
T H E 
S E C R E T 
E VO L U T I O N
Deep within the bowels of Research Lab Aether Magatroid investigates a 
creater long gone unoticed. Is there a natural metroid in Metroid Prime?  
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ABOVE

Front view of what 

appears to be a 

natural metroid 

evolution within 

Research Lab 

Aether.

T
HE SMALL, FANGED, 

jellyfish-like creature 

known as a metroid is 

a well known enemy 

in the game franchise 

which bears its name. However, what 

some people do not know is that this 

small creature is only a baby: metroids 

evolve.

With the exception of a brief appear-

ance in Metroid Fusion, the evolved 

forms of the metroid species can only 

be seen in one game, Metroid II: The 

Return of Samus. But is this true? 

We’ve discovered a mysterious crea-

ture in Metroid Prime, an unidentified 

specimen which may just be an unrec-

ognized marvel: an evolved metroid.

WITHIN RESEARCH LAB AETHER 

The creature in question can be found 

in Metroid Prime, in the Phendrana 

Drifts. The room is the space pirates’ 

Research Lab Aether. In the center of 

the room is a tall containment tube, 

with a strange specimen in it. When 

you first reach this room, the speci-

men can be seen quite clearly, though 

it’s difficult to get a good view of the 

creature due to its positioning in the 

tank. Later in the game, after acquir-

ing the thermal visor, the lights in the 

room go out, making it impossible to 

see into the tank. The specimen can 

still be seen using the X-ray visor, 

or enough light can be generated 

with the plasma and wave beams to 

see into the tank. It does not appear 

clearly with the thermal visor, making 

it apparently dead or in a state of 

cooled hibernation.

This mystery creature is not identi-

fied by any of the scans in the room, 

it cannot itself be scanned, and there 

are no known references to it in the 

game. The predominant theory to this 

point was that the creature ▶
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was a heavily mutated parasite, produced from the same family 

as the plated parasite and the parasite queen. However, we 

believe that the creature is in fact a gamma metroid. Both the-

ories are valid, both have supporting evidence, and neither is 

definite.

PARASITE OR METROID?

There are many reasons that this strange creature was believed 

to be from the parasite family. First of all, the skin of the creature 

looks very similar to that of the parasite queen. It’s a very strong 

r e s e m b l a n c e , 

and in a game 

with graphics like 

Prime’s, that can 

count for a lot. 

Furthermore, the 

mouth structure 

on the creature 

resembles the 

log book illustra-

tions of the para-

site queen’s jowls. 

And since we know very clearly that the pirates were experi-

menting with the parasites, it is reasonable to believe that this 

creature is merely a parasite mutation. However, there are two 

problems with this creature. First, it has no legs. Since there are 

no known species in the parasite family which can fly/levitate, it 

is unlikely that this creature would be able to move if it were a 

mutated parasite. Since the creature is not active(presumably 

dead), it is possible that the legs had fallen or been cut off, 

but this is pushing things. The second problem with the crea-

ture can be seen on its stomach: the creature has a strange 

nucleus-like structure on its stomach. There is no such bodily 

structure that can be seen in the parasite family, or on any of 

the other creatures which are native to Tallon IV.

As with the parasite family, there are reasons to believe that the 

unidentified creature is actually a metroid. The most convinc-

ing detail is the strange nucleus-like structure on the creature’s 

stomach. While it is unlike anything seen on any life form from 

Tallon IV, it is very 

similar to the main 

body of a larva 

metroid. And as 

metroids evolve, 

the nuclei moves 

to the stomach. 

With the right 

lighting you can 

see a clear mem-

brane outside the 

nucleus structure. 

As of now the creature takes a split path; either it is a para-

site experimented on by pirates, or it is a Metroid. There are 

a few more subtle hints in the room that imply that the crea-

ture is the latter. Most prominent of them is the inclusion of two 

‘glitched’ metroids on the lower level. These can be found any 

time you go to the room, as well as the first trip. If you recall, 

And as metroids evolve, the nuclei moves to the 
stomach. With the right lighting you can see a 
clear membrane outside the nucleus structure. 
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Research Lab Aether was the first area in Metroid Prime that 

Samus encounters metroids. The first one is scanned and 

behaves typically, but there are two metroids on the lower level 

you can fight by attacking their tanks.

If you attack the tanks the metroids can be scanned to reveal 

a non logbook record that states: “This High Energy Lifeform 

is a Metroid: Alpha Type” (See bottom left photo of previous 

page). This was either a working prototype that never got fin-

ished, or a glitch, though the likelihood of it being a glitch is 

low considering Retro Studios was most likely well aware that 

Alphas weren’t included in any games prior to Metroid II: Return 

Of Samus. What is far more likely is that this was a hint from 

Retro to delve further into this room (or as mentioned above 

the makings of an unfinished prototype). This led to the dis-

covery of the creature in the tube in the middle of the room. 

Scans on the lower level tank reveal it to be a failure, albeit the 

failure in question was a test of Space Pirate design, however, 

was there another factor that made this experiment a failure? 

Further scans located near the tank but higher up mention the 

metroid’s vulnerability to cold, but one in particular once again 

stands out. The scan in question mentions that metroids should 

be subdued with ice, perhaps more shocking is that it mentions 

even metroids that appear to be dead should be included in 

this protocol as well.

In Metroid II: ROS the evolved metroids exhibit a trait that no 

other metroids in the series have, not even the game prior to 

it. The metroids appear to stagnate in one spot or location, 

completely immobile, almost docile until they spot prey in the 

vicinity and then spring to life and attack. This is likely due to 

the games engine, but it provides sufficient evidence to make 

such a claim, because it did happen, regardless of limits in pro-

gramming. The scan above could be applied to this behavioral 

trait as it seems that there must have been a reason for this 

protocol to be established. A live, but stagnate metroid would 

fit the bill and supply us with the claim that evolved metroids 

behave this way in order to allow potential prey to draw closer 

before they spring into action and attack. If this behavioral trait 

coincides with the aforementioned pirate scan this explains the 

reasoning behind subduing metroid specimens that appear to 

be deceased.

POWERFUL FORESHADOWING.

All in all Research Lab Aether holds a good deal of significance 

because it is a room that contains some powerful foreshad-

owing. The Alpha scans foreshadow Metroid II and the room 

name itself foreshadows the name of the planet in Metroid 

Prime 2: (Dark) Echoes. It wouldn’t be a stretch of the imagi-

nation to believe that Retro Studios would have included an 

evolved form of the metroid species  within this room as well. 

Unfortunately until confirmation from Retro Studios or Nintendo, 

the creature within the holding tank will continue to be an 

enigma. The Secret Evolution. ▣
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Scan reading of a 

metroid in Research 

Lab Aether. 

CENTER

Close view of the 

back of the creature 

within the center of 

the tube.

RIGHT

Easter egg of 

Metroid Prime 

Hunters for the 

Nintendo DS..
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