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: H n a civilizatiori so ancient that nothing of it remains

today, the first great floweririg of human knowledge

. produced remarkable breakthroughs in the sciences of .
- btaleg}r and genetics. These nameless ancients used .
. - their knowledge to create new forms of plants and
- animals that would make life better on earth. Inevitably,
A 'somr:: peopie twm{ed the sc:ence and molded violent

i - : - beasts of warwith -

hideous intelli-
gence. The mon-

_the people and
the civilization

"In the end,

' blazed with radiation and a strange 11ght The coming

" of the comet destroyed
. that race and mutated
 many people and ani-
. mals into evil forms; ' |8
= which then hid in the -

. deepestrécesses of the -
= wo;:ld Ifr the ages that

~ followed, from
the time of the
 Egyptians  and -
‘Babylonians 1o -

800 years. And

sters terrorized.

beganto crumb1e. :

forces ﬁ:uught aver

< the earth the nghts of Light and Darkness. The
_ult]mate weapon used in that war was a comet that

the Incas, the
comet continued
to return every.

with the return of
this Chaos Comet
came times of dark-

ness, destruction and disease. Fragmemed ]egenr::is of s
the comet’s effects and clues’ about its origin swere -

passed down. to the civilizations that followed, Butas
those nations rose then fell and time turned their works
to dust, only a few treasures remained hidden m‘ the
most ancient ruins DF the world. - . : :




; "3"age of ‘exploration, a-
- time of great discov-
~ eries when brave
explorers

back ‘the ' dark
= shed lighton the an- -

. cient wonders. ‘In’
- that time, a party of
- -adventurers from the .
. seaside town of South
. Cape set off to unlock one of
- the greéatest of mysteries--the legendary Tower of Ba-

Gur Sti::r}-' begms mr the

drew

shrouds of fable and

bel: Olman, the leader, led his fellow tovivnsmen and

- even his son, Will, into the tower. But then something -
- happened and the expedition was lost without a
" trace...except for one. Unfortunately,” young Will
 couldn’t remember what had happened; how he had
- been saved, or even how he had managed to return |
- home after his-ordeal. Even stranger was the fact that
3 "ﬁ.l"‘*.-"“lll now possessed rhe: power to move objects through
' hr:-ught aLonE :

“roes as they face :

“the mysterious Shadow.
But Will must go the en-

o LTt : e & SRR Fe R tE AT

The llusion of Gaia FG lovws Will and his COMPAanions .
_.as they seek the answers- to'the lost expedition. As they .

begin their journey, they don't suspect that it wi],l_ i
eventually lead them around the globe or that the fate

- of the planet lies in their inexperienced hands. Theyll

have to learn and grow and mold ﬂ"IE‘H" characiers into S
the stuff of he- '

the monsters
created by the
comet in past
ages. Mot all of
the friends com-
plete the jour-
ney. Some may
turn aside to dis-
cover new des- -
tinies. And alongthe way,
help may arrive from un-
expected quarters--from
Gaia; the spirit of the -
earth, and Freedan,

powerful knight, and from

tire distance, fighting ev-
ery battle and, returning
to. the Tower of Babel s
where he must attempt to end. the plague f.::f Ehe comet.

i and to findout whathappened to hls Fa.ther And where i
-._-_.Wdl goes }fou gc a.s well > i



: Lt"}-‘ i Frc:m It-:nry VI age She
has special knowledge and can ~ *
‘turn into a dandelion. Your
_grandmmher has asked Lnlty to
help you N your ques[

LANC I:.

Wil enjoys’ spendmg
" time with his friends, .
but he also likes to’
explore with his father. He has yetto
under‘stand the. importance of hls :
unique ablhues :

~ Lance's fatherwas also lostinthe ©
Tower of Babel. Now Lance is;' G
determined to find him. You and =
Lance are good friends and work

well mgether i

SETH

ik Folar L
W 3 i"!-.; ii"‘; s
e ok

Kara, Princess of Ed- : ‘
~ ward Kingdom, hasled
a sheltered life. She is (! R = i _
- stubborn, and insists Shy and skinny, Sethisnotvery.
active, but he is very intelligent. =
He hangs outin the secret cave,
playing games. all day' W|th

; hJS ﬁ’“tE.Fldﬂ

she wants. Kara
-sometimes causes
tmuble with:
her spo;led
Ways, but
‘she, can
: acfuall}f

be heipfu‘t

S'DITI‘E

{ . Erikis a few years youngerthan
the others, but he wants to help.
Unfbr‘funateky his youth . ‘may .-

- cause pmblems He is the mn
oF tha riches,t ma.n m tc::-wn i



choose from four options:

Start Journey
- Erase Trip Diary
- Copy Trip Diary
- Change Snd/Buttons

(NI RS

" Once you sefécﬁhié'ﬂp{ioﬁ }féﬁ'll

'-‘:.:far the first time, a Diary begtns at
| the start. Each recorded journey
] '_5tar'ts where :t was Last s,ave:d

im Earluar game,
JFse m ti‘ua D’lary

: "W'hen the Tﬁ]e Screen appears o
- you will see the opening story ex- o
- plaining the game. Push Start to

bypass this. Youwill then beableto -

be asked Which Diary? If playing - 1

.'%S.-'_' TRIP DIARY

Select this option when you
want to erase a trip Diary. You
cannm retrieve an erased Diary.

W S ERE | Chcose the Dtar}-’

Erase il ary? B 1
No and push the A
Button to erase it.

3.COPY TRIP DIARY

You can copy your Diary to
an empty slot."You cannot -
copy over a saved Dla_ry 50"
you'  must: erase
one if you have
no emply spaces

Use this'to chang&the button Functimns’ :
cor to switch from mone to stereo.
Make vour selection and push A. T-n
exit, select End
I Changes and e
" push A, or push (RS




~ Below are. descriﬁﬁdﬁs of the Cbntr’é-ﬂer Butions as - '_

they function in the Type semng You can change to :

'gfga:nes star[ WHh "Erpe: l

Pr&ss Ehe le;m} F’ad t-mave in  Press A to attack an enemy of to
o an}' af elgh[ dm:cuﬁns. i o ralk Push A again to keep talking

'— Sefect Buttdn— _' -—- B .Bl_jttﬂn s

,th Scleu[ 1600 o the Elr:-m"- Orice ol have selected an ter from
wmﬂw arid agalit Lo exit. © 2L ihe Tiem Window. push B to use it

g*u‘ne OF L0 palse. -
psh EheSmr[ Bmmn"

_"mmrﬁ thefls push Lur R

FEFFEFIENI

. lype 2 in the Change Snd/ Buttons Sa:re.an but new.

_ --A Button s |
i Defense

Turn to face the attac:kmg en-
‘emy. Push L or R and you will -

— Run _ s
Push the Contml Pad twice in, :

: the direction you vgant to run,’
'and hcﬂd ﬁ: the se-;:oi’n:! t1me :

—Start Buttan — :-‘--L!R Butt{}n_ .

To U'SE the ﬂL,II."E Fﬂd’ defel'lSﬁ 'CIF [0_.. s

! Y::-u have - ekmencsk:]ls Y::-u'
“are also a great jumper: and a
sktiled ﬁghter‘ At times, you

can tra.nsﬁc-rm mm twc- types-'j

,ﬂf WArTors. :

Ak

When you are ready (o attacic
monsters, move in close, then
press the A Button,

-'-'Ju‘mp Attack -
After pushing A, press the |
Control Pad toward the monster. .
“r'ou will strike with more power. .

Lwnrl your ﬂute in cIeFem.e




At an c»pemng m a waﬂ br* ;
mc-f move to the edge and "
push dﬂwn on the Control 28

Pad e

e Runn;ng Jump:

V’v’hen you find a ramp, c]:mb
- the nearby hill and run down.
Release theControl Pad when
yr::ru hit the ramp. ]

ThiS screen shc}ws your surmundf' o
ings, and scrolls with you as you' . ©
move. You cannot walk through * *
walls or objects. Keep an eye on .
the meters at the topof the screen. -

3 - They show how many Lives and .+
Renews you have left. Whenyou
talk to people, a conversationwin-
dow appear‘s on the: Mam Scr'een :

| — . Llfe Meter

The blue circles in the upper: left corner mc the scrﬂeeg‘-:'j i
are your Life Meter. When they are gona ymu r‘eturn_-.-' i
to the beginning of that stage, -

= Bl Dark Gems

‘This shows how many Dark Gems yr:nu
have. Gather 100 to get an extra Renew,
then start collecting again.

- Renew

: _."IF yOou are defeated. buthave ﬂne: or more: Reﬂew ;-mu 3
- will go 16 the entranice aFthe mom where ycu 1DSt }’I:}UI‘ _'-'_-.3’3?
5 '-'_._QI;EE F’mceed camﬁjﬁy! i e

—-Tele]qnesls

: You can use your telekinesis to
. move pb]:actsr when you push
- and hold'L or R. You must be -
'ﬁcing the ob;ecr to be moved.

m— Qonuersation

The people you - meet will

usuai]}r tell you somethmg To
.xt_alk push A when" you are
__='hear someone. :

: _:'T&uch a barrei orjar and push
At fi Fﬂd mu[ sf any items are.




AL c;rcie‘srtm htS meter are gcrne

3 ,When necessary }-‘(}U can tarn vourself into c:ther

: powerﬁ_ll warnors, see Pages 22 23

m Enemy

- ‘ff::u will abtain Dark Gems b}f def‘earmg monsters, 'so
_dbn t Ieave any foes behind.

| Penple

."'ﬁ::u shauld talk to everyone you meet. Some people ;
‘you should apprcaa_ch more than unce—themr words |
:':_may change aﬁer a while.

MAP SCREEN

-dungenn the Map Scree:n ap-
- pears and asks: Where are you
: gomg? Sele-:t a deshna,tlcn from
'The |1st ancl pugh A To cancel

N enem}f = L1Fe Merer appears Oﬁlj' when you- ﬁght ]
him: To defeat him, you must battle uﬂrrl alE of" the ‘red_ ;

L i M

SLak -_-

3 |~I -L-"":-;i"-'

Use the‘Radar Sereen to see. where: ycrur Fc:es are;';
___f_lurl-:mg, then pLan ygmf .a,ttacic pattern -

In dungeons o ruins, push’ -
Starttosee the Radar Screen:
1t will show: you where 3 your
enemies .are in that area:
Monsters are 1_nd_i::ated with-
blue marks, including those .
‘that are i‘]idmg :

— I‘Drce lndtcator—-—-—'
~This wmbcrl appeats on the Radar Sue::n ifmonsters =

are holding a.heart, shield, or sword Power Jewel, 1F"E'_:

you dc not:see a symbol. there is no Fowef Jawel

Number of Enemles e

Look here on the Radar Screen to see. hc:w many;_
Erlenuez are Surr{:mndlng you. . Gl

Bl Number of ltems—-———-—-:’i
This tells you how many items you :\,}mutd !::e searchmg
for in chests, jars andibarrels. .. 0 D NS

Pmsnmn——-_-———' IR

Nour p{)S]tmn 1S sh::‘.-wn cn the Rdd-&]’ Scr&en

hnemaes Posﬂmns _..._......... :--

_ B




~ltem Screen. Your items will

.ing the ite mi

._-"' _ 1‘% ItemS“

7 Choose this 1o equip an item. Before you can use an
item on the Main 5creen you must equip it.

. B, Order

e Ar:‘ange items by selectmg the item you want i repos

Select to enter the

then appear, along with a
list of options ﬁor mampulate

""-_sumn, then mowng the hand icon m Ihe new, lmanon C

== . Remove .

. Use this 1o discard. The game will prevent you from
Co dnscardmg an item you need. :

| _ D (‘Dnd {andﬂjgn] st T

‘l’bt.l can get three types: of information with this

option. First, you can, study your

- Dark Fowers mq have galned :

 Power Jewels status. Second, you @+
. can find out which item you have =
 equipped. Thtr ‘you can see whar_ :

| -—. HP Hit Points:

. Shiel ..ashaped Power Jewels 1m~-"- gl -
 prove your defensa ability so that  fe
iiyon 5uFFer less damage Frcrm altacks - Bt

As}fr_'ru deFeat enermies, P-::werdew
els will appear Ca lecting them will
boost your 5trength and. abilities.
- Check the Radar Screen often to

“make sure you get all 1he monsters et

Heart Power Jewels increase your
Life Meter. Recover low HP with
Herbs or go to the Dark Space.

- br. Extré' Renews=

Collect 100 Dark Gems o get M
one additional Renew:. They usually - |
appear afre:r you -::Iefeat mcnsters :

Power Jeweis shaped like swords -
will increase vour attack pewer Ay
you collect them : :




3-Th:e _entrance to the Dark
: Sp'ace appears as a glowing
‘ball. When you approach, it -
‘turns into a gateway. In the |
- Dark Space, you can save
““your progress. Gaia will heal
. you if you are injured, and she will give you Dark

. . Powers when you have earned them. Only in the Dark
" Space can you transform into Freedan or Shadow. Go

i :ba;-::'k through the door to return to the Main Screen.
== AL G m— .

Ga:a theguardlan S s

" your protector. When you stand |

 before her, she will talk to you.

- Gaia will restore your HP then ask if you want to
save. Select an answer and push the A Button.

-1, Freedan =

Move in_front of the leﬁ statue
to transform into Freedan, the

Da.rk Knight, -
A ez 'E. Shadow_
%en yoli stand before the ngiu

 statue, you become Shad-::w the’h _
rUIﬂmate %rﬁor e

push L and R repeatedly. Climb
. _'_'-steep h ls wn:h tl-ns rnu-.,,re e

You are better at moving or jump-
. ing over obstacles than you are at
fighting. monsters. VWhen facing
many barriers in a ruin or dun-
geon, use your Dark Powers.

== PsychoDash

Pless and hold the A Button unn!
you begin flashing. Release it and

As Will, Freedan, or Shadow, vouwill -
earn Dark Powers, which arewondrous .
skills. Gaia gives you these Dark Powers

when you are in the Dark Space. .+

m ot

vou can smash obstacles.

=== PsychoSlide

To slide through a narrow opening
or to attack foes, press the A Button

while running. ~ e

m Spin Dash =
- Hold the A Button. When ﬂashmg




. Button until Freedan flashes.

Press the A Button when

In the Pyrmmd Gaia wﬂl at last"_
_present you with the. power of =

—ﬁansfurm into Fraedan when
faced with many enemies. -

Freedan's long sword allows E trar_lsfarml_ng _n‘ltc} Shadow.
him to reach things youcan'tas | e Onice you are Shadow, push the -
Will. Freedan can also use Dark ; S DU ) A Button tofireacrescent- shaped :

Powers that Will cannot. : ljea.m al your enemies. . -

= Liquify -
With the Aura:Sphere, given
to you by Gaia, Shadow can
change into a liquid. In this
state, “he 15 ‘not harmed. by : i
enemy attacks. To IransForm equip the. Spher&: t]'nan 5
push B to wse it. In liquid form, Shadow can sink
thmugh some ﬂﬁDI’h to Dther areas. ot g

e Dark Friar :
o ShGDt from the Swmd with
~this move: Push and hold the A

: Rele:ase“tﬁ fire at enemies.

- Aura Bamer

o Craate a pmlectwe barrier by
: "'-_:"hoidlng the . ‘A Button until .
-~ Freedan is I:E:ala-,_]'ungr then push

L and R repeatedly. :

= Earth Quaker

_""""1umpmg “down.  When ¥
v Freedan lands, an earthquake
Wﬂ bﬁeﬂy freeze all e:m?:rmes -



'-.u'rfhe game, Returrl then‘r ] {"em
“the Jeweler for items and Power-.
- Ups. Collect-all 500 reach a secret
_area Jeweks are found in jars, chests.
:be:lﬂnxl wﬂam—euewuﬁerer :

both story areas and fighting:

four can find Herbs along your path

a’rfem @m,bag .of Herbs. will:
f your Jost HP.
b is lirn

Will mist find and make use’ of
many items throughout the game,

“ some -of which can only be used

once, like the Roast. Although you

find the Roast in Edwards Castle,
you won't eat it until later.

e R O N AR R T
PUZZLE PIECES
m_

*

~ Will must solve puzzles of many .
types throughout the game. Inthis -~
example. you'll-find a Diamond="
Shaped Hole, LhEn }'uull Eind - a

Several melodies can be learned on .

your. journey. Pick up the Wind

Melody on the Larai Cliffs in the.
Incan Ruins: If Will blows a melody
“on his flute ini-the right place. .

spmething good may happen.

DARK GEMS

.. When you defear an enemy, .
- Dark Gem appears in it p!a{:e
- Colleet all the Dark Gems to eam
it Renews Renews allow Will to start
.- Over.n the same area if-he fﬂs:é& a
ok ﬁfﬂ e et 3

“x\

Youll have tw _fieT*d'...?nd. _‘.-Vinj';'sé_i-a”
- Mystic Statues in‘the game.

characier. but be patlem The fght:
5 .-.-w’ll he;usn ahead] B

- Many doors throughout the game .
“are locked. Will srouse find the' s

proper keys and use them o open +
the doors: IF a door iequir'e&f akews it
and-you dont havie it a message Eon
will- tell }fou L e D

g A

i i

“MYSTIC STATUES @

Somerimes you'll be given a Statue”
" withoui having to defear a guardian




..\.

.are sure to trlumph eventually.

- Begin conversations with everyone. You
- may not be allowed to leave town if you
hewe not spc}ken w1l:h anough peopl

Dc: rmt Ieave any enemles behmd You
s ﬁannot progrEss ﬂmher in ruins or dun-, |

-'-;.:E-e 5ure to use W“II 5 abmtles wnse!},r.
"-WEiI as ]-'reedan 5 and Shadc:w s. Certain

memngﬁtenmged to be very ;:aixant At :
imes, ymu must waltfor ahe puzzle\e_kp be

 For asuccessful journey, there are a number of things © |
- you must remember to do: Ifyou take‘these a.r::uons you g

e T EE

DON'T TURN THE PAGE UNTII.

.you "ve read this message. The 1nﬁ::rmancn, tlps‘ an-:l

{echnlques described in the following pages may -re- i
duce the challenge of the Hiusion of Gaia, The Strategy

General recommends that you attempt to solve puzzles

and work through areas of the game on your own . :
before tirning to these pages for help. Once ycm ve'--'_ .
turned the pa.ge you will lose your mnocmcef i

m




'gamg where you need spec:ﬁt; heip bu; don i reaci
ahaad uniess you want ta rum !he sumnse ek

~NAZCAPLAIN
PAGE 53

SKY GARDEN

PAGE 54 _

VIPER
_PAGE5)

SEASIDE PALACE

PAGE 60

SDUTH CAPE
PAGE 3{]

EDVWARD CASTLE 5.

PM]—E 32

“LAND OF MU

PAGE 63

VAMPIRE COUPLE
PAGE 69

Ei}WARD FRISDN

EDWARE} CASTLE

PAGE 38

PAGE 34

FoMVLLAE | i

= e

PAGE 39

UNDERSEA TUNNEL
PAGE 70

/' RS
i 3 3

A

“WATERMA

ANGEL VILLAGE
PAGET0

PAGE 72

MOON TRIBE

INCAN RUINS
PAGE 41

PAGE 40

ASTOTH

PAGE 45

-." .-...-.:f.. I'\,

PAGE 74

[ GREATWALLOFCHINA /

s /’ %

“EURO
PAGE 75

MTKRESS
PAGE 76 _

"~ GOLD SHIP

DIAMOND COAST
PAGE 48

PAGE 46

FREEJIA
_PAGE 48

‘.."‘--".'.‘- .,!",

~ANGKORWAT /

PAGE 77

DAO

PAGE 79

“DIAMOND MINE
PAGE 50

~NEILS COTTAGE

PAGE 53

FﬁGE ?E

T OWEROF BABEL / o

PAGE 31




{mGEM THE JEWELERmR|

On the rooftop below the school, Gem the Jew-
eler waits to collect Red Jewels and dispense gifts
from his inventory. Gem appears in other places, || =
| too. You can send your Jewels to Gem by selecting [f.

them from your inventory.

WH s‘quest bagms in hts hometcmm ﬂf Sr:-uth Cﬁpe i
'."iHere: you'll learn about your new powers, plus talk fo i
 people for clues to the mystery of the Chaos Cometand
other secrets. You'll also collect Ihree: Red JEWE]S
V\r"’hen you're r!:ady to move on, the guard atthe t mwn' :
gare W|11 no k}nger b lock ycru s IBHE

o Companmns DF the ﬂave

"‘J"v'ill often meets with his
school friends in a seaside
- cave mthesauthpanoﬁmvm
: Eﬂk Sethand Lance demand |
a d@m-j:ms:ra.tmn of WlIl

mema] prc-we:rs :

EEEEEEEEEE

Downstairs in Lance’s house &
hidden another Red Jewel.

Inside the bell tower on the
school roof & a Red Jewel.

Jewel

: i As Yol cnilﬂ:r and return more
| The f|5I1Lrn1an rcauhres a jar Red Jewels to Gem. he offers

with the third Red Jewel inside.  you items and powers. If you
manage to collect all 30 Jewels,
voull learn Gem's well kept
secrer and enter a hidden area
of the game.

i.wed with his g,randparems 5
ola and Eﬂ l.: Listen to thelrif_-..
n:is but dﬂnt eat .

F—



e poke your head behind |

: Wﬂl& first advanture takes h]m to ng Edwards

Castle, Even thcugh you.don't have the Crystal Ring,’
. go and talk to everyone. Finally, see the King. No
m-:-u,ter what you say he 11 thmw you in pnsoﬁ

-- Breakfast for a Klﬂg

B& sure m {alk o everyone.-'

everything as if someone is ||
o hi dmg there . ‘f’oul | learn
. some useful am:l SOme mys-
: -'tarrs:ms Fa-::ts 3

Semething is rotten iin~
- Edward'sCastle: The queen,
"_'has hired 'a- pmfessmnaE
humer and tracker and Kara

‘Hamletwill help youescape.

= PalaceRumors

' butsupposedly evil purposes. -
- Make sure you talk to every-

| |
1 L ; :
Behind the pillar is a hidden
t : 2
voice and a Red Jewel B

=== L.ock Him Up!

Wil doesni't have a chance.
The King locks him in prison
no matter what you-say. Talk

to every wall and object, then
wait for messages. Finally, -

The castle is abuzz with ru-
mors of a dark hunter who
has been hired for unknown, -




'._All prlsoners must Iearn the lesion of pauence ‘N‘sll :

-should talkto mrythmg in'sight, the wall, the moss, the

ba]! and chain, the door Once Hamlet helps him

escape, he must tht hIS Way 1o Freedcm

:-:.:""13? i Lacked Up

5The only way te get out of prison is to wait. He Il drift -
~off to'sleep and dream oFa message from his father A -
Dark Gem appears and Dlman reveals WII 5 Mission.

: the pl"f’SDn door, W:II rir:-m:Es
}'-that Ieuer and i-:sa:y are tied |

o Ke;.r ﬁ‘omlﬂvenmryand open:
_ the door To the right is a
__ a.‘l"k Space m save Dhe g,amﬂ:

] Make sure you collect aIE the-_ =
‘Dark Gems that appear after

_enemies are defeated. Col-
“fect 100 of them for an extra

- Button to draw the Gems to

= Switch Hizting

Switch with ‘your flute.

. Switches open and close
'_pa,thwaysand dcmrﬁpf man}a e
- bpes. o -

/.

life. Use your special power
by pushirig the Left or Right &

you. .

- Statue Heads

In the early part of the dun-
geon, Will finds his path
blocked by two heavy stone
heads. Use your telekinetic
power to move one block
and open up a pathway be»
tween th:a stones. :

In Edward'’s Prison, you can
find an Herb in a Treasure
Chest by hiuting the first Floor  f




_"'Freedaﬁ a kmght Frcm lnng ago, oFFe;ns h1$ sermce‘ tt:&i" ':3:..-_-
" Will in the Dark Space. In many action areas ahead,
::m the EUFE‘EEﬁ Ynu Il learn abaut the Dark Gems and Sl D Yo will have the choice to play as Wt lor Ffﬁﬁdﬁﬂ

) fihr.:rw to gain an extra life with 1 0‘0 of them i Ereedan is.a great fighter.

o ':—The Flower Room

] DeFeat the bats 1o reach the
.___I]EII wuh the ﬂ::rww Select

o You'll receive a message. Hit
_the right Switch when the
'-_numeral 3 appears

Take the Red Jewel from
this Treasure Chest,

i |
1]

.wa]] cant be- hit b}f Will's

“short flute. Proceed to the :
._pm:r destmytheserpems and | &
.xenter IhE Jhew Dar‘k Spaua -

|
i
i
|
=2
L1
&

Dion't miss this Chest in the This is the final Red Jewel ta :
dark recesses of the prison. be found in the prison, ﬂ S




.I.'Hﬁ.'q'ffing: ‘escaped the.. ﬁfiﬁ'ﬂl?:;_ 3 Wi]i_: must return to _
- Edward’s Castle and help Kara escape from herimpris-

* onment. Instory segments of the game, youwon tfight, = -

-  Kara’ s Escape e
ik ly.. Gld Snorehead IS Iwmg up to his name so }fcu :

- and Kara can sneak by and escape from her room,
: Dc:-n t forget to ra:d the roast in the: basemem

but 's{:ir'ne:times' ;mu'll éxp!ere ';a_.l‘éa's and solve puzzles. -

-- Return to Sauth ﬂape
i "_Aﬁer the. cassle you'll find :
"-yDut‘se]F m—Wi! shouse. The
~ place i5 a mess. It’s bEEm
.. turnedover i‘::y the notorious
'\-3'._-_Blav:kdacka] Your grandpar- |
. ents are’ gone Lilly. of the
=i Its‘;;r;r appears at thls tlme

. newskill. By running like mad

_isitfun, itallows youto reach

Lilly takes };rcu to her home, the invis'ib;ie \.-'ii.l.ag.e' ofthe =

ltory people, home to Will's late mom:. You'll set offon

your second adventure in the Incan Ruins from here
You' I1 also find another Red Jewe] - :

=== R unning Dash =

In ltory Village, you'll learna

down a slope, you can soar
across wide chasms. Not only

]"IIE:’Vv" areas.

e incan Statue A

Jump over the chasm and
talk to the spirit in the flowers.
He'll tell you how to get the
first Incan Statue. In the cave
below, use the Psyche Dash
to open the back wall.

Laok in the log pile in lory
Village for a Jewel.




e terrible ba.ttlﬁ The:y also tell

; T.he Fic:rwer Spm’r tel!s )ﬂau t@ see Lhe Moon Tribz sa ..
. have I.;il}r suide you there. The Sha.dcrws on the

‘mountain 1op reveal more about the comet, and the;y
: _"-tell yuu hr:-w to get ‘Ehe second I[man Statue

= The Shadows tell 4'sioty eF :
the Chaos Comet, how it is -

“the remnant of an ancient,

. of how the come's lighthas &
mutated their people.

ﬁﬁu’!l h&ve -_anl},f '20 xer.:r:-ncis
ciroy the en

| -%Diaﬁmﬁd Blﬁék .. _.

-Psyc_hc: Dash t,c_:__,destl_‘ﬂ}’.the.' 2

- statdes. Fighting these ob-

. structions wor tgetyou any-
‘where. The Dash'lets you

The lost civilization of the: Incas holds the first Mystic
Statue and the path to the fabled ship of gold. Will must -

place the statues in the proper positions. on the chiff ;:‘-5
then baltle thE guarchan of the FUInS. : it

The Diamond Block fits into |
the Diamond- Hole near the - :
pit of spikes. Battle through 1o i
the Treasure Chest to win

the Block, then return and set
it:in the Hole to open a new
route;. - : ;

Use Will's power of the

ass c:n 10 theTreasu?aChe:st: :



j ':-Ierracﬁ and enter the cave. i
Mure cavesand ruins are now

— Fraedan 5 Reach

? ‘Return to. this room when you have found the Dark
" Space and transformed Will into Freedan. With
- Freedan’s ionger attack reach, you'll be able to desrmy
the statue in the square of biccks

1o e Fnur fJDld ?]ates
:The secret of the four gold
~ plates lies in the four gold §
~ statues. Will cantwirl his flute
.- and move the statues. Posi-
- tionthree of them on the plates:
- while WI stands on {he:-'_'
: :F{m’itth Admr wnlﬂpen

Dut oﬁ the c:i dﬁ:da, Iock for A

gapin the ring of stones. You ' &
can jump down to another.

n:npen for E:xpic}ratloﬂ

e

&
-
i
X
A
&
A

b g

al o

- :"-—- Wmd Melody

"As Freedan you'll ind a. doomay out GT‘[ID the top GF : :

You'll need him to blow the

: .'a new drcn::-r

chi

a glant statue. Standing there, you'll learn the Melﬂd}-’j{f"f"
DF the VWind, which is used Eater by thl S e

s Swntched Ori =

The four enemies exist in statue ﬁ::urm when you first
enter. You must bring them to life by hitting the switch,
then you can defeat them zmc:i m-:we crn, =

In ofder_ to solve the mystery
of the gold floored room,
transform back into Will.~

flute, which in turn wﬂi ope:n_




Open this Treasure Chest ko find
a Red Jewel,

........ . The Ffashmg Tile |
- Blow the Melody of the Wind at the fop. G’FT"IE SHAifS O

: activate. the ﬂeer tiles. Stand on. the ﬂaa.hmg tle untila = - 4
- * door opens in, the wall. Be pa’rlenr

__..F!af:f: lnca.n Stames A and B e siots atop the chiff
hieads. Prc-r:eecl to the three’ plllars When the wind
:'plr.‘ks up, you'll be blown to a new terrace and the

.: £3

--.entrar]t:e__tc} the guard_lan 5 la.tr_ 2

: Tﬁg@%@@%@%@n o B
CASTOTH

'.Yc:ur Cﬂtlcal target is the guardian’s claw-l Jke hands _-
Defeat them both while dociqmg hls shots, The sai’est:' £
pidd:€ ison the back lé:dge :

A first. smke d"E hands..._'"_'
rﬁ,pf,dLth- LE

Watch'out for the head bearmns.
- Diadge them as’best you can

Haying: gloriously - destroyed your T E L0
foe, its time tojump down the-hole 50 00w
which will land }uu oy the ir1f.“c|r| bhip_ S
ﬂF i :chl




e e Y
A f

"-—-The Dream

'You ve had a !:fng day and it's t:me to get some res{ i
S ' - g Crawl onto the platform and sleep takes hold. Your- i
The: am:uant fable. -::F the ]QSIShlp GF gcicf turns out 1o be .|  mom appears with por{ems Gr the comet. |- < r o
: -::_'-true Will not only finds: himself on board, but the . e e g
L Incans there seem to think he’s their I-:mg

e The Queen & {he St&tue

= - Findthe Iﬁcan Queen'on her throne below deck She’ 11
- tell you where you can find the Mystic Statie in the -
- hold of the ship. Go downstairs and fetch the statue,
then return topside. Speak to the entire crew.

When you wake up look For Seth
aboard the now decrepit ship. Seth
will give you a Red Jewel, Make sure
you dont go tw the Cueen first

i o ' ' s Jnurney by Raft = |
— The C[‘(}W s MESI : When Karatakes the ring, itis the beg,mnmg::tfthaend
o -'::The shjp won't set sail on it's Imngadelayed :{::urney You are shipwrecked and cast adrift for weeks on the - -
. until you are in the Crow’s Nest atop the mast. From - ~open sea. There’s not much to do here but fc]lcw the S

- here, you'll watch the shlp emerge into light. 3{01‘}* and eat fish. - e




Lok inthe jar outside the house
to eollect a Jewel

.The !,c:yeEy toWWn nF F‘:'eepa was named aﬂer a 5weet~

smel[tng flower, but there is decay at the roots of this

own: Here; Kara and. WII begm a new ‘adventure.

(S

'Télke the cie:ad end a,lfe:y rhen ,

5 ;Bfeak in -

20 Up I]L_.‘_Le backside of the ho-
tel to find where the runaway
laborer s hiding. Be a skunk :
an-:i wirn the pcor guy. in.

The voice in the house in the
northeast corner of town be-
longs to a coward. Break in
his door and rescue your
friend. Now you can go to.
the msnes

A man on the other side of a
flower bed gives you a Jewel.

On the sacond floor of the
Fregjia inn is Jewel #12,

Ger a jewel from a slave
trader in Freojia,




__E

. Diamond Mine, You'll have to fight emd search for lce:,-'s
pius ﬁgure out several puzzies

. —A Locked Elevator =

i There's no way to cpén the elevator to the lower levels
- of the mine without the key, which lies much deeperin

i the mme Follcrw the clues on thesa two pages.

. =—Save the Laborers =
Ycu are the r.::nly hope for these poor souls. VWhen }mu

i reach thE:m hack through their chains and they'll thank
oyou with news and useful items like keys.

o d g ddg ?E

i :]t s time to do the r‘tght ﬂ-nng anr.’s save the labrers i thE'

. through inta the second chamber. -

/"" el

S Four Swﬂches

Hit the four switches on the
cross-shaped platform to open
the door in the middle: The
lower level contains the blgr :
gest wc:ets of all.

In this corner, youll notice that Will's
hair blows in the wind, But where is
the wind coming from? Use the
Psycho Dash against the crack inthe
weall,

— Double Dark Spaces

At the end of the passage is a Dark Space w1th~::ut

Freedan, the only one who can defeat the last _?';

enemy in the main room. Use the Psycho Dash at the
back Wal] to discover a second room a.nd a Dark
Space with Freedan.

Youll need te use the P@}fchu.

In the second r{mﬁ‘l youll find the:
Dash at the back wall-to break =~ Dark Friar Power-Up tha lets you
-shucrt fire iTGITI FTeedans swurd. e




. S Keys to the Mme

.-'s‘:_

To defeat rhe enemy on the: uppe:r 1edge you It need .
i _.'Freedan :md his shot power. With the fence removed,
L youcan now get the. E]evaxor Key.

Take the elevator to the cemetery. Here you'll find
et sk_eletc:m_ everywhere, and a shiny key. In another .
. room, you ll get the Memory Melody to help Lance:

After smppmg, in FI"IE!E:]T& (o restore Lance 5 memﬂr}«*

with the Memory melody, move on to Neil's House:

Will’s cousin, Neil; lives near the Nazca Desert. He's -

H AR Enventor and he will join the ]::-:-irr)f

=== Ahead of his T;me

MNeil has invented some in-
credible’ swff, including an
airplane; telescope, and other
cool. tools. VWhen you're at
his house, check it out. Some
ofthe machinesare used later.

Talk to everyone and wandet © every corner in the
desert. In one corner you'll find the MGGI‘E‘E'EIDL Now L
you can move on fo the Sky Carden'




_R’mcwg the Naz-:a Pl.'sun ﬂcats a garden of creatures’
" warped by the comet's light. Your goal isto find the four .
- Crystal’ Balls and use them to create a br:dgf: to the "
Z'_'guarﬂlan The puzzles W|1 mm yﬂu upsuie dawr‘n :

. — TopyTurvy—

i The Sky Garden of the_
~ Moon Tribe has ahiddenside.
- IFWilisteps offa facing edge,
~he'll fliparound and land on §
‘the backside. HE Il find a
: whuif: new area to: Expiore

;_—- F irst ﬂrystal Ball

Go to ea_ch of the; four Crystal Ball areas starting with :
‘the "upper right area and proceeding clockwise. You
.".;hguldnxl‘ _i‘;aw_z.an}r trouble here. J_ust i‘_]lt everything!

ih sides of: rhegﬂfdf‘ﬂal‘d:_".
1 ;-}-:ﬂal Baﬂ :

"The guardlan statue comes alwa chn‘. Fight chF;ts Hylng :

sword, then stand back. The statue will mmve asldf;,_ e
r‘evealmg adoorto a Dark 5pace : Ao

The Enck in Ii‘us area is the i
jumping You'll have to charge
down the ramp and leap over
to the right side. Use Freedan
on the backside to strike: Foes
across rhe blccks

This Treasure Chest holds
another Red Jewel.
P ——————

Be sure to pick up Red
Jewel #18 in the Chiest,




o Statue cm tha Smch

|n th[s area, your'll have to spin your ﬂute to move the i
statue in the blocked-off area onto the floor sw:[ch A
new passage Wlll open‘up if you SULCEEd i

- === Crystal Ball Three se——
., Inthisarea, you'll have to use the switches on both sides

 to. remove. blocks. You 'must also use Will and his -
_ special abilities in several instances described below.

i The Final {erstal Ball =

This final area of the Sky Garden contams a 5enes GF_"_'_. :
rush jumps and an almost maze-like layout. Fcallc:sw the
caption directions to find the Cr ys.mi Ball e

: -_nee_ﬁ - runAing- Fhe block in the middle | Use Will's Psyeho Dash
SEart: 1o ger up to. the tean belowered from a oo reach the statues
Crystal Ball Chest® . swlitch on the backside.  and break therm.

At this point, you have the choice Alzhnugh the top jump leads n:-:}' e
of two jumps. treasure, iU's nok the Ball=

| After all that. muw:
. finally teached: the .
-Ireasque Chestl. - ;

Hlp 1) the J.w:kslde dl‘l(in‘l@l&-ﬁ your - The: Iw.-ar
- way to the lower left to Hip back. -C.‘rys.lai Ea

will Ve ihe’ stdtue the upenapace wuhc- i
},onm the,swm;h :

g]ump takes }'GU mnhﬂ: ..




i ; '_'Plaae each Crystal Ballin one 9F the holes and mddenly :
' a brldge a.ppears [hai leads to the fi nal" area. ;

'";M&ke use Gfthe D'ark S pace

. atthe upper left corner be-
fore crossing ‘the bridge. -

- The bridge disintegrates as

 you cross it. Beyond the

_ bridge waits Vper 5080 in
'.;_po'-.ﬁ.rered up.

L — Savmg gtrate gies

s -'Masmr each area com-
- pletely so that you can pass
- through ‘it wnhout using -\
i+ Herbs. Once you've mas-

_tered the area.saveit. In this
Way,yqumsavexhej—lerbs :

- Forthe tough times ahead.

~ when he swoops in. Helsr!o__t

a:rpianc are on hand Fhi

“VIPER

1In.r’apue-r, a giant eagle god; holds the second M}’S’tl{: _j:"”-
Statue at his narrow aerie above the SL:y Garden &}dge o5
his feathers and hit him g

as mean as he looks.

Viper swodps toward.
Freedan with. outstretched = =«
talons, The feathets arg ver}

dangerous. . e

Freedan fights back wu:h his mrgh[',-' swiord.”

A[mck qwckly and repeatedly.

gt
-

i
e gl

i=

After the fight, Will falls from the
platform. Luckily, Neu! and his




.. The murne}' take‘s }rc-u 15 the Seamde Palace: where Al
‘rumor of vampires haunts the halls. Your first task is to
punﬁ.f the well. Then, after talkmg to peopie hunt *

'_ : dcrwr'; the uampires in Mu
e Kara F ading =

K,ara appears in one of the :
Pa]ates rooms, but she is -
~not herself. She appears
" faded; almost transparent.
~ Find the Purification Smne
- and put it in the well.

Look for this Jewel in
a Treasure Chest
the Seaside Palace

Make sure you go
everywhere in the Palace

These three Red Jewels
are relatively easy to
ta find the {hrer.-: Jewels. find.

S ' ——
e

. learn much mc:-re:

s The ?urtﬁcatmn gtune ST, v
'L’l]'f" has beert tra.ve;lhngm MWill's packet but $he Stk ﬂ’y L
into the small openings in the coffins to report on their = -

contents. In this way, you'll be able to ﬁnd the Funﬁr::a.ﬂ'___ ;.':;.3';3'
tmn Stcrne ' . el '

- }-‘Ioré Faded Fri'enr:ls .......................... _

In the lower reaches of the

Palace, you'll find more of -
your companions suffering
from the same, strange ef-:
fects. Take the Stone to the. -
lowest basement.

Now that you've found the:
fountain, select the Purifi-
cation Stone and throw itin,

thewater. Theeffectsaren’t -
dramatic, but you can now '

100 g SRR S e SAEI ot ol




o ThEse pcmr saps were SDld' :
bythelaborertraderstothe &
_vampires as a living blood -
~ bank. The:y 1l tell you that

.. the vampire pair can be -
ﬁ;\und in Mu.

'-— The Ke)z; to Mu

Ta,[k to this person in. arﬁler to cbtam the key to the

- doorway upstairs in the Palace. With the key, you can

/ .unlock the: parh to the lost realm of Mu.

: Mum‘a}rberheb[ggestchﬂ«
.'-'Ienge in the game, at least. §
5o far. Early on, return to [
: .the Dark Space Il'i the 'Sear_

Suddenly the enemies ﬁght harder a.nd the mazes are
tougher. The puzzlingsta.tues stare atlost secrets. You' Il
learn the Psycho Slide, find the two Statues of Rama

.and eventually face two pcwerfui VAMpIres.,

o Enemy Alert =

What's going on with Ihes.e mcmsters? The;; seem .

considerably tougher than those in the Sky Gan:len,_ 5
The same thlng happens at Angkor Wat. For now, dc G

your bESt and hunt down the Dark Spaces-

Ih-f, IYSLEFOUS StalLes are gmn.b The Flasher wizards .appear and P :
yioU a clie:in [hf‘ way they look., vanish at random while firing shots: - =

Look in this chest in Mu 1o
find Red Jewel #23,

ERGE R




: Move them by hitting them or using WH s telekinetic
- power. Bounce off' them and run to go up hills.

. Hit the ring away, -or draw it
i toward you using Wills power,

| Ruc-rn of Hope

When you ﬁrSt pop inside
- thischamberthereisn'tany- -
. thing you can do. Come
. backonce you've collected
-~ the Statue of Hope. There
- are. iwo statues and PO
mam:

""""'- Statuas of Hope

::._'Lcrﬂi{-_-f"w two locations
- where stone heads are set-.
. at 90 degrees. ‘Follow the
. line: of. their gaze, stand in B8
=0 hat Spﬂt" and push the A
Bu;m::r as if. taﬂ-'.mg Yuul -

: _.md The Statues i

.'h-e ﬁashmg nngs cam be a ﬁ‘i‘ndrﬁnce as well asa heEp -

~ For a boosl. activate your fun
“-right after buuncm& off the ring.

--'-....._ el by ML R ._-:59 s

. ; i i {?

Return to the Raorns of Hope once. you h:we {he ;

statues: Ascend the alar. select the Statue of Hope and"'-:_' v

use: it The water wnl] dmp one leml s e

=== Bouncing Up
Bounce off the flashing ring
at the bottom of the incline - 8
and quickly push the Con-
trol Pad Up twice to acti-
vate Will's or Freedan’s |
run. You'll race all the way-
up the siope

There are several areas cF A —
spikes that pop out of holes.
In this case; the switch will -
lower the spikes for a few:
seconds. Hitthe swnch then
run- up and run down (o]
LlEEI‘ the Sp!kes :




1 Mu an& Iarter areas you l’h%ave‘ o shde thmugh Iow i
‘openings in walls, Only Will can use the move . He can |
also a.tta.ck enemies wh:iﬂ Psychc Silcllng R

“Run wowards the hole, then push
the Attack Button to Slide,

-q.ﬁr ﬂ:&lﬂ awards you' with the - Psycho
s Sik:ltr in the- Dark Space.

' —— Stal‘ue of Hope # %

-As beFore look for two stonie heads and where thmr
gg.zes meet. In this case, it is on the narrow ledge below -
one head and to the right of the other. -

¢ pair r.:anr he thtai ss} s.auﬁ your
F-:: heﬁght ,a.tthe erfd "*g :

.Lc-;k Fcr thts area west of

‘Here you'll find the first

- statues on the altar and sit

the Dark Space where you
received the Psycho Slider;:

Rama Statue, whichis a key _
to reachi_ng ths'a- eﬁd '::-FMu.

The seccrnd Rama Statue

can be found in a cul-de-.
sac north of the Dark Space.
With both statues in hand,

you can proceed to the fi-
nal area, and the battle

agamst the vampires.

L Pla{;mg the Rama 5tatues ........._.._
Southeast of the Dark Space in the]nwestlevel oFMu. o

you'll find a room with two altars. Place your statues
here. You’ T] be transponed to the Mu Burial Gmund e

Inside Ramas roorm. 'piao‘% the:
it

Talk to Rama and Thﬁ‘-‘:plrlls m
ack.- o i

‘this areﬂ




- all the spirits. After that, return to Rama and talk to him

@éﬁiﬁ?ﬁe’!l Dpe_fi_ the passage to. the vampires.

: 'Rama gwes you [he Mystic Statue in this area, but
-"-f:'clon t let that fool you. The real fight is just ahead.

e vamp:res

(_Zie- to thra: bask mF the mnm ahd Iaik to Hama, Il‘tEn WSII :

. -- M)fstu: Statues --—-—-—--

After recem;ng the itatuE you'll have to. face the two

; 1

ﬁfﬁ%‘é@whmﬁ@%ﬁ
- VAMPIRES

JaLk and Silvana, the two vampires that hawa deva&«
tated Mu and the Seaside Palace, greet you with fast,
coordinated attacks. Make sure you. fi ght them: . as.
Freedan. Keep moving and -
avoid the combination at-
tack at all costs. -

@

Concentrate on one. at 'a. .
Lrme. Stay near intersections
soyou candadge” . -

[he  combimation . attack - can
reduce yourenergy by ahnut a
third. Run from it

t which ones:
| one
I BRe

- The time bomb must be defused.
- b euccing either wire will da th-E
¢ ; T o ]Db :

Hide around corners - and fire

Freedarts - Dark Fridr 5hm'> =




o hﬁer your gallant defeat of the Vampires, Will and -
_‘company hike under the Great Ocean in a tunnel
" made by the people of Mu. Although you must eat

mushrooms to surw-.fe the-re 15 no real danger.

o e

e EJ":FIEL[ & wisit from Seth, who'is
S 1I5U3| S : Cnowe in fishy. form.,

" Talkto everyone ]I'|[|‘|E[Llr'|r‘|f_| as

- The aricestors of the ancient Muiars now live under-
e ground in Angel Village where they must hide from the
."___':Sunshme Expect Kara 1o cause trouble.

o === [shtar’s Door

: ..',_"Qne o the natives guards
“the door to the deep pas- .
. sage where Ishtar ‘the
. painter works in solitude. .
"‘-You will be w;an*ned of the

dagged heyond the door L
-bm y-:m must go n:-n

e Tunnel omeds ecc—
Llsten 1o the advice of one na- f
tive. She says that the f_]_ames :
bend toward the exit. Also look
for wind and listen for a water-
fall. Use Ihe Psycho Silderwhen
neCessary.. .

=== Kara is Nicely Framed
You must solve four puzzles o EEES
earn the Magic Dust that re-
stores Kara to three dimensions.
Lookforthe colorofjars, chang- -

ing chest contents, and wind in
Will's hair,

Look in this: Chest in the
basement of Angel Village.

Check out the fountain in
the dance hall for a Jewel

[ A Jewel is hidden inthe room
next to lshear's studio.

In the third puzzle room. the
Chest containg a Jewel.




: it seams that every peacefui tc-wn has a hldden s1de fn :
: '?i"'%termla, the shadow is cast by a deadly gambling

¥ game. Wllmust also travel to the GreatWal] cFC,hma,

e ihen retum o Watermia - '-

. wem Kruks Aren's for Sale
: ..-'There 5 nGWayWil can buya Kruk tocross the desert

L ‘He'll have to win atRussian Glass to obtain the:ammajs i
Ramember the nght gla.5$ 150 t' I

After returning from the Wall,
the-leaf takes you 1o the pame.

- The real action doesn't take place
-here_ bul:-on a Si.’pal’éll.li'raft.

j_ancedlscovars his ma.cl dad

in "u’*.f'atermra Wil comes'_ 1

'Slaytng Iaik o Lanca, i
'Lance dad then Lance_._
again b Fc:re Ieamg- i

Lance and L1I]y vamsh af'f
fer the party. Maybe trie
love is just as unpredictable .
in video garmes as itis in real
life. It’s WVill’s job to get
these two ‘crazy klds ba.cl-c :
together. :

e Lance Leaves A Letter

So Lanceis gone zmdnorhmgmhappemngm Watermm e
Check your inventory and you'll see Lance's letter.’
Hewmg done that, y::su ‘can go cm o the Great Wal[

The Grear Wall of China is now
*adestination o your travel map,

Natice that there is a letter added
Lo your irventory. Read it

Look inthe jarsin the gambling

This Jewsl in a jar can be found !
howse 1o find a Jewel

on the left side of Watermnia,




FO] Crwmg Lanc.e to Ihe Great Wali Wil tracks hls

ﬁ'kend by picking up shiny pieces of the hecklace that
" Lance dropped. You'll learn the Psycho Spin and battle

.'3the figrce Sand Fa.nger for rhe fourth Mysnc Sra.me

= Spm and Jump - —

3 thh the ﬁ}ﬂ:ho Spin, Will can hurl himselfup ramps

e BmL

action to attack enemies.

-',‘-IU ﬂﬁwn fro-lrl l:hf: hedze here Youll cruise over sirj'pés to reach
o rt:ach []1& Dlark Space b&low new. areas of the ‘Wall.

Diont pass up this Treasure
Chest in the Great Wall. There's
a Jewel inside.

and .make long leaps. You can also use this spinning

T"he cemer r:nf the nﬂmnous laborer trade is Iaca ;
hére in Euro. Incidentally, soisthe Rolek company; anc[
Neﬂ s parents, who own Rolek. To find the ‘connee
tion, W:]l needs the Té:a.pot on M, Kress. Sl L

o The Statue in the Shrme PRSI ;;{__-j‘

Wil finds a statue in the
Shrine down the alley. fewill-
move aside to reveal a hud-
den room. Inside the room
vou'll find chained laborers. -
Hear their terrible tales. -

A girl named Ann exchanges
a Jewel in reurn for Apples.

| In the dead end alley near
B Rofskys youll find a Jewel.

Feturn to Watermia from
Euroto receive Lance’s Jewel

Examine the barrel in the
Shrine. A lewel is there,




i _"Nillr 5. sea.rch i truth ]ea.ds to thf: mushrcmm feres-t ch A5
i Kress You' win the Aura Barner for Freedan, but :

[ o must also navigate the confusing maze. Cartogra«
.~ .phers will succeed while others are lost. :

ik Magm Mushfoom Drops
‘will cause broken vines to

; "Efcrw'togethen-Wiil should
find three such Mushroom
- Drops on his way 1o the
- Teapot. One Drop mends
i -_-.'_c:ne hrekan vine. -

Use the curvmg ends of
e 'Eﬁhés*_l:{: leap over to new
' 1 areas. Rundown! the vine
~and you'll fly off the end,
"'|andin'g:- saﬁaly Fﬁr"awa}r :
. The ramp vines add to the
-ﬂ{}mphaxlty of this maze

Only one Red Jewel s in a
Treasure Chest on Mt Kress.

Deep in the jungle near the Natjves' Village is the =
mysterious ruins of Angkor Wat. Expect some of the
toughest fighting yet from the bizarre mhabltams F:n-::l.-_ £
the ﬂkeletans in thE: caurtyaid for tips and a:d

'-— I@lendmg the “ng e . |

== Vine Jumping et

Look in a jar in the hut in  Open this Treasure Chest in
Matives' Village for a Jewel the temple of Angkor Wat.

Co into every room to fird Angkor Wat is a Jewel
all the Jewels in the temples. collector's paradise.

Anccher Jewel in the vaults A girl you restore from stone

| of Angkor War, gives vou a Jewel




© game, 'fam up a storm and pr'eparé'ﬁ:f" the Pyramid.
- You' re nearmg 1'he end now, 50 chechom ewerythmg

- 4----01man s Juumal

: j"..W:If receives a package [3
~ from Bill and Lola contain-

- ing his father’s journal. In
. the notes he finds a partial
_._-';‘tl*.a'.ﬂsiaticn of ancient Egyp-
L tian hlerogiyphms, Wh]C.l'!
w1|| pmve mvaluable

Look in the bushes at
the right side of Dao for
the Jewel.

You can win two Red |ewels

Hit as many snakes as you
at the Snake-panic game.

Can in a rminute to win.

M-:;:s[ cF t’ne Pyramid: Ines de—‘:ep unde:rgmund T reaﬁh e

those chambers, you must transform into: Shadow:.

The puzzle of the Pyramid is in six pieces: Put them

together then face the Black Ja.r,l-:al and the Mummy ;

e L[qmd fghadow _———

“:c[er:t the Aura Ball to turn Shadawind g puddle of .
liquid to seep through cracks and reach hidden areas.

He can also use it Fc:-r defense in the Tower oF Babei 5

= Turpinte liguid and seep downitg
'wherf: the teal action 5.

Youll first meet Shadow in the
Drark Space in theupper Fyramad,

— X Hlemg]yphlc Tlles

Each thhe six doors leads
to a h]ercglyphlc tile that is
used in the Pyramid's top
charmber. Place ther in the
slots in the same order that ;
they app@a:r in: C}lnmn s
i-:mrnai ;



i

_ ledgeandjump down when
th&ghcsts expand outward.
- Continue in a circuit of at-
tacklng jumping and dodg;
mg Use Dark Friar. shms

e Méet the Mummy Queen =
A Freadan attack {he_ﬁ
v ;‘_ Mummy from the upper

Always try Shadow's liquid
to find rooms below.

In some areas, vou'll have to
e Will to reach the Jewels,

Explore the Pyramid carefully

o find this Jewel.

Walk through
MLmmy slots.

empty

Look for invisible enemies on

the way to some Jewels.

o=

A

- you first 'Mu'ghll.rheae' foes, G

R OF B

At long last WiIE has. retii{ ned to the enigmatic Tower
of Babe] where his father’s expedition was l6st: The
battles ahead will truly test your w1l1 Hrere:ﬂ I:e aH the
aHSWers t your quesmns !

--'—_Arr Neil -

Timeisshortand the Chaos
Comet is approaching.

Luckily, Neil shows up in

his airplane to.take you from

the Pyramid to the Tower
of Babel where you dmp in

unannaunced :

sme ()1 Mure Time =

You'll have 1o face all the guardlaﬂs one more time. e
You'll use Shadow, and you won't be able to save OF o
heal up between man}f of the ﬂghts A

Use Hlerbs only after losing to .~

Use the saine techniques asawvhen , .
~-obtain the maximum benefie. =




_RE'I.I’-E

. WAHHANW ﬂNﬂ SEH‘WCE IMFUHMA Tfoﬂ _
F-MONTH LIWTED WHHHﬁNT"f {F’br Hardware, Game Paks, & A-:tessur’es]

Rl 1..{}|'Iﬂ{';| t.';-f ﬂ.fﬂ&rl[:._’l Ing: " Minte I'I-:_".:I:I 1 WREFANS 10/ the I:I-I'I-"_.jll‘lal po sehager that this nfl:lduﬂ

; gt 3 : Lr i fafs rlﬂ‘-"{ﬂr[‘-‘, garnge paks and EI“IT-{:‘GSK!-JI."'S} ahall bee free from defects in material and “{!THMP T'ISJ'IIFI
e gauﬂtlet GFguard!an attECks g 4 poriod of three (3) months from R dabe of P rehase, o & defact coverad by this warr.qnty
i F@uiﬂ a.cﬂjaﬂ)«' meet y@ur i cours during this three (3) moath warrgnty period, Mintendo will ..r-'pEll" ar r&plaré the defactive

-::-.:Iu:,r ar componEnt . part, at |Is ‘option; free of charge.

~destiny at the t:ﬂmet itself.
B it: I'L h ADDITIONAL 3-MONTH LIMITED WARRANTY rHarn‘wau Dn.l'yj :
u W at awalts you t ere 1 {intendo warrants to the eriginal prchaser that the hardware product shall be fiee from defeécts
Cann@t E)E fgretc.]d YQU : o n ‘matarial and workmanship for an additignal three (20 monifs beyond the original 3smonth
S varranty paried dascribed above. If-a defect covened by this wairanly ocours during this adegitional
: I'I]:USI S:EE_ 1.i I_'_Dt' }"GLU’SE.H'. d-grignth warranty period, Nintéado will repair the défedive Rardware product o cofmpanint frise -
TR HEY if chargs. The eriginal purchaser is enfitled 1o this additional 3-marnth limited repalr watranty dhly.
F'the Consumer Preof of Purchase Card (attached to the hardwara packaging when sald) iz
sturned promptly after the date of purchase to Nintenda by the griginal DLIT':.J‘IfJ.uﬂr o orlgt‘:-nl
wirchasar's ratailer, o

WARRANTY SERVICE OR REPAIR/SERVICE AFTER EXPHF#ATIGN aoF WA.FI'.H‘AHTY :
The final Red Jewel is hidden in the 8 fow may need onry simple instructions to correct any problem with your mﬂﬁu.d_ Cal the
alear ar the Tower. : MINTENDO WORLD CLASS SERVICE" Consumer Assistance Hotling at: 1-800-255-3700
rather than going to your retailer. Hours of operation are 4 a.m. (o Midaight, Patific Time,
donday - Saturday, ard Ba.m.io 7 pon., Pacific Time; on Suhdays imes subject to- chahge) 1§ ¢
he problam cannct be solved over the telephong, you will -be refarered Il:l't;w_rl_uar:b&: T
SUTHORIZED NINTENDS WORLD CLASS SERVICE® Cenfer ar you will bz otfared BROrEss
‘actary service through Mintenda. You also may réfer 10 yolr yellow pano&_dire:cwr?.--isndur the &
ieading of Video Games - Service 8 Ropair, Tof the nearest authorized service Jocation.In some

? ; r instances, it may be necessary for you to ship the complate product; FREIGHT PHEFPAID AL
_ ‘ ISlt {}Em e | NSURED FOR LOSS OR DAMAGE, to the nearest service ncation :
WARRANTY LIMITATIONS
Gem the Jeweler can take you to & secret area 1f}"°u THIS WARRANTY SHALL NOT APPLY IF THIS PRODUCT: (a} IS USED WITH PRODUCTS
- have col[ecred all 50 of the Red Jewels in the game NOT SOLD'OR LICENSED BY NINTENDO {INCLUBING, BUT NOT LIMITED TO, NOM:
H [1 ] E h ]_-I_ 3 ICEMNSED GAME ENHANCEMENT DEVICES, ADAFTERS, AMD POWER SUFPLY DEVICES)
~riella 50 fﬁ’“ﬁd 15 SUTPHSIHE 1533‘")" b} 1I8°USED FOR COMMERCIAL PURPOSES (INCLUDING RENTAL) OR IS MODIFIED DR

TAMPERED WITH; (<) 1S DAMAGED BY MEGLIGENCE, ACCIDENT UNBEASDOMNARLE USE,:
QR BY OTHER CAUSES UNRELATED TO DEFECTIVE MATERIALS OR H‘IOHKMP.NgHIP I:Iﬁ
{d} HAS HAD THE SERIAL NUMBER ALTERED, DEFACED OR REMONVED. -

MY APPLIGABLE IMPLIED. WARRAMTI ES, INRCLUBRING -~ WARRAMTIES . DF'
MERCHANTABILITY AND FITHESS FOR A'PARTICULAR PURPOSE; ARE HEREBY: LIMITED

N DURATION TO THE WARRANTY PERIODS DESCRIBED ABOVE (3 MDNTHS Of &
MONTHS, AS APPLICABLE) . IN NO EVENT SHALL MINTENDO.BE LI."—'«.E-LE FOR
COMSEGUENTIAL OF INCIDENTAL DAMAGES RESULTING FROM THE BREACH OF AT
MPLIED OR EXPRESS WARHANTIES. SOME STATES DO NOT ALLOW LIMITATIONS ON
HOW LONG AN IMPLIED WARSANTY LASTS OR EXCLUSION-OF CONSEQUENTIAL DH
N"‘II.'.‘IFNT:LL DAMAGES, 0 THE ABOVE LlI'UEITATIDNS MAY MOT APPLY TO YOU.

Thia wa{rangy qiveE yiou specific Iagal rights, and you may alse have other rlgh‘ts wirich v‘u‘y froms

Meet Ceftirhe alley at Daovand 2%
5 ﬁ};fﬁmﬁl{ﬁ El'EHEHahEFSECIE‘L e '. S state 1o/ slale. Nimendo's sddrass jg'as st fl:-r1h anl the back covar of thl& manual:

T

f 'rl‘lr:'lfp‘lﬂl'\{:fﬂei wiid onl lgmare'tlnlad&lame:

. T i




MNintendo of America Inc,
FO. Box 957, Redmond, WA 98073-0957 U.S. A, easrenm



