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Pass the body of a dead Antlion, 
and locate the hole in the ground. 
Drop through and ignore all the 
debris; there’s little of interest. 
Continue along this lower mine 
shaft. Ahead is a table blocking 
your way forward and a host 
of bodies: both humanoid and 

Antlion. Shoot the table into the area beyond, crouch, and maneuver 
through the bodies.

Turn the corner and head right, 
down the steps, but be cautious; 
there’s a crumpled body in the 
right alcove that isn’t quite dead 
yet! You can let Alyx shoot this 
Zombie (as shown), or punt a 
rock, barrel, or explosive canister 
into it (but watch your distance, as 
the canister’s explosion can hurt you).

“Wow,” says Alyx, “I forgot what 
a kick this thing has!” As Alyx 
remarks on how pleased she is 
to see you, she gives you the Zero 
Point Energy Field Manipulator 
(Inorganic): Gravity Gun and 
mentions that it would be wise 
to keep moving, as the Combine 
certainly haven’t forgotten about you. 

However, the portal storm did 
have an unexpected benefi t; 
the mesh fence to a mine shaft, 
which couldn’t previously be 
maneuvered over, is now torn 
apart. Move back to this entrance 
and pass the mine carts and 
debris (which you can play with 

using the Gravity Gun, if you wish). Head up the shaft, shooting the wooden 
planks off the supports at the top of the slope.

Head up into the mine corridor, 
passing a mesh fenced area to 
your right. Barrels and explosive 
gas cylinders can be maneuvered 
with your Gravity Gun, but there 
are no foes to worry about. When 
you reach the debris near some 
mine carts, check both the open 
shelves; Suit Batteries are in both of them. 

Turn and head up into the remains 
of an overturned rail carriage. 
Enter the hole and bring out the 
Gravity Gun. Train it on the metal 
doors and shoot both of them; 
the right one is stuck, but the left 
swings open, allowing you to drop 
down onto a rocky promontory 
and startle some crows.

Alyx drops down behind you and walks toward a rocky promontory 
overlooking the remains of City 17 in the distance. An electric-blue 
maelstrom is whirling around the remains of the Citadel. Suddenly, there’s 
a pulse. “Oh my God...the Citadel. What the hell is happening?” Alyx cries 
out as a massive wave of energy rushes toward you, enveloping you both, 
and dissipating behind you. You’re caught in a portal storm!

Spin around, and look at the 
bridge behind you as Alyx yells. 
The entire bridge begins to sag 
and then break apart; train 
carriages tumble into the ravine 
below. “I guess we can expect 
more of those...” Alyx murmurs. 
“It’s like the First Days all 
over again.”

INVENTORY ADAPTATION
ZERO POINT ENERGY FIELD MANIPULATOR 
(INORGANIC): GRAVITY GUN

INVENTORY ADAPTATION
SCENIC DETRITUS (OUTLANDS)

Also known as the Physics Cannon and the Gravity Gun, the Manipulator 
is the most versatile, helpful, and devastating weapon you’re likely to 
fi nd. This is ideal, because you have no other ordnance. Refer to the 
Weapons Detail section of this guide for more information.

Lightweight items, such as gas canisters or boulders, can be picked 
up (ideally with the Gravity Gun) and dropped or blasted forward (also 
known as “punting”). The force of the propelled object can kill a foe, 
and there are many objects throughout the wilds of the Outlands. 
Large objects, such as mine carts, can only be shunted, but this is 
another good way to crush foes you encounter.

TIP
Pick up these Suit Batteries (and any inventory-based) items by 
sucking them in with your Gravity Gun, or by stepping near them (if 
you need them, they are automatically grabbed and added to your 
inventory).
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ACHIEVEMENTS AND
UNLOCKABLES

“Zombies! Get ready!” Alyx is primed for combat as you progress down this 
tunnel, which leads out into the open. Before you reach there, beware of 
Zombies lurching to life ahead of you, and below in a small sunken earth 
area. If you drop down here, expect to be attacked at close quarters; it is 
better to stay on the tunnel ground above, punt a couple of gas canisters 
into the Zombies, and then turn and punt debris into the hole. Then continue 
advancing to the end of the tunnel, where a group of Zombies are fi ghting 
valiantly against a couple of Antlions. Lob heavy debris at them, let Alyx 
handle the fi ght, or watch the fracas and mop up survivors. Then step into the 
open, taking the Health Vials if you need them, and enter the shed via the door.

This shed is actually a communi-

Alyx isn’t going to be able to solve this issue up 
there, as there’s a power coupling plug swinging 
from the ceiling that must be plugged in. Use your 
Gravity Gun to accomplish this task. “Not sure what 
just did...but it worked!” Alyx exclaims, dropping 
down and moving to the monitor screen to try accessing it again.

Alyx fi nally contacts White Forest. 
She explains the strange storm 
she witnessed, and Dr. Kleiner 
remarks that it is “the infancy 
of a superportal.” It is best not 
to imagine what would happen 
if it attains full strength! Dr. 
Magnusson is introduced, and 
he explains that Alyx’s downloaded packet contains the specifi c contact 
code for the Combine overworld! This is something Magnusson has been 
searching for, but the transmission breaks up before exact plans can be 
formulated.

This area is dotted with the recently slain and long-dead corpses of 
rebel citizens. Combine rockets still pepper the landscape, releasing 
Headcrabs that control their hosts and shamble toward you. Refer 
to the Bestiary chapter, and previous experience, when dealing with 
these parasitical menaces. 

Quick and sporting fi erce mandibles, Antlions are attracted by 
movement or trespassers in their burrow lairs. They are nasty, but 
their light carapace armor is little match for a Shotgun or SMG. Of 
course, you’ll need to fi nd one of these weapons later; for now, use 
any available crushing objects that can be fi red into them using the 
Gravity Gun.

ENTITY ENCOUNTER

ZOMBIE

ENTITY ENCOUNTER

HEADCRAB

ENTITY ENCOUNTER

ANTLION

cations center with a terminal set 
up for access to Eli and the team, 
who have retreated back to the 
White Forest base. Alyx attempts 
to power up the terminal, but it 
short-circuits. It seems to need a 
burst of power. Alyx shimmies up 
to an upper area of the shack to investigate.

Anomalous Materials: The Little Rocket Man

Before or after Alyx reaches 
White Forest via the screen, 
be sure to rummage around 
this shack. Among the 
detritus is an interesting 
little fellow hidden under this 
shelf; a gnome! He’s hardier 
than he looks, and he’s also 
part of a long-running Achievement. If you wish to attempt to fulfi ll this 
Achievement, refer to the Achievements and Unlockables chapter of 
this guide and follow the carrying tactics therein.

Anomalous Materials

During your roaming of this area, Alyx fi lls you in on Dr. Magnusson’s 
plans: “He has an old rocket up at White Forest. He’s been hoping for 
the day when he could launch a satellite to tap into the old array they 
set up at Black Mesa. But getting a launch off while the Combine was 
intact...there was just no way. I’m not sure how they’ll use the satellite 
to shut down that portal but...I guess we’ll fi nd out when we get there. 
I’ve been there once or twice, so it shouldn’t be too hard to fi nd.”
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Exit the shack via the door you 
haven’t used yet, and go into the 
backyard. Over by the fence is 
what looks like an old mine and 
railroad, but you can’t enter this 
area yet. Instead, move into the 
cave, shattering a Supply Crate for 
its contents. When you reach the 

slope, turn right and punt a rock into the waiting Poison Headcrab to crush it.

Move down the steps and around 
the mesh fence. The tunnel 
opening below is fi rmly boarded 
up, so you must ascend up to a 
mine cart loaded with heavy iron 
debris and shatter the wooden 
planks holding the cart in place. 
Once three or four planks are 
cracked, the cart zips down the rails and destroys the tunnel blockage.

You emerge into an abandoned 
mine area. As Alyx follows you, 
head up the slope to your right. 
If you’re quick, you can see 
something watching you from the 
top of the derelict mine building to 
your left! This looks like the entity 
that attacked Dr. Mossman during 

her transmission, but you cannot be sure.... It drops behind the building.

After a quick check of the area, you fi nd that you can crawl underneath 
the metal building to the right of the gate (where you fi nd a Supply Crate). 
You can’t reach any switch from here though, so move to the half-broken 
ladders on the structure between the two train engines and container 
carriage and climb up it. Cross over the carriage and onto the metal roof 
of the building to the right of the gate. Inspect the roof, and you uncover a 
gap; shoot the metal sheet away and drop inside.

The interior of the building has a reinforced glass room behind you, where 
the remains of an engineer are hanging. You can’t enter this area, so 
look for a yellow gate switch on the opposite side and press it. The gate 
rises, and Alyx thanks you, before remarking “Gordon...there’s something 
snooping around out here....”

The only way out of this room is 
to pull the plank away from the 
trapdoor and drop down into the 
crawlspace below the building. 
Shatter the crate if you didn’t fi nd 
it earlier, and scrabble around 
to the exit. As you try to emerge, 
Alyx is suddenly fl attened by a 
large and incredibly fast Synth-like entity! She crawls to you but is pierced 
by the beast’s mandibles! It blasts the building foundations, trapping you. 
Everything fades to black.

Venture down into the open train 
yard surrounded by dilapidated 
mine structures and wait for Alyx 
to arrive. You can explore the area 
as she reaches this mesh gate, 
which is blocking your path. She 
asks if you can open this gate for 
her. There isn’t a visible switch.

A gigantic, spiderlike entity with a dark gray mottled back, this beast 
launches with its meaty maw open and, if it connects, your health 
drops to 1! However, these fi ends cannot kill you, so only fear them 
when they appear with other foes. Slam this scuttling beast into a 
wall or squash it with an object.

ENTITY ENCOUNTER

POISON
HEADCRAB

The unknown entity that attacked Dr. Mossman has now revealed 
itself to be the latest Combine creation; a mutated Strider bred 
for closer assault work and assassination missions, as well as 
bodyguard duties. Lolloping on a tripod of legs, it attacks with a 
thunderous and quick charge and fi res off fl échettes into its victims, 
or pierces them with mandibles. Currently, there are no methods 
of defeating them, but in the combat to come, fi ring heavy objects, 
slaying them with AR2 alt-fi re ammunition, dropping them with 
rockets, or fi ring Magnum rounds into them are all viable options.

ENTITY ENCOUNTER

HUNTER

CAUTION
Make sure you’re standing to one side when you’re destroying the 
planks, as the cart can run you over and cause some nasty damage if 
you remain in their path.
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RIDING SHOTGUN
O V E R V I E W

The pace to White Forest quickens, now that the open road is before you. Until, of course, the road becomes 
clogged with rusting vehicle hulks and the long-dead remains of hapless refugees and worse. Amid the eerie 

quiet of these mountains is a lonely radar station, which needs to be powered up for Alyx to communicate 
with White Forest. This area is your fi rst combat with the hated Hunters, but Alyx is ready for them this time. 

Continue driving until you reach an abandoned farmhouse and barn...although a new and frightening resident 
has taken up a corner: the dreaded Advisor. After tackling him and a Combine scout team, you quicken 

the pace, driving erratically down a winding railroad to avoid the guns and bombs from a Hunter Chopper 
attack craft. Only when you reach a Rebel  train yard can you disembark from your overheating Car, use the 

Chopper’s own weapons against it, and win the respect of your new-found friends.

INVENTORY PICK-UP ENTITY ENCOUNTER ENTITY ENCOUNTER
F R I E N D L I E S H O S T I L E S

■  Alyx Vance
■  Dr. Magnusson
■  Rebels*

■  Zombine
■  Hunter
■  Combine Pod*
■  Combine Advisor*
■  Combine Soldier*
■  Combine APC*
■  Hunter Chopper*

■  Zombie
■  Headcrab
■  Fast Zombie
■  Fast Headcrab

■  Crossbow

* Indicates fi rst exposure to entity
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