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THE OBJECT IN CORRIDOR 7

They were supposed to be friendly. That was what most people
believed--the politicians, the clergy, the scientists, even the
military. It was a reasonable assumption. If an intelligent
race could endure major social and technological upheavals, it
was presumed to have learned from its mistakes. Who would
suspect that humankind’s first contact with life outside Earth
would be in the arena of war?

Earth’s fighting days were believed to be over. Aside from
traditional spending on tanks, planes, and space-based weapons
(greatly reduced after more than 20 years of relative peace) ,
military dollars were being directed largely toward research and
exploration. In 2012, Dr. Florian Grey, a U.S. exobiologist on
one of the first manned missions to Mars, returned with a small
metallic sphere taken from an area near one of Mars’s curious,
face-like formations. It was the first hard proof that life
existed outside the solar system.

Scientists were elated. But the government, ever cautious,
removed the artifact to 30-level, underground research facility
called Delta Base. Delta, a small weapons development and
testing center located in the Nevada desert, was the only
facility of its kind and the only with the equipment to test such
an object. The sphere was taken to the lowest level, a maze-like
series of hallways and test chambers, to the laboratory in an
area known as Corridor 7.

A Disturbance in the Fabric of the Cosmos

The age of the sphere was impossible to determine. Most
scientists believed it to be ancient, but it showed no traces of
its age and its surface could not be sampled even at the
molecular level. The standard battery of tests was issued. In
the back of the chamber the sphere was subjected to varying
levels and types of radiation. During the Gamma phase of the
test, the sphere exploded.

Most of the lab in Corridor 7 was destroyed. . .but the
sphere stayed, changing and growing in size as personnel in the
upper levels watched their monitors in astonishment. It began to

resemble a ball of lightning.

The base was put on alert. The sphere seemed to power
itself, and no one had a clue how to shut it down. Nor did they
have time. From inside the sphere something emerged. . .short,
humanoid in shape but clearly not human. . .and carrying in one
of its arms what was unmistakably a weapon.
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While the aliens vary in size, shape and color, they all
have one element in common: they’re geared for war, meaning they
are well-armed and well-armored. Some aliens may look
deceivingly simple to kill; for example, appearing without armor;
but if the player shoots at it, they find it has an energy shield
which lights up on impact with your projectiles.

WINNING

Delta Base has 30 levels plus an additional room on the last
level. To win the game, the player must close the gate by
crossing through to the alien world, killing the Warlord on the
other side, and deactivating the gate device. When he pulls the
lever on the gate device, a countdown begins (a series of lights
blinking out on a readout, for example). He must then return
through the gate before the countdown finishes. If he succeeds,
a small movie plays showing the player’s success; if he fails,
the gate closes and hordes of Shock Troopers enter the room and
dispatch him.

THE SHIELD GENERATOR

To shut down the shield generator the aliens have installed, the
player must kill the Technician guarding the machinery (located
on Level 25) and turn a control on the machine (done
automatically if the player stands in front of the machine and
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