallcrawling was born with the discovery of Secret World #9, where CtrlAltDestroy, Cyberglitch, SkullmanX, and Ultimate Weapon first realized that Secret Worlds could be used for more than just a nice view; they could be utilized to move from room to room from the outside! This is where the long journey began...
WALLCRAWLING TERMINOLOGY
For the sake of saving sanity, I have included a nifty little terminology guide which I hope you find useful and will clear up several e-mails which I otherwise would have received. 

3BJ – Three bomb jump. This is a jump where you use three bombs to propel you upwards in one fell swoop.  For more information on this technique, check here: http://www.marumari.co.uk/movies/3bj.zip

Boundaries – the actual outline of a room, basically wherever your power beam smacks into is a boundary 

CAW – Crossway Access West of the Chozo Ruins 

Dash Jump – The act of using a scan point or enemy to propel yourself a very great distance.  For more information and 
ractice, check here:  http://www.samus.co.uk/mprime/sj_first.shtml
Door-Jump – The act of jumping off of a door in a secret world state in order to secretize a particular room. 

Door-Jump Dump – The act of jumping off of a door from a secret world state in order to dump a particular room. 

Door-Rolling – The act of using the morph ball and rolling off of a door from in a Secret World in an attempt to dump or secretize a particular room. 

Door Warping – The act of moving from a Secret World to landing back inside the programmed terrain. This is accomplished by standing right in front of a door in a SW and then shooting it and having the room load around you. 

Dump(ing) – The act of causing a room to disappear and unload from the game while in a Secret World. 

EC – Energy Core in the Chozo Ruins 

EHA – Elder Hall Access of the Chozo Ruins 

Floating – Using the mechanics of a Secret World to, by default, slowly push yourself upwards. 

Ghetto Jump – The act of using a wall or boundary to increase the amount of height you can get on a jump.  http://www.samus.co.uk/mprime/ghetto_jump.shtml
HOTE – Hall of the Elders of the Chozo Ruins 

IRE – Ice Ruins East of the Phendrana Drifts 

IRW – Ice Ruins West of the Phendrana Drifts 

L-lock jump – the act of using the L button to gain a few extra inches on your jumps.  http://www.samus.co.uk/mprime/l_lock_sj.shtml
NTSC – The North American version of a video game is given the “NTSC” version title. 

PAL – The European, Japanese, Australian versions are given the “PAL” version title. 

RS – Ruined Shrine in the Chozo Ruins 

RSA – Ruined Shrine Access in the Chozo Ruins 

Secret Rooms – a room which has been partially loaded. It has no visible graphics but its boundaries are defined. 

SJ – Space jump. Press B and then B in mid-air to perform the space jump. 

Skywalking – using the highest portion of a Secret World to freely traverse around a room. 

Standard – The term I use to explain the height to which Samus will fall at any given area of a Secret World. Different areas have different standards to which Samus will fall below the terrain. 

TBJ – Triple bomb jump. 

TC – Training Chamber in the Chozo Ruins 

TOL – Tower of Light in the Chozo Ruins 

Wallcrawling – The process of moving around and moving from room to room in a Secret World. 

WFA – West Furnace Access in the Chozo Ruins

WALLCRAWLING FOR DUMMIES
You'll want to begin your training in Secret World 9, the place where it all began. 
Before you begin, I hope you've perfected the "Space Jump First" sequence break. 
Begin by following the method to enter Secret World 9, but stop when you get to the highest ledge. Make a tiny jump up to the highest part of the wall. Now, look across the gap where the Missile Expansion was sitting, and space jump over the gap and fall behind that wall. Samus will fall down just below the room with a "thud". Now, walk over to where the door which leads to Ruined Shrine Access. Stand directly below it, look up, and shoot at the door with trial-and-error shots until you notice it turn grey. 

Once it's turned grey, lock your view in any direction and go nuts below the door, strafing right and left and forward and backwards, and all this time, rapidly press B. You will hear what sounds like a "swishing" noise which is Samus trying to jump. Every so often, you will be able to space jump upwards. When this occurs, push Samus head right into the door and as you fall, pull the control stick in the direction of where RSA would be. You should hear the door open and voila, RSA will appear right above your head! If not, don't fret, this is a common occurance. Just keep doing it over and over and you'll eventually get RSA to appear. 

Suddenly, you realize you've just taught yourself some wallcrawling basics! First was using the terrain of the level to get yourself around the room. By jumping the top of the wall to the top of another wall, you minimize your risk of getting "stuck" outside the room. This is very important; you can never expect to just leap right into the Secret World and expect to get somewhere. You must make the right steps. 

Next, you used the standards of the room to reach where you needed to go. In this case, the door to RSA is very close to the standard of Main Plaza. In different rooms, you will find that many doors are way above the standard or that some areas of the room cause you to fall much further down than in other places. This is important to recognise; be careful where you walk or you'll find yourself far below where you need to be. 

From there, we see how trial-and-error and consistency are integral to wallcrawling. Nothing will ever happen 100% of the time. All Secret Worlds are unpredictable and our job as wallcrawlers is to find what works most of the time. By hopping repeatedly underneath the RSA door, you will see that there is no solution set in stone. Jumping in a SW is always like this. You'll never be able to jump 100% of the time in any given spot, so be patient and just keep on trying. 

Next is the all-important step of contacting and loading rooms. In order for Ruined Shrine Access to open, we must push into the door and try to convince the game that we're entering RSA. You must learn to do this well, or else you're never going to get far from any given SW. Essentially, all that is required is that you get close to the door leading to the next room, turn it grey, and jump or fall or do whatever is necessary and get as close as possible to the door and/or the room you're trying to load. In this case, jumping up to the door and pulling in the direction of RSA is usually sufficient to load it. 

Now let's try something different. Get up into SW 9 and on top of the highest wall again. Then, look across the same gap but instead of falling behind the wall, land on top of the wall. Now, carefully walk along the wall and lock your view down. Jump down as carefully as possible and position yourself for a landing right on top of the tube leading to the RSA door. Once here, you will notice one of two things. You will either see your arm cannon and be able to freely move and jump about, or you will not seem your arm cannon and not be able to move (and rarely, a mix of the two where you can't move but still see the arm cannon). This is always the state of a Secret World; you can either move or you can't. In cases such as this, you must rely on morphing into a ball and laying bombs in order to displace yourself from your current position to a more standable ledge. Sometimes, you can get completely stuck and not be able to move as a ball or unmorphed, and in cases such as this, you must reset your game. Otherwise, a key to wallcrawling will be to find where you can and where you can't stand. Finding places to stand will exponentially reduce some frustrations you may encounter. 

Once you're un-stuck, slowly walk your way over to the RSA door and from above it, shoot it grey. Carefully jump right on top of the door and wait a few moments. Then, lock your view down and strafe or jump off the door to the direction of where RSA should be. Hopefully, it should appear under your feet this time. If not, don't fret, just keep on doing it. It will eventually work. 

This is another common method of loading rooms. Sometimes you want to be above the door, and sometimes you want to be below. What you must consider is the next room: How high is its standard? Do I need to be on top of the room to reach where I need to be? Consider everything before you absent-mindedly load the next room and fall way down (like in SW 12). 

And there you have it! Your wallcrawling basics. Take a minute to reflect on what you learned: 

1. Getting into Secret Worlds
2. Using boundaries and scenery to traverse a Secret World
3. The importance of trial-and-error and consistency in wallcrawling
4. Loading rooms from above and below the door
5. Using the standard of a room to get where you need to be
6. Bomb jumping out of a "sticky" situation. 

If you haven't yet loaded Ruined Shrine Access from Secret World 9, I suggest you continue practicing before reading on. Learn the basics, then you can become a professional!
WALLCRAWLING INTERMEDIATE STRATEGIES

Here are some of the techniques and ideas I will discuss in the intermediate section. 

Again, please don't attempt anything too difficult before you've learned the basics. If you haven't loaded RSA from SW 9, then don't continue!!! 

.:Secret Rooms:. 
We wallcrawlers have come to affectionately call certain rooms "secret rooms". These rooms are classified as having no visual graphics loaded, but you can still determine their boundaries by shooting at them. A secret room is essential to wallcrawling as you can't load a room unless it becomes secretized first. Basically, the game loads the room's boundaries and then fills the graphics into those boundaries. Get familiar with them because we toss the term "secretizing" and "secretized" a lot! 

.:Loading Secret Rooms:. 
Now that you know what a secret room is, you're going to want to load it. From on top of a door, get right between the room you currently have loaded (make sure it's the only room loaded) and the room you want to enter next. As long as nothing is in your way, l-lock your view and strafe and/or jump directly into the room you want to load. If all goes well, it will simply appear with no need to shoot the door. Practise this technique a lot. There are many places where jumping and/or strafing into the next room is impossible, so this technique will not work in all places. Thankfully, for most places you travel, this easy technique will work. 

.:Door-Jump Dump:. 
This is a trick commonly used to dump an old room during a wallcrawling endeavor. Position yourself between two loaded rooms, and strafe back and forth between them until your map changes. Whichever room your map says you're "in" will be the one that sticks around and won't dump after the door jump dump. So get the room you want on your map, and then lock your view downward. Make a careful space jump out from the door and allow yourself to fall just beside the door, then quickly space jump back onto the door. If you fall far enough, the previous room will dump and the room you're "in" will stick around. There are several rooms which have sticky and catchy walls or objects above your head which will prevent you from easily doing this technique, so practise it a lot and be aware to the fact that it won't always be easy! 

.:Floating:. 
Floating is the ever-aggravating process in which you use Secret Worlds to slowly push yourself upwards. When you're in a Secret World, you may notice that you'll slowly move upwards as long as you're standing still. Why? I have no idea. I believe it has something to do with the "defense mechanism" of the game. If you ever boost too fast into a wall or something, the game will push you out so you don't get permanently stuck. 

Either way, you can use this to your advantage. Stand perfectly still and you can float up to any height of a room. Beware, though, if you try too move too much after floating upwards, you'll eventually start to fall back down to the room's standard unless you catch yourself on something solid. So when you want to move to a certain area and you're floating up to it, give yourself some extra height above the spot where you're aiming so you can allow for falling distance. Be careful when you want to float, as you can't float up underneath a room or even off to the side slightly, there is a designated "perimeter" around each room where you can begin to float. Just use the terrain of the level to discern whether you're floating upwards or whether you're quickly bobbing up and down (an indication that you can't float in that area). 

.:Skywalking:. 
You may have noticed that if you float up too high above any given room, you'll end up where no matter where you walk, you'll never fall down. Did you get lucky? No, you're skywalking! Every room has a given "ceiling" where whenever you're above it in a secret world state, you can walk around freely without fear of falling. This can be used for many things, most obviously to allow yourself to freely traverse a room and then drop down wherever you need to be. 

From a skywalk, the only way to get back down is to morph into a ball. Be careful, you'll fall pretty darn faster after just a second or so, and once you get back down to the level of the room, you will no longer be able to just coast along in a skywalk. So whenever you need to get from one end of a room to another and you just can't seem to manually climb there, float all the way up above the entirety of the room and skywalk and drop over to where you need to be. 

.:Walking on Ceilings:. 
Once you have learnt to float up above a room and reach skywalking height, the next step in wallcrawling effectively, is to learn how to use the ceilings of rooms to your advantage. Ideally (i.e. whenever possible) you'll want to be above the room when moving in a SW state. This prevents the need for floating, which is a laborious task at best. 

This is where making use of a room's ceiling is useful. After a Door Dump is performed, and depending on the height of the room you're in now, it should be possible to either Bomb Jump up the wall or in the case of most rooms, you can simply SJ onto the roof. Once on a roof however, you'll find that you might get "stuck" sometimes. If you find yourself becoming stuck, a series of L-Lock based SJ's should get you back onto a part of the roof that'll allow Samus to move freely. This type of area will mainly be signified by a "clunk" noise and Samus raising her gun as per normal. 

Unlike the dangers present in climbing the sides of walls, going along the roof is relatively safe AND it's pretty fast when mastered. For example, in Ice Before Flaahgra, it's possible to get to Energy Core from SW17 in less than 60 seconds by jumping across the ceilings. 

The fastest way across the roof of a room is when you "Bunny Hop" when jumping. That means moving ever so slightly left then right in an alternate pattern with single jumps. This seems to prevent any ceiling sticking problems (or at least most of them). Once mastered, this technique becomes invaluable for moving between SW rooms swiftly. 

Once you've practised all of your intermediate techniques and hopefully mastered them, feel free to move onto some of the wallcrawling endeavors and the advanced techniques section!
WALLCRAWLING PRO STRATEGIES

Here are a few techniques and ideas which you may require in some of the more advanced campaigns which lie ahead: 

.:Morph Ball Tunnel Mechanics:. 
If you ever hope of succeeding in getting Morph Ball Bombs before Morph Ball or getting into the Training Chamber before Flaaghra or getting the Ice Beam before Flaaghra, you'll need to take a crash course in Morph Ball Tunnel Mechanics. 

What we've learned about MB tunnels is that you have to try and convince the game that you're moving from room to room by either walking across the morph ball door from above or by contacting and interacting with something in the next room. For example, if you were in Piston Tunnel in a Secret World state and you wanted to dump Main Plaza and load Training Chamber, you would have to make contact with one of the pistons and push yourself into the room to convince the game that you're rolling towards TC. Of course, if you were to hit a piston which is nearer to Main Plaza, the game would not dump MP because you're very close to it. Instead, if you run into a piston which is closer to TC, the game will believe that you're headed towards TC and away from MP, thus dumping MP and secretizing TC. Confusing? It won't be in time. 

Morph Ball doors are not susceptible to door jumps. There is no way to dump a previous room by jumping off of the morph ball tunnel. Instead what you must do is walk back and forth over a morph ball tunnel and do a bit of "map manipulating". In order to dump a room, the came can't think that you're in it, so by walking over the morph ball tunnel you can convince the game that you're moving from room to room. Once you've done this, continue on to the next room and run into it or shoot the enemies inside it and overall interact with it, but be sure to do this far away from the morph ball tunnel that would connect it to the previous room. By doing this, you should be able to dump the previous room and prepare the next room to be loaded. 

An example of this would be the morph ball tunnel connecting CAW to Furnace. When you have CAW and Furnace both loaded, you need to walk over the morph ball tunnel repeatedly until the game thinks you're in CAW. Once that happens, walk all the way across the morph ball tube until you get to the open room of CAW and jump on top of the room. Furnace will dump because the game will now believe that you're headed towards Crossway. 

The last technique involving morph ball tunnels is activating the doors to load the next room. Usually, just coming very close to a morph ball door, such as walking over it or floating past it, will cause it to open. Other times, such as in Energy Core, you have to try and interact with the part of the room which is close to the tunnel to convince the game you're headed in that direction. Or, in the case of Piston Tunnel, you have to actually get into the room and then exit it and get into a secret world state before moving too far away. Activating a morph ball door isn't the hardest thing ever, basically convincing the room that you're getting close to it will begin to activate it and load the next room. 

.:Crashed Frigate Doors:. 
There are three different types of doors in Metroid Prime: the normal doors, morph ball doors, and the Frigate doors. Now I'd like to cover the subtle differences in the Crashed Frigate doors from a Secret World state. 

When you enter SW13-15 and head on over to one of the doors, you may notice that their collision detection runs far into the SW. Basically, they're much bigger and harder to deal with than normal doors. They make door jumping much more difficult and don't seem to co-operate very much. Thankfully, they are not integral to any wallcrawling endeavors and I will update this section once I find a real reason for having to deal with them... something which I'd rather not do. 

They seem to have a habit of loading the next room while you're not even near the door and even instantly closing and dumping and doing all sorts of crazy things. Once I'm confident I've solved them, I'll be sure to come back with the results. 

.:Door Dropping:. 
A technique which may become necessary for some doors is the Door Drop. Sometimes, there will be obstructions or a ceiling above a door which will prevent you from doing a door jump. So in its stead is the "door drop." Instead of jumping, simply shoot the door, wait a second or so, then slowly walk off the door. The door will then turn blue again and the next room will secretize. Preferrably, since you're willingly falling into the secret world, you should strafe in the direction of the room which won't allow you to fall a great deal. An example would be door dropping off of the door between WFA and Furnace, when you fall off the door, move the control stick in the direction of WFA to prevent yourself from falling as far as you would in the Furnace. 

This technique can also be used to dump the room which your map says you're not in. Simply move back and forth over the door until the map says you're in the favourable room, then door drop and the previous room will dump. 

You may be using this technique more than you can imagine, and the toughest part is falling the least distance possible, so practise up! 

.:Falling Into Secret/Open-Roofed Rooms:. 
Door warping is not only possible in non-secret rooms, but if you come up to a room that is secretized and it has an open roof, then you're in luck! You can fall into those rooms! 

When you come across a room with its boundaries loaded, you may often be able to easily drop back onto ground level using open ceilings. All that's required is that you (preferrably) skywalk over to where you need to be and turn into morph ball mode and drop right on top of where you need to be. You may never use this but using this idea, you can determine which rooms have no invisible ceiling that would prevent you from getting in or out. An example of this is Main Plaza, you can skywalk up from SW9 and drop down in morph ball form over to wherever you need to be. But, in some parts of the room, there is an invisible ceiling that keeps you from going up and down. Learn these areas and use them for all they're worth. 

More importantly is the idea of falling into a secret room. There is no specific purpose for this but it is an important technique to add to your arsenal. You must learn the outline of the room and scale your way up the walls and over to an open part of the ceiling where you can fall in. Once you fall into the secret room, you can interact with the room and collect items inside it... from its secretized state. An example of this would be climbing up Phendrana Shorelines in its secret state and it's possible to collect its missile expansions. It may have no real purpose, but some day this technique may be necessary to a wallcrawling endeavor. 

.:Door Warping:. 
Apart from dropping in from above on rooms, one of the easiest and best ways to make it back into the game proper is to force the game to load itself around you. It's pretty freaky to watch when you first manage it, but it's very cool at the same time. 

As long as you haven't secretized the next room, skywalk over and slightly past the door you wish to warp into and the turn to face it. Now, morph and be VERY careful to judge how far you're about to fall. You speed up drastically after a second or two. 

Unmorph when you're pretty much level with the door. Walk reasonably close to the door (but don't stand right behind it) and fire at the door. It'll go grey, the GC will whirr away and in a second ro two you'll be back in the game! Now, go back into the pervious room for a second and then back into the new room to get teh map working correctly.

.:Avoiding Crashes:. 
Throughout your wallcrawling career, you may come across certain areas of the game which seems to be more prone to crashing than another. Basically, if you do something wrong and the game can't keep up with you, your screen will go black and shortly be followed by a horrible buzzing noise. 

The two problematic areas seem to be Watery Hall/Watery Hall Access and Landing Site. 

When you're 'crawling around SW 12 and make your way to the door to Landing Site, you must be aware of something. If you secretize Landing Site but do not load its graphics, take cautious steps, because if you shoot at a secretized Landing Site, your game will lock up... almsot 100% of the time. Why? I have no idea! It's the game's self-defense mechanism. It doesn't like what you're doing, so it stops you in your tracks. 

Also, when crawling away from SW 17, if you go to Watery Hall Access and secretize Watery Hall, you must also be careful of where you shoot. If your shots find their way towards towards WHA and WH's graphics aren't on the screen, you can expect a crash a decent amount of the time. 

I've yet to discover other areas like these, but I'm sure they're out there waiting to show their ugly faces. There's no need to be careful when wallcrawling around, just be careful if you start to do things that seem too ludicrous. The best advice I can give is to take your time when rooms are secretizing; if you try shooting them and loading them while they're not even in the game's system, you're asking for trouble. For example, as you're secretizing Crossway in the IBBF adventure, be sure to wait a few seconds to allow the Gamecube to finish what it's doing. If you start shooting towards Furnace or Crossway too quickly, you're asking for a crash. 

.:Bomb Jump Scaling:. 
Bomb jump scaling is a technique which is not necessary, thanks to floating, but is definitely helpful if you want to get around more quickly. Bomb jump scaling is just using the walls of a room to bomb your way up the walls and back to a comfortable height. This works best on a flat wall with no obstructions to block your path upwards. Simply jump into the wall of where you want to begin your bomb jump scale, and then morph into a ball. If you start to fall, try again, you have to get good and stuck to begin your trip upwards. 

Once you're in that comfortable position, proceed to bomb jump your way up the walls while holding the control stick in the direction of the wall. You will notice that if you don't hold into the wall and don't bomb jump for several seconds, you will begin to fall. This is essential to get you out of an obstruction that prevents you from going further upwards. You can also combine bomb jump scaling with unmorphing for a bit of extra "cheating height" that you get from unmorphing. If you get to a point where you can't bomb jump upwards, try unmorphing and pushing forwards. Sometimes, you'll be able to overcome the obstacle and continue upwards. 

For the moment there are no places where you need the bomb jump scale. I would say that the Sun Tower is the perfect place to practise it, but don't get too excited, there's a ring around the top of the tower which you can't get past. However, you may be using this technique when you get to Crossway in the IBBF adventure as it cuts out twenty minutes of floating by bomb jump scaling yourself to the top of the room. 

.:Rapid Infinite Bomb Jumping:. 
In case you think bomb jump scaling is too slow, you may want to try the quicker version of it. When you're pressed into a wall and bombing yourself upwards, you need to hold the control stick into the wall in order to prevent yourself from falling. But, if you momentarily allow the control stick to go neutral just as the bomb explodes, you will detach from the wall and spring upwards the height of a normal bomb jump. 

Then, at the height of the jump, be sure to push back onto the wall or you'll be heading for a long trip straight down. You may find yourself using this technique in the Crossway to bomb jump scale up the wall. Instead of taking a minute and thrity bomb jumps, do the 'rapid' bomb jump scale and get up in half the time. However, I wouldn't recommend trying this technique until you're confident with the bomb jump scale.

WALLCRAWLING ADVENTURES
Wallcrawling Adventures

And now that you've made it all this way, you can begin targetting certain objectives which are the basis for all of wallcrawling. You can do many amazing things with your new-found skills, and here's a little list of what you can hope to do: 

.:Morph Ball before Missiles (Beginner):. 

Prerequisites: Space Jump 
In order to pull off this classic secret world sequence break, make your way over to Main Plaza. Once there, you have to get to the ledge of the highest missile expansion without Grappling Beam. To do this, walk over to the wide flat ledge above the door to RSA. From here, lock your view downwards and face in the direction of the ledge. Don't contact the wall, but move just away from it. Run out and at the last second, jump and release the L-lock momentarily after jumping, then do another L-lock jump and turn and strafe onto the ledge. Don't be frustrated if you don't make it, just be sure that you're jumping at the last possible second and turning into the ledge so that Samus' feet will catch. 

Once inside, walk over to the door to Ruined Shrine Access and load RSA from below and dump MP. Quickly make your way over to RS and do the same, from below, load RS and dump RSA. If you're having trouble doing it from below, get on top of the door and do the door jump dumps to make your way to RS. Now that you've done that, all that's left is to float up a little bit and space jump and push your head into the floor right around the middle of the large flat area where you fight the beetles. Eventually, you'll activate the cutscene and be respawned in the room. Simply space jump your way over the barrier and collect your prize! 

And, once you want to get out of Ruined Shrine, you must collect the missile expansion above the halfpipe or else you'll be stuck in a little two-room tomb. 

.:Training Chamber before Flaaghra (Expert):. 

Prerequisites: Space Jump, Morph Ball, Morph Ball Bombs 
This adventure was at the peak of its popularity just several weeks ago when CtrlAltDestroy was first to make it into the Training Chamber before he acquired Wave Beam. Using a route from SW 9, it is possible to get into Training Chamber and fall into the room. 

First, get onto the red plant at the base of SW 9. From there, you want to perform an L-lock jump over to the platform where you can roll into Piston Tunnel. Do so, and once your map says you're inside Piston Tunnel, roll straight back out. On that platform is another standable red plant. Jump carefully onto it and then from there, jump back to the platform that has/had the missile expansion. Then, jump from the plant up the walls to the highest ledge on the wall. 

Once up on the highest point, turn to the left 90 degrees and you'll see a brown rod with a chozo head on the end sticking out of the wall. Space jump directly onto that ledge. From where you're standing on the chozo head, there will be short invisible barriers on either side. On your right, though, is where you want to stand next. Simply perform a double jump, jumping straight up on your first jump and pushing up/right on your second jump. You should land on a small standable portion where Piston Tunnel will be completely visible. All you need to do is jump to the morph ball tunnel that connects MP to PT. Lock your view down and make a careful space jump to it. Once there, walk back and forth across the morph ball door and eventually, the map will change and the game will say that you're "in" PT. 

Now what you have to do is use what you learned about Morph Ball Tunnel mechanics and dump MP. So, what you have to do is hop directly below PT and float on up so that you come from below. What you're aiming for is a spot between the second and third last pistons in the tunnel. Between the second and third last pistons is a spot where if you climb up and make enough contact with the room, Main Plaza will dump. 

So, hop a little bit to the right from the morph ball tunnel and go as far forward as possible then pull left and try to catch yourself as high as possible without falling too far. You should get caught in a high standard of PT. From there, walk over to a comfy spot between those second and third last pistons and float up until you can space jump. Once you've floated as high as you can and you're able to space jump, make your jump and push up into the second last piston. Hopefully, you'll catch a little bit. Once you catch on the wall there, morph and bomb jump your way up until you can't get any higher. Once you've done that, allow yourself to fall back down, and you should have noticed the background go black and MP should dump! If not, keep on trying in that area, the trigger to secretize TC and dump MP is in that area. 

Once you've done that, there's no easy way to climb up to the morph ball tunnel leading to TC, so your best bet is to jump off a bit, catch the highest standard, and float up over top of the MB tunnel and then walk straight onto it and wait for TC to open up. It should do this as you float up past it. 

Once TC is open, you don't need to worry about dumping PT since these are the two rooms that you'll be dealing with. Hop right off the level and then wait for a long float up to the top of TC where you can fall through the open-roofed room. 

Once you're standing in TC, congrats, you've made it as far possible. Try out lots of things, see if you can be the first to gather that Energy Tank! 

.:Gunship from SW12 (Intermediate):. 

Prerequisites- Space Jump, Morph Ball 
This is just a neat little adventure that has taught us how things in a secretized room are able to be interacted with. First off, hop up onto the highest invisible ledge in Gully. From there, look straight out and perform a double L-lock jump and don't push forward too much, you want to land just over the invisible barrier. Once you've done that, go to your right so that you're standing on the rock portion of the wall. Turn back towards Landing Site and make a jump and you should start skywalking. 

Walk your way over to above the door between LS and Gully, and slowly morph and unmorph your way down so that you're positioned slightly in front of the door. Shoot it, then wait for LS to load around you. Once that's done, walk away from the door and you'll notice that you're still standing in LS but the graphics will dump. Neat, huh? Now you have to use your power beam to figure out where you are and jump onto the Gunship. Once you do that, the cutscene will activate where Samus descends into her ship and you'll see different parts of the room spawn at different times. Even neater, huh??  


.:Tower of Light from Secret World 9 (Intermediate):. 

Prerequisites: Space Jump, Wave Beam 
This is a good one to practise because it combines most of the intermediate techniques. I used this adventure as a basis for everything I've learned about Door Jumping, Skywalking, and learning about Secret Rooms. 

First off, get up to the highest ledge in MP and jump across the missile expansion ledge to make it to that height of the wall. From there, lock your view down and carefully space jump down onto the RSA door. Get on top of the door and strafe into it, loading it, and then door jump dump MP. Once RSA is the only room open, it's easiest to just space jump forward and up so that you get caught in the ceiling and skywalk over to the RS door. 

There, do the same, strafe into RS so it loads for you, then door jump dump RSA. From on top of the door, jump forward and you'll see what looks like a couple of wires running up the slant. Jump onto those and find yourself a comfortable standable spot. Then, turn to your right and now you're aiming for a small standable platform. From the top of the halfpipe, on the ledge where you roll into the morph ball tunnel, there is a small portion that sticks out into the Secret World that you can stand on. Jump from where you are to that ledge. 

Then from there, you can easily jump up and land on top of the morph ball tunnel, and from there, just go straight up and skywalk the rest of the way to the door to TOLA. Once you get there, you'll have to drop a small distance from your skywalk and land on top of the door. Again, simply strafe into TOLA, load it, then do the door jump dump for RS. Be careful though, you may accidentally skywalk if you jump too high. So when door jump dumping, try and stick close to RS so that you won't get caught in any ceiling. 

Now one thing you may notice is that TOL will not be secretized. This is usually common with larger rooms and that something about them causes them to avoid being easily secretized. So what you have to do is make your merry way over to the TOL door. Once there, shoot it with your Wave Beam and then door jump it. This will secretize TOL. Then, simply strafe into it (be patient, this room seems to hate being loaded) and then door jump dump TOLA. 

Congrats! Now try and see if you can do the impossible and collect the Wavebuster without using a missile. Don't worry, it's impossible. But it never hurts to float for an hour all the way up Tower of Light!
.:Skipping Great Tree Hall Bars Without Bomb Jumps (Expert):. 

Prerequisites: Power Bombs, Ice Beam, SJ, Morph Ball Bombs 
This is a little trick for everyone out there who hasn't managed to DBJ over the GTH bars, but happens to be a genuine wallcrawling fanatic. 

First off, hop up into SW16 and make your way over to the tube connecting LG to LGA. From beneath, once you float up for a few seconds, you'll be able to space jump up. Do this and there will be some standable platform below the tube. It's not that small so it's hard to miss. From this platform, you can jump up and push into the morph ball tube. Doing this will open up LGA. Once you've done this, sadly, you'll have to hop off the terrain and wait for a twenty minute float up LGA. I haven't been able to find a good set of platforms to get up with, so feel free to experiment and find some. 

Once you're up above LGA with both it and LG loaded, jump onto the tube that is the beginning of the morph ball tunnel on the end that's closest to GTH. You should be able to easily stand here. Once there, make as long of an L-lock jump as possible and then when you land, morph into a ball. The trigger for dumping LG seems to be on the rectangular portion of solid ground above the half-pipe portion in LGA. Bomb jump yourself up the walls just like with Piston Tunnel, and when you unmorph at the top, LG should dump. If not, be patient, just try bombing yourself up using the walls using the bomb jump scale and eventually, LG will get the clue to dump. 

Then, turn back around and head towards the GTH door. If it's secretized, just strafe into it, load it, and door jump dump LGA. If it's not secretized, just add a door jump to the mix before loading it. Now with just GTH open, you have two options: You can try and slowly descent your way down to the door leading to the Phazon Mines Transport, or you can just fall all the way to the bottom and then float right back up to the door. I haven't found a consistent way of saving myself from falling and then floating, but feel free to try and find a series of platforms that will cut out some floating time for you. 

Either way, you want to position yourself just above the door leading to the room with blue phazon across the ground. If this room is secretized, then you have to load it, dump GTH, then continue on to the elevator room. If it is not secretized, then you can simply and slowly drop in morph ball form until you're in front of the door, shoot it, and voila, you've used SW16 to get past the bars. 

If you had to go all the way to the elevator room, just do the same. Be careful that you don't door jump and secretize the elevator room or you'll ruin the whole run. You want to door warp into the elevator room. Drop in a morph ball, shoot the door, and land back on solid ground, past the bars. 

.:Alternate Route Around Vent Shaft W/O Boost Ball (Intermediate):. 

Prerequisites: Space Jump, Ice Beam 
This is a little gem for any low percent runner who's trying to skip the Boost Ball but still has difficulty in Ventilation Shaft. Thankfully, this is a rather easy wallcrawling endeavor that just takes a lot of floating patience and a bit of knowledge of door-warping. 

The first portion is just simply getting into Secret World 5 and then walking your way over to where the door to Ventilation Shaft would be... if it weren't a few hundred feet above you. Now simply wait for the long float upwards. Once you've floated past it, don't door warp yet, but get on top, door jump VS so it secretizes, then load it and door jump dump Omega Research. Jump up on top of the room and you can use bomb jumps to scale the walls and make it above the room to save you some floating time. 

Make your way over to the door on the other side of the half pipe, and from there, you can easily door warp back in! Drop down in front of the door, shoot it, and allow it to load around you. Voila! Walk back into VS to correct the little map defect then continue in the opposite direction. 

.:Ice Beam Before Flaaghra (Expert):. 

Prerequisites: Space Jump, Morph Ball Bombs 
This is the holy grail of Secret Worlds and Wallcrawling. Using your newfound wallcrawling skills, you will be able to make it past the purple Crossway door and door warp into Hall of the Elders to pick up the Ice Beam before acquiring the Varia suit. 

You'll want to brush up on every possible technique, including your bomb jumps, so that you can successfully make this long and sometimes frustrating journey. 

A technique which is unique to this run is the idea of abusing the "one-colour sidedness" of the Crossway door. Without door jumping, you will find that Crossway Access West contains information that tells it when it should secretize Crossway and prepare it to be loaded. Thankfully, you can get to this spot from a Secret World state, allowing Crossway to be secretized so that we can dump CAW by shooting the blue half of the door. For the moment this is the only endeavor that needs to utilize this technique, but in the future once we begin wallcrawling away from different areas without certain beams, I can guarantee you'll come across this again.
Go here if you would like to have more information about it: http://www.samus.co.uk/mprime/ice_before_flaahgra.shtml

.:Artifact of Wild Before Flaaghra (Intermediate):. 

Prerequisites: Space Jump 
This is an interesting idea which has been accomplished lately. Because of the nature of the game's programming, this little trick causes you to be unable to ever fight Flaaghra. Coming from behind up Sun Tower, Flaaghra's flower will not be there, and if you kill the ghosts and collect the Artifact of Wild, his flower will never be there. So essentially, you're committing yourself to a varia-less Magmoor run if you're going to do this one. 

To do this, you will start in Secret World 9. Get up to the highest ledge, jump to the Chozo head brown rod on your left, and space jump up and right to land on the highest ledge of that wall, just like the technique you used to get to Piston Tunnel. From there, turn to the left slightly and you'll see the trees branches extending upwards in front of you. Make a long space jump towards that branch and you'll get caught by an invisible portion of the tree. Once you land, strafe to the left and try to use power beam shots to find the highest portion of the invisible ledge. Jump from the highest spot on the invisible ledge forward and try to get as high as possible. If you make it high enough and far enough forward, you'll get caught in the ceiling. Skywalk over to the door to Eyon Tunnel. On the way, feel free to fly with the birds and shoot them if your little black heart desires! 

Try and position yourself, from above, over the door. Then once you feel confident in your location, slowly drop down by morphing and unmorphing. Eventually, you'll fall all the way and hopefully land on the door. Load Eyon Tunnel and door jump dump MP. 

Eyon Tunnel should be pretty easy to jump over and get to the next door, Ruined Nursery Access. Load RNA and dump Eyon Tunnel. Again, hop over RNA and skywalk or bomb jump your way across to the Ruined Nursery door. Load, RN, dump RNA. Once you're in RN, you can try to bomb jump scale your way upwards, bit I often find it unsuccessful, and it's much less frustrating to just float up over the room to get on top of the next door. 

Once you've door jump dumped RN, continue across the next room and load Hive Totem, dumping the previous room. In Hive Totem, be sure to not activate cutscene to face Hive Mecha. So just wallcrawl around the roof so that you avoid being near the center of the room and when you start getting nearer to the door, jump high above Hive Mecha from above and make your way to the next room, loading it and dumping Hive Totem. 

Once you're in this room with the pistons, it is easiest to just jump off and float up to the door leading to the Elevator to Magmoor. Float up a bit above it, then fall onto the door, dump the room, and load the elevator room. You can bomb jump you way over the room to the door leading to Sun Tower so you don't have to jump off the terrain at this point. Once you've got Sun Tower open and the elevator room dumped, however, you'll have to jump off the terrain. At the moment, we've found no way to bomb jump your way up Sun Tower. You'll have to make a forty minute float to the top. 

Once you are at the top, however, get onto the door just like normal and open up the next room. Jump up and skywalk across and eventually you'll be at the door leading into Sunchamber, and here is the location you want to door warp. Drop in front of the door, warp in, then go back into the previous room to fix the map defect, then walk back into Sunchamber. You should activate the ghost fight. After you win, simply walk to the middle of the flower and space jump to your prize!

WALLCRAWLING: THE FUTURE OF SECRET WORLDS AND WALLCRAWLING


.:Ruined Courtyard Without Wave Beam:. 
This is a journey currently in the works that utilizes Secret World 18 and the fact that the doors leading to Ruined Courtyard are only purple on one side of the door. Using what we've learned, it will be possible to head to RC without collecting Wave Beam. Unfortunately, the first part of the run is difficult. When you get into Secret World 18 and make your way over to the Courtyard Access door, there's an invisible ledge keeping you from standing on the door and being able to load the next room and dump Ice Ruins West. In the future, we will be finding a solution for this and making a new sequence break to collect the Energy Tank in Ruined Courtyard. 

.:Morph Ball Bombs Before Morph Ball:. 
In the past, there have been several unsuccessul voyages to collect the Morph Ball Bombs while lacking the Morph Ball upgrade. Every time we have been stumped by the nature of Burn Dome Access. There seems to be no trigger or method available to dump Energy Core and convince the game that we're headed towards Burn Dome. None of the typical Morph Ball Tunnel mechanics seem to apply to this room and it is very frustrating. Hopefully, with a bit more wallcrawling experience under our belts, we'll find a method to dump Energy Core which will allow us to enter Burn Dome and activate the cutscene to fight Incinerator Drone, without the Morph Ball. What will happen if we acquire bombs before ball? Nobody knows for sure, but it's our hope that it will eliminate the need to pick up the Morph Ball upgrade. 

.:Power Bombs Before Ice Beam:. 
With the unveiling of Ice Beam before Flaaghra, we've come to learn that as long as there's blue on one side of the door, it can be opened with just power beam. Now, it's become a dream of mine to be able to wallcrawl past doors which have colour on both sides, such as being able to get all the way to Central Dynamo in a Secret World state and pick up the Power Bombs without Ice Beam. If this were possible, many new possibilities for sequence breaking could open up, such as even wallcrawling throughout the whole game without picking up a single beam. 

The techniques behind wallcrawling past double-coloured doors would probably be the idea of insta-dumping/insta-loading. Basically, this idea suggests that it may be possible to load the next room while simultaneously convincing the game to dump the previous room. This would allow the double-coloured door to be completely bypassed and have its room dumped without ever needing to interact with the door.

WALLCRAWLING: FREQUENTLY ASKED QUESTIONS
For everyone looking for a quick fix... 

Q: I can't get into a certain Secret World. Do you have any extra tips to help me get in? 

A: I sympathize with you, there are several Secret Worlds in Metroid Prime that are extremely difficult to access. Here are a few of the more difficult ones and some extra helpful hints. 

SW18 - You want to ghetto jump at the corner of the building, where the two rows of nails meet, and have your view locked downwards, so that after you ghetto jump upwards, release the L-lockto throw yourself upwards, and push into the corner where the two walls of the bulding meet. 

SW17 - Lock your view downward and don't start to jump once you hit the slant, but right before it. Immediately after your ghetto upwards, move to the right and align yourself up with the gap in the wall. Release your L-lock at the peak of your first jump and throw yourself forward with the extra momentum. Hopefully you'll clear the gap. 

SW6 - Basically, the best you can hope for is to get to the ledge that's closest connecting you to the far part of the room, and practise your scan dash jumps. You want to be able to release all the buttons and dash as quickly as possible. In mid-air, I suggest rotating so that Samus' feet will stick slightly outwards and might catch if you don't have sufficient distance. Remember, though, the height of the jump isn't as important as the distance, so don't rapidly push B after you scan dash. If you live in Europe or Australia and own the PAL edition, you'll need the X-ray visor to dash using one of the Flickerbats. 

SW10 - When you're at what seems to be the top of the branch, you have to perform a tiny space jump up to the very tip. To do this, you'll turn a bit to the right of what seems to be the last portion that you can walk up to, and make a tiny jump to the right. if you see yourself start to fall too far, jump back onto the branch with your space jump and do this over and over again. It's a very small jump onto a very small invisible "tip" of the branch, so have patience. It's slightly to the right of the last portion of the branch that you can walk to. From the tip, all you have to do is jump left and up over, onto the ring, and it's easy bomb jumps from there. 

Q: The game sometimes crashes while I'm wallcrawling from room to room. What am I doing wrong? 

A: The most likely answer to your question lies in what you're doing with the states of the rooms. Remember, there's a two room limit. If you have two rooms open then try to get into a third, you will freeze up 100% of the time. Practise the door jump dump to get rid of excess rooms before you continue into the next room. If you happen to be in Landing Site or Watery Hall Access, however, these rooms seem to be extra-sensitive to wallcrawlers. Try to avoid shooting your beams at these rooms from a Secret World state, it usually takes just a few shots before the game will crash when you do this. 

Q: The game won't let me float upwards! Samus gets stuck and bobs up and down. What's wrong with my game? 

A: Actually, the problem lies in where you're standing. If you're underneath the room, then you'll never be able to float. Even off to the sides of some rooms, they won't allow you to go upwards. You can notice when you're not going upwards if the lines of graphic constantly clip and move up and down rapidly. When this occurs, take a few steps back and try again. There will always be a float-able portion of a room, you just have to determine how far away you have to be from the room before you can float. 

Q: I'm stuck and I can't jump! How can I get unstuck? 

A: Quite simply, all you have to do is bomb jump your way over to a standable wall or ledge. Usually, you will be able to see the thin lines of terrain that you can stand on while in a Secret World state. Also, any walls are standable, with no exceptions as far as my experiences have taught me. If you bomb jump yourself over to a wall, you can begin to comfortably jump again. 

Q: What can I do to keep from getting stuck in a wall or stuck in Morph Ball state? 

A: At all costs, you should try avoiding Morph Ball state, use it as a last resort. Sometimes, even when you are stuck and can't jump, you can inch your way forward until you hit a standable platform. I would recommend this over bomb jumping. Also, try to avoid bomb jumping your way to a location where two walls or ledges meet in a corner. These locations seem to be the spots which catch you in morph ball form and don't allow you to unmorph or get yourself out with bomb jumps. Also, I notice many people believe they're stuck when in reality, they're not. If you can't go up anymore, then let go of every button and allow yourself to fall again. This is especially true when bomb jump scaling. If you get as high as you can go, you're not stuck; just let yourself fall a bit and then unmorph and regain your bearings. 

Q: Where can I contact you if I have any specific questions, problems, or suggestions? 

A: If you need to e-mail me, then by all means, contact me at longlivenecro@hotmail.com and I'll be glad to answer any questions or problems or suggestions you might have for me. Or, if you're feeling brave, I could use some fan mail. 

Q: I think I've found a Secret World, what should I do? 

A: If you think you've got one, that's great! Be sure to go to the www.samus.co.uk forums and post up your findings in the "Secret World Discussion" topic. Post up your findings and instructions, and then we'll give it a number and make it official, giving you full credit for your finding. 

Q: I can't complete a beginner adventure but I can easily complete some of the expert/intermediate adventures. What am I doing wrong? 

A: If you're having trouble with the beginner adventures, then I suggest you go back and practise the wallcrawl from Main Plaza to Ruined Shrine. This is great for beginners and will give you the basis for the rest of your wallcrawling days. Just because you are good at floating and door warping doesn't mean you're good a good wallcrawler; start from the beginning, and work your way all the way to the tough stuff. 

Q: How often will you be updating your guide for all the new findings? 

A: I will be updating every weekend with all the new Secret World and wallcrawling findings. If you're waiting for any particular finding, please be patient, I will have them up as soon as I find a few spare minutes.

WALLCRAWLING GUIDE CONCLUSION

Congratulations, you're now a full-fledged wallcrawler. You've acquired Ice Beam before Flaaghra, hopped into the secretized Gunship, picked up the Artifact of Wild from Secret World 9, and walked through every thinkable room in a Secret World state. 

I encourage you to go beyond the guide and do your own exploration. See what you can do, master your own techniques, develop your own style, for wallcrawling is an art form, a beautiful one at that. See just how far you can push the limits of Metroid Prime and give the programmers a run for their money. 

Don't forget to share your wallcrawling/sw thoughts and discoveries in the Official SW Topic. The biggest and most in-depth MP SW discussion on this planet... 
Wallcrawlers, you are dismissed! ~Flamancipator
SECRET WORLDS: A LITTLE ABOUT METROID PRIME’S BEGINNINGS

Now that you have an idea of what wallcrawling is all about, why don’t we get moving to Metroid Prime’s Secret Worlds.  This game was originally broken into the phase of being “Secret Worlded” by a guy named Gonmon.  He was the first one to ever discover a Secret World on Metroid’s jump to 3-D.  Like I stated earlier in the introduction, Metroid Prime consists solely of Traditional Secret Worlds, which means that people hopped, skipped, and jumped, to find holes in invisible walls and ceilings in order to achieve Secret World states.  These are by far the hardest of all the known types of Secret Worlds to discover/execute.  But nevertheless, with lots of patience, determination, and perserverence, they can be achieved.  But once you have managed to get into a Secret World, you won’t get very far unless you have practiced what you have read in Flamancipator’s wallcrawling guide.  That is the key to all Secret Worlds,  Even in Metroid Prime 2: Echoes.  If you are not willing to read Flamy’s wallcrawling guide above, then do NOT continue because you will not have a single clue as to what is being said or being done.  His wallcrawling guide is 50% of all Secret Worlding tricks of the trade.  But enough of me talking, lets get this ball rolling shall we!
.:||Doctor Omega||:.
ON TO METROID PRIME’S SECRET WORLDS!!!!!!!
Secret World 1 :: Transport Tunnel C

Discovered By: Gonmon 
First of all, make your way to Transport Tunnel C. This can be reached from the lift that is reached when you head straight from the room that conatins the Ice Beam. 

Go down the next lift and the next room after the lift in Tallon Overworld houses the entrance to the first Secret World. Make your way to the end of the room to the Ice Door. 

Once here, turn around to your right and look up at where the tree meets the wall. There's a crack in the wall up at the top (see screenshots 1, 2 and 3).
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The next step is to approach the spot where the tree 

The next step is to approach the spot where the tree attaches to the wall. There is a branch here that you can jump on. This isn't the easiest branch to jump on. There's a high chance you'll slip off a few times. Just keep trying, eventually you should just "stick" there. 

Lock you view down at the branch. This next bit will take PRACTICE, as you will not be able to see the gap in the roof while looking down (you'll be holding L the whole time while jumping). Now it's a case of Jumping up and left a little with your 2nd jump having forawrd momentum. Don't worry if you get "stuck" in the roof at the peak of your 1st jump (see screenshots 4, 5 and 6).
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You can quickly let go of L, then VERY QUICKLY hit B to make it out still. Ideally tho, you'll Space Jump out of the level and into the background. 

This WILL take a bit of practice, but as soon as you have done it, congratulations! You're in Metroid Prime's first Secret World. Go mental and have as much fun as you can! 

For an idea of what to expect when in this secret world, see the images below:
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Secret World 2 :: Phendrana Canyon

Credited To: Amasawa, Redcmt 
This Secret World is accessed in Phendrana Canyon. However, to be able to reach this Secret World you must have the Space jump Boots at the BEGINNING of the game. Not sure how to do that? See the “Space Jump First” Section of this guide.

Once you have the Space Jump Boots (and of course the Varia Suit from Flaahgra), make your way to Phendrana Canyon. The important thing to remember is this: Do NOT activate the switch to bring the platforms in line. If you do this you will not be able to get into the Secret World. At all. 

Now that we have all of that established, getting in is remarkably easy. Certainly the easiest at the minute to get into. And the technique goes like this: 

.:How To Get In:. 
First of all, make your way to the switch that brings the platforms in-line with eachother. Now, turn around and Space Jump to the step-like ledge opposite the switch. Once on this, look right at the first platform. Jump onto this and then jump onto the 2nd platform, now L-Lock your view up to face the 3rd platform higher up (see screenshots 1, 2, 3 and 4).
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Now, do a high Space Jump up onto the 3rd platform. This can be a little tricky sometimes, but it's not too bad. 

Now turn right around and face the final platform that sits above and in-front of you. Once again, lock your view up and Space Jump up onto it. Turn Left to face the solid patch of snow on the ledge. Space Jump over to this as far as you can (see screenshots 5, 6, 7, and 8).
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Now, you'll fall through the ledge as this has no collison detection on it (Retro Never thought you' EVER get all the way up there HA!), and you'll drop right into Secret World No. 2! 

This World is quite a bit bigger than Secret World 1, with the ability to cap the ass of a Sheegoth from below! All in complete safety too. For some screens showing off this Secret World, see: the 
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Secret World 3 :: Ruined Courtyard

Discovred By: Andrew Mills 

.:How To Get In:. 
Once you have cleared the room of any enemies, make your way to the top and go to the platform that holds the door leading the way to Thardus's lair. 

Once you're up there, look right where there's the bird that normally pours water from it's mouth when you activate the switch to raise the water. Turn to Face it as this is the access point to Secret World 3. 

There's a thin metal fence at the edge of this platform. Carefully jump onto it where the fence meets in a 'V' (lock your view down for better accuracy while jumping onto the fence) 
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Once your on the fence, make sure to lock the view so your kind of pointing almost in parralell to the direction that the bird is facing. Now here comes the really tricky part. 

Do a Long and High Space Jump at an angle INTO the mouth of the bird. This seems to work much better than just trying to jump in at a straight angle. Be careful, as it's pretty easy to miss it by inches and fall ALL the way down! 

As soon as you've made it into the beak of the bird, you won't be able to see much. At the minute, you won't be able to jump at all. So, VERY CAREFULLY AND SLOWLY move backwards until a little bit of scenery is showing in the bottom right corner of your screen. 

Now you have enough space to make a Space Jump in the following directions: Right, then on the 2nd jump, move left. When done correctly (making sure that you've cleared the beak of the bird completely), you will land on the top. Hard part over with! 

There's a bit at the top that splits off into a 'V' shape, take the right side and SLOWLY move up it. Stop at the point shown in screenshot 8, then simply do an L-Lock Space Jump up and onto the ledge there (see screenshots 5, 6, 7 and 8 for all of this in action).
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Now, it's a simple case of Jumping backwards and into Secret World 3! This one has a few more invisible platforms at various heights. Also, most of the ledges at the top are solid, meaning you can almost jump around the top of the room in a full circle. This is also your 1st chance to see how the water works in here as well! 
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Secret World 4. :: Ice Ruins East
Method 1 Credited To: CyberGlitch
Method 2 Discovered By: Destroyer F 
While Method 2 is somewhat less frustrating to do, Method 1 is the quicker of the two, but there's a far greater risk of messing up the first jump (you'll see how in the method description below). The choice of which one to use yourself is, as they say, entirely up to you... 

.:How To Get In (Method 1):. 
Enter the room from either door, and make your way to the door leading to the room "Plaza Walkway". Look to your left and you'll see two Crystallites in the alcove. Kill them. Now you have two options at this point: 

1). Kill the Sheegoth so he won't stomp around as your trying to jump onto the following really small piece of scenery, or
2). Leave it alone, and kill it from the comfort of the Secret World, but you'll have to contend with the shaking ground AND his ice blasts. 

Once you've made up your mind, look to your right at the wall which has the pillar beside the door. On the left of this wall (your left) is a lonely brick that is just looking for some company. (See screenshots 1, 2 and 3).
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So why not cheer it up by doing a long L-Lock Space Jump to it. 

This will take several tries, but if you leave your last jump until the peak of your first jump, and then at the very last minute press B+R together you'll gain a useful bit of extra height. 

Now, once you're on turn around 180 Degrees and look to your left near the door (turn about 45 degrees left). In the distance is a small piece of sceneray that's not covered in snow. We need to Space Jump here, so a normal Space Jump will make it into the corner (See screenshots 4, 5, 6 and 7).
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Your almost there now. L-Lock your view up and right. Now do a Space Jump and on the first half of the SJ, jump backwards and then on the 2nd half of your jump, jump forwards and a bit right. 

You'll now land on the top of the level and simply walk backwards to fall into Secret World 4! (See screenshots 8, 9 and 10).
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Secret World 4 :: Ice Ruins East (Method 2)
.:How To Get In (Method 2):. 
Destroyer F's method is actually less frustrating than CyberGlitch's method but takes a bit longer to do. 

The first step is to make your way onto the bridge at the back of the level. You don't need to kill the Sheegoth here, but if you fall, you'll REALLy get hurt! Once you're on the bridge, go to the frozen waterfall and then find the log that's on the far right. Jump onto this log. 

Now, Lock your view up the frozen waterfall and do a Space Jump up at it, holding up the whole time!. While still holding up (to keep you on this slippery ledge), quickly change to down on the joystick and then Space Jump backwards and then left. Once done correctly, you'll land on top of the building to your left. (See screenshots 1, 2, 3 and 4).
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Once you're up here, walk back a bit, but not too far. To your left is a brown "wind-fan". Now, there's a pretty big invisible barrier around this bit, so, you must Space Jump left at the fan and then towards it to make it around the invisible barrier. 

Once you're on here, simply turn around, walk to the end and then Space Jump towards the ledge opposite. Be careful as there's an invisible barrie half-way across the jump that pushes you right, so just push left when this happens. Now, walk to the end, and then Space Jump out of the level! (see screenshots 5, 6 and 7).
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Secret World 5 :: Omega Research

Discovred By: CtrlAltDestroy 
This Secret World can be found in the Phazon Mines in the room Omega Research. This one is also relatively easy to access and takes very little practice to do. One word of warning however, kill BOTH the Wave Troopers as they have a tendancy to be a REAL pain in the butt... 

The technique for reaching Secret World 5 is as follows: 

.:How To Get In:. 
Enter the room and kill the Wave Trooper to the right and the one which drops down onto the middle platform. If done right, the Power Troopers below you won't even know you're there. Making your life infintely easier. 

Now, jump across to the door that has/had the bendizium in front of it (which blocks off the Map Room). To the left of the door is a blue panel on the wall that's scanable (See screenshots 1, 2 and 3).
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You need to Space Jump up onto the top of it. Once you've got on top of it, turn 120 degrees to your right, where you can see a grid of metal girders, which are situated to the left of the curved pipes. There's 9 squares which "lock" the metal girders together, this is where you need to jump to. So look at the very middle metal square and Space Jump onto it. 

Once you've jumped onto this (don't worry, you'll be ok to stand on it without too much hassle), you need to turn 90 degrees to your right. Here you will see the 2 curved metal pipes that go back into the wall. Lock your view so you are looking at the space behind the pipes (See screenshots 4, 5 and 6).
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Now comes the trickiest part of the whole SW. You must do a Space Jump BEHIND the metal pipes, and as soon as you land behind them, you MUST morph into a ball quickly. Otherwise you'll risk sliding off the pipes to the bottom of the floor. 

Once in, you'll be perfectly safe and slip off. So now do a Double Bomb Jump Morph from this position so you land on the ledge to the left of you ok. Once up here, look down and face the door which has/had the bendezium in front of it. From this angle, look up as per normal again, and then turn 90 degrees right. Walk over to here and fall down. 

VOILA! You are now in Secret World Number 5. If you've left the Power Troopers alive, you can have fun shooting them in the feet and pushing them around the room!
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Secret World 6 :: Phendrana Shorelines
Discovered By: CtrlAltDestroy 
This Secret World can be found in the Phendrana in the room Phendrana Shorelines. This one may appear easy to do, as you only need to do one trick. But, don't let that fool you. This is up there in difficulty with Secret World 3 as it requires almost exact precision to pull it off correctly. 

This SW was also previously only possible in the US version, but thanks to my probing/theories and to z0idi's determination and skill, we have been able to devise a universal method that works for ALL versions. 

The universal technique can be found below with the US only method can found directly after, with movies available for both methods. 

.:Please Note::. The universal method requires you to have the X-RAY VISOR. Without this, you cannot get in... 

.:How To Get In:. 

.:Universal Method:. 
This method uses the target lock-on feature with the X-Ray visor to lock onto one of the three flickerbats that circle the center of the level constantly. 

Get to the front of the door that triggers off the Meta-Ridley cut-scene and look right 30 degrees. The edge starts to dip a little, this is where we need to walk to. So walk up to it, look down near the snow pillars and then switch on the x-ray visor. You will now be able to lock onto the flickerbats (See screenshots 1, 2, 3 and 4).
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Once you have switched on the x-ray visor, lock onto a flickerbat (any one will do). Now, let it move as far away from the screen as possible. It will turn right to circle around, so just BEFORE it does this, dash-jump right with a SHORT tap of B. So that's, lock-on, then tap right with a tap of B to send you flying right. Now, let go of L and press B again about three quarters of the way across, to make it onto the ledge (See screenshots 5, 6, and 7).
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Secret World 6 :: Phendrana Shorelines (Method 2)
.:US Original Only Method:. 
Enter the room and make your way to the entrance that triggers off the cut-scene with Meta-Ridley. Look at the front of the ledge, where you notice it goes into a small 'V' shape. We will be using this for positioning guidance in a second or two. 

If you take a look at the door leading to Ice Ruins East, you'll notice the ridge above it slopes down. We're aiming for the lowest point which sits just to the left of the door. Now turn left to look at the Ice Temple. Remember the Cordite you can blow up with a Super Missile to get the Missile Expansion? That's what we'll be using to scan-dash from. (See screenshots 1, 2, 3 and 4).
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Using your Scan Visor, lock onto the Cordite in the distance. Position yourself VERY carefully to ensure you're in the optimum position to accomplish this difficult jump. To get the optimum positioning, we're going to place the bottom-left corner of the scan-visor in the middle of the V we noticed earlier. Now, strafe right until you're almost off the edge. 

Say hello to the tricky part. I hope you managed Space Jump Boots first before as we'll be re-using that very trick here. Except, only over a MUCH longer distance. The secret to a great Scan-Dash jump, is in the momentum that you can gain when you "snap" the jump. 

By this I mean, instead of holding the lock-on for any length of time, release the lock, then move your lock left a bit (because we have to dash to the right). Now, quickly move your visor right and as the lock-on target comes into view, VERY quickly press L and then tap B (if you hold B at all, you'll lose all the momentum you need). Now, about 1 second after starting the high-speed dash, release L. 

This will shoot you off to the right at much greater speed. Now, about 1/2 way across or so, use your Space Jump to give you the required height to land on the ledge. Simply turn around and walk along the ledge to the Ice Temple Roof, or simply walk off backwards into Secret World 6! (See screenshots 5, 6, 7 and 8).
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Secret World 7 :: Gathering Hall (US VERSION ONLY!!!)

Discovered By: CtrlAltDestroy 
This Secret World can be found in the Chozo Ruins in the room Watery Hall. This one is also relatively easy to access and takes only a little practice to do. 

.:PLEASE NOTE!:. Secret World 7 is ONLY possible to do in the US version of MP. This SW is IMPOSSIBLE to reach on either the PAL/Japanese or US PC versions of MP. I know this as I tried it with the AR MoonJump code. There's an invisible barrier ALL the way around the roof. So please don't waste your time trying. 

.:How To Get In:. 
Enter the room and make your way to the spot where you picked up the Charge Beam. Once here, face the Chozo Lore and look to the right. You'll notice a tree vine going all the way up the wall. 

Now, jump up and behind the vine so you land on it. You'll be facing the wall with the vine at your back. L-Lock your view upwards as this is where we're about to Space Jump to. (See screenshots 1, 2, 3 and 4).
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Do a small Space Jump onto the thin ledge above you. This can be made easier by jumping forward then quickly jumping again at the wall in a forward --> right motion. Once up here, turn to your right to face the vine. Edge close to it, but not right at it. This is a tight jump as there's only a small section that will let you jump up now. 

So Space Jump right then left, landing on the top. If you fall down, just keep trying it. It won't take long to get the hang of. Turn right to face the corner of the First Beam. We're about to jump onto it. (See screenshots 5, 6, 7 and 8).
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The next few steps must be done very carefully, as a mistake will mean a whole lot of hassle. Space Jump onto the beam in front of you and DO NOT MOVE! This is very important, otherwise you'll become stuck, and will need to DBJ back over to the top of the ledge again. 

Once you're on it, Space Jump to the 2nd beam in front of you. Turn right to see a gap in the wall. Simply Space Jump up and over this to land in Secret World 7! (See screenshots 9, 10, 11 and 12).
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Secret World 8 :: Control Tower

Method 1 Discovered By: Ultimateweapon
This Secret World can be found in Phendrana Shorelines in the room Control Tower. 

One of the cool things that you can do in Secret World 8 is the ability to be "warped" back into the room and continue on in the game as normal. To do this, you must bring the tower down (leading to the Artifact) BEFORE you kill the Space Pirates. Then, once in SW8, kill the pirates from below, in turn, triggering the cut-scene with the flying pirates. Placing you back into the level properly! Movie credit for Method 1 goes to DJGrenola. 

.:How To Get In:. 
Bring the tower down as normal and roll into the hole. Now, there's not really that much to it, but boy, is it hard to get it right! 

As soon as you land in the gully with the Artifact, face the wall straight ahead of you. Up and to the left is the part of the fallen tower. We need to face the top-right corner of this wall. (See screenshots 1, 2, 3 and 4).
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Now, here comes the tricky part, you must Ghetto Jump up and to the left where the Tower meets the wall. This can made made slightly easier by locking your view up at an angle of around 60 degrees. 

Now, be patient and start Ghetto Jumping up on the first jump and then moving left on the movement of the 2nd part of the jump. The goal here is to get the game to "pop" you out of the corner where the tower meets the wall and out of the level. 

Please note that it's easy to just get stuck in the section where the wall and tower meet. This is of no use, but will be a regular occurance unfortuantely. 

Just keep trying and eventually you'll get it. It's a small level - granted - but a cool one none-the-less, and the first one that allows you to re-enter it without any hassle (via the cut-scene).

Secret World 8 :: Control Tower (Method 2)
Method 2 Discovered By: Flamancipator
.:Method 2:. 
A far easier way to get into SW8 was discovered. It makes SW8 actually very easy to do with minimal practice. The trick is to lock your view towards the very corner where the snow meets the wall, beside were the original method starts. 

Now, simply walk back facing the corner and take a run at the corner, Space Jump up and perform a Ghetto Jump on the wall, releasing L on the way up and then press/release it again at the start and then end of the 2nd jump. You should now land on or over this snow covered section with ease! 



Secret World 9 :: Main Plaza

Discovered By: Destroyer F
This Secret World can be found in Chozo Ruins in the room Main Plaza. This SW is probably one of the most significant and useful yet, bringing with it the most opportunities for exploitation and further discoveries. 

We had been really looking for a way out of Main Plaza for a while as it's the access point to a few different rooms. 

.:How To Get In:. 
This can be done as early as you have the Space Jump Boots (preferably from the very start and nothing else (although the Morphball and Bombs would be handy if you get stuck, literally). 

Your first goal is to get onto the roof above the door that has the missile lock on it normally (you can reach it from the bridge above). Once on here you need to preform a turning L-Lock SJ (if you are trying this at the start of the game) up to the ledge that holds the missile expansion. Or use the grapple beam from the door that leads to Runied Fountain Access. 

Once on here you should look at the red plant that sits up and to left of the Main Entry door (if you were to look up and left upon first entering the Main Plaza). (See screenshots 1, 2, 3 and 4).
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The red plant is actually solid, so preform a careful SJ onto it and turn around 180 degrees. You'll be facing where the missile expansion was/is. Lock your view up 45 degrees and you'll see a rock pillar sticking out. SJ up-right and then left to land on this. 

Now, Be careful if you want to be able to "wallcrawl" around the room, so do a smaller SJ up to the top. Best thing to do here is turn around about 160 degrees and SJ onto the wider bit of the roof. (See screenshots 5, 6, 7 and 8). 

From here you can decide where and what you want to do. Go through Ruined Fountain Access? Get Morphball before Missiles? Or simply watch the beetles sink into ground and disappear in mid-air...
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Secret World 10 :: Arboretum

Discovered By: CtrlAltDestroy
Movie Credit: DJ Grenola
This Secret World can be found in Chozo Ruins in the room Arboretum. This SW is quite difficult to get to, ideally requiring the use of the Ice Spreader and a quite a few missiles, but it's still do-able with just SJ, Bombs, MorphBall and Powerbeam. We will be taking advantage of an invisible branch that's attached to the tree, and using this to reach SW10. 

.:NOTE:. This Secret World allows you to reach Flaahgra without the Morphball bombs (when used in conjunction with Wallcrawling and warping). Many thanks go to CtrlAltDestroy for discovering this. 

.:How To Get In:. 
The first thing that you should do is either kill all the wasps/wasp nests or the Chozo Ghosts. Once you have celared the room, make your way up to the very top to where the runic gate is/was. Now, if you have the Ice Spreader and a LOT of missiles, this will be much easier, as you will be able to see where it is you need to jump to. Otherwise, you'll be making use of the power beam to bounce the shots off of the invisble platform. 

Face the tree and look to the far right of the tree. By shooting an Ice Spreader blast at this point (See screenshots 1 & 2). This will expose the branch for a few seconds. Now this is a REALLY hard part to get right, you must jump into the middle of where the tree and the branch meet. But it's VERY easy to not make it on and slip off. Once you have the hang of this, you will now be tasked with walking up the branch and making it to the end.
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Now that we're on the tree, we must make it up the invisble branch. If you have LOADS of missiles, simply turn back to face the wall and shoot another Ice Spreader shot straight down. This will expose the Branch again and give you much more time to reach the end (which is easier to do now, so Space Jump up to near the very top, and carefully walk onto the rounded "tip"). 

If, however, you only have the Power Beam, you can fire rapid shots and use the trial of shot marks to guide you up the branch while it's invisible. (See screenshots 4, 5 and 6). 

Once you make it to the end (keep shooting rapidly down with the Power Beam), you must look up at the ring that is above your head. We need to Space Jump up and over onto this. It's not easy, but if you jump out left and then right at the peak of your first jump, you SHOULD make it. Although, you'll most likely fall if you miss it (Screenshot 7).
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Once on top, you must morph into a ball. We must now "hop" along in ball form by laying a bomb and holding up. This will propell us forward. Our goal is one of the metal segments that are attached to this ring. The best one isn't the closest one, but the one just further away. Once you reach it (See screenshots 8, 9 and 10), you must bomb jump towards this metal segment and unmorph. 
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Secret World 11 :: Training Chamber
Discovered By: Eyegore21
Confirmed By: Freecube 
This Secret World can be found in Chozo Ruins in the room Training Chamber. This SW is VERY difficult to get into. 

.:How To Get In:. 
As soon as you enter Training Chamber, kill the 2 Chozo Ghosts. Make your way back to the start of the room. If you look at the room that contains the Energy Tank, you'll notice 2 ledges in front of it. You need to jump onto the highest one, and turn to face the Wave Door. Beside the door is a metal tank. L-Lock SJ over to the tank. Turn around 180 degrees. (See screenshots 1 & 2 below)
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Up and to the left of the ledge you just jumped from, you'll see a red flag. Below this flag is a metal bar. You can L-Lock SJ onto it. Once you're on it, back up slightly and lock your view and and to the left. 

From here, you have 2 options. You can try and SJ out of the section of the roof that looks the lowest, but it actually has a solid invisible barrier. That can be jumped over, but it's not easy. Or the second option is the gap that's just above and to the left of where you're standing. (See screenshots below)
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It'll take a few tries to make it up and over either of the exit points, but both are "do-able". Once out you can mess around and wall crawl away. On a side note: It's possible to SJ to the metal pipe that connects the e-tank room to the spiderball track and walk around on it as per normal...

Secret World 12 :: Gully

Discovered By: Freecube
Confirmed By: The Pizza Boy 
This Secret World can be found in Tallon Overworld in the room Gully (The door that's behind and to the right of the ship). This SW isn't too difficult to get into (once you know what you're doing), but it can still prove to be a pain. 

.:How To Get In:. 
Make your way to gully WITH the Space Jump Boots. If you enter from the landing site door, go to near the back of the room, to where the last greemer hangs around. Kill it if you wish. To your left you'll see a rock. Jump up onto it. Now, face the wall, and L-Lock your view and up-left a little. The best spot is right on the leaf that's in the middle of the bending vine (see screenshots 1, 2 & 3).
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Now, the trick to getting onto the invisible ledge above is: With the view locked, jump up and slightly left while pushing into the rock. Now just after you hit jump for the second time, release L and the extra spring from this will push you onto the ledge. 

Once here, you can't jump very high, so this might take a couple of attempts (as seen in the movie of it below). Simply face straight at the wall, and SJ once, then at the very top of this jump, jump again. You should make it over and into SW 12! Be careful tho, as you can't move much without falling right to the bottom of the room...
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Secret World 13 :: Vent Shaft A

Discovrered By: DJGrenola 
These 3 SW's have been grouped together as they are in very close proximity to eachother in the same area (Crashed Frigate), and use the same techniques for getting in. 

.:SW13: Vent Shaft A - How To Get In:. 
Make your way to Vent Shaft A and stop where the Tallon Crabs all run up the walls and into a Vent Shaft. Look up at the shaft as this is where the entrance to SW13 is. Now, morph into a ball directly below it, and to get in you can either: 

1). Use a very well timed Triple Bomb Jump or 
2). A 3 Bomb Jump to get into the vent shaft. 

Now, the best way to make sure you get enough height, is to charge a Boost throughout and let it go at the peak of your very final bomb jump. When timed correctly, you should boost up and into the vent and into the SW! But practice of the Bomb Jumps needed are essential to make it into to any of the 3 Vent Shaft SW's.

Secret World 14 :: Vent Shaft B

Discovrered By: DJGrenola
Make your way to Vent Shaft B, search the roof near the door and stop when you spot a Vent Shaft below a flat floor. This is where the entrance to SW14 is. Now, morph into a ball directly below it, and to get in you can either: 

1). Use a very well timed Triple Bomb Jump or 
2). A 3 Bomb Jump to get into the vent shaft. 

Now, the best way to make sure you get enough height, is to charge a Boost throughout and let it go at the peak of your very final bomb jump. When timed correctly, you should boost up and into the vent and into the SW! But practice of the Bomb Jumps needed are essential to make it into to any of the 3 Vent Shaft SW's.
Secret World 15 :: Vent Shaft C
Discovrered By: DJGrenola
Make your way to Vent Shaft C, search the roof near the door and stop when you spot a Vent Shaft below a flat floor. This is where the entrance to SW15 is. Now, morph into a ball directly below it, and to get in you can either: 

1). Use a very well timed Triple Bomb Jump or 
2). A 3 Bomb Jump to get into the vent shaft. 

Now, the best way to make sure you get enough height, is to charge a Boost throughout and let it go at the peak of your very final bomb jump. When timed correctly, you should boost up and into the vent and into the SW! But practice of the Bomb Jumps needed are essential to make it into to any of the 3 Vent Shaft SW's.
Secret World 16 :: Life Grove

Discovered By: CtrlAltDestroy 
This Secret World can be found in Tallon Overworld in the room Life Grove. This SW isn't too difficult to get into, but it can still prove to be a pain sometimes. 

.:How To Get In:. 
As soon as you enter Life Grove, make your way over to 2nd level of the room at the back, either by using the morphball section, or by jumping from the artifact holder onto a rock that's behind the waterfall itself and then onto the 2nd level. 

Once up on the 2nd level, turn to face the entrance to the room and on the left you'll notice a big tree. Straight in front of you, there should be a horizontal branch with leaves that sits out. We will be Space Jumping onto this branch. However, this branch can be a pain to land on as the invisible collision box only has a couple of flat areas that allow you to stand on it. Otherwise, you can easily slide off.
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Once you're on the branch and while still facing the entrance to LG, look up and right to spot a smaller branch pointing down (has a few leaves near the tip of it). Space Jump up and onto this branch. Once on it, turn 160 degrees left and SJ onto the main part of the thick branch that the part you're on connects to. 

Walk over to the tree trunk and turn left 90 degrees to face the tree opposite. Just to your right, is a branch that is overhanging out and has a patch of leaves on it. SJ onto this branch and walk over to this trees trunk. Turn right 90 degrees to face the Waterfall and now it's a simple matter of Space Jumping behind the waterfall and into SW16!
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There are a few other ways to start of reaching the first branch, so experiment with whatever works for you.

Secret World 17 :: Gathering Hall

Discovered By: BoostR
Extra Credit To: Darth Nat, EgoTrip 
This Secret World can be found in Chozo Ruins in the room Gathering Hall. This SW isn't too difficult to get into, but it can still prove to be a pain sometimes. 

.:How To Get In:. 
As soon as you enter Gathering Hall, make your way to the platform that's in front of the Missile Expansion near the top of the room. Turn around 180 degrees to face the exit point of the Morphball tunnel and jump onto that platform. From here, turn right 45 degrees to face the corner of the wall. 

Space Jump to the Mball tunnel entrance and then face the red plant. SJ into the middle of it, turn left and walk down the branch a bit. Turn right to face the corner again and SJ into the wall corner. (see screenshots below).
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From here, you need to face the slanting rock that runs into the corner. Line up with it, L-Lock your view slightly down and then take a short run at and up the slant. Now, perform a Ghetto Jump up and to the right, pulling back and then in towards the lowest down gap in the roof.
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It might take a few tries, but the added momentum from the run up should give you enough “oomph” to make it up and over into SW17! This SW is used in the IBBF Run!
