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This official seal is your assurance L
that Nintendo has reviewed this i
product and that it has met our LA
standards for excellence in workman-

ship, reliability and entertainment

value. Always look for this seal when
buying games and accessories to e
ensure complete compatibility with s
your Nintendo product.
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H n a cwlhza.tlori so ancient that nothing ofi It remains

today, the first great floweririg of human knowledge

- produced remarkable breakthroughs in the sciences of .

~ biology and genetics. These- nameless ancients used -
" their knowledge to create new forms of plants and
~ . animals that would make life better on earth. Inevitably, -

: "some ‘people twmted the science and molded violent

- beasts of warwith
hideous intelli-

_.sters terrorized
_the people and
the civilization
began to crumble. -
In the end, two .
- forces fought over

: '_.',""'the earth the nghts of Light and Darkness. The
'__;ultlmate weapon used in-that war was a comet that
. blazed with radiation and a strange light. The coming
~ of the comet destroyed . .
- that race 'and mutated -
. many people and ani-
.~ mals into evil forms,
. which then hid in the
“deepestrécesses of the - - |
: world 1n the: ages that-_ | Qa

gence. 'he mon-
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“followed, " from '
_the time of the -
Egyptians “and -
Babylonians  to -
the Incas, the
comet continued -
. to return every
800 years. ‘And
. with the return of
this Chaos Comet
came times of dark- | i
ness, destrucnon and disease. Fragmented lege:nds of
the comet’s effects and clues’ about its origin were -

passed down. to the civilizations that followed. Butas

those nations rose then fell and time turned theirworks.
to dust, only a few treasures remalned hidden tﬁ the
most ancient ruins of the worlcl e
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. age of “exploration, ‘a’
I.aj{_:nme of great discov-
“teries when brave -
© explorers drew

~back the "dark

i -shedltghtonthe an-
~cient wonders. ‘In
. that time, a party DF
“adventurers from the .
.seaside town of South

;m 0ur Story begms m the e T e
5‘ 5 G

shrouds of fable and

Cape set off to unlock one of

the greatest of mysteries--the legendary Tower of Ba-
bel. Olman, the leader, led his fellow townsmen and
- even his son, Will, into the tower. But then something
§ ._happen_ed 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
-« Willnow possessed the power to move objects through
i '~'Th0ught alane
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= The lllusnon af Gana Follows WI” and hlS companlons-; :

_.as they seek the answers: to the lost expedltion Asthey . -

' begm their journey; they don’t suspect that it will

eventually lead them:around the globe or that the Fate-"-;'_'-'_:-
- of the planet lies in thexrmexpenenced hands. They’ll -
~have to learn and grow and mold their characters mto DL

the stuff of he-
" roes as they face
- thre “monsters’
created by the
comet in past
ages. Not all of
the friends com-
plete the jour- .
ney. Some may
turn aside to dis-
cover new des- —
tinies. And along the way,
help may arrive from un-
expected quarters--from
Gaia; the spirit of the -
earth, and Freedan, a
powerfulknight, and from
‘the mysterious Shadow.
But Will must go the en-
tire distance, fighting ev-
ery battle and. returning
“to the Tower of Babel

- - — -

- amem " » - - :

-
-
-
-
-
-
-

- where he must attempt to end the plague thhe Chmei

andtofindout whatilappened to his Father And where_.

[ '1'_'_-__W11I goas you go as Wellf
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Wil enjoys spendlng
time with his friends,

but he also likes to
explore with his father. He has yet to
understand the importance of hlS
unique . ab:lmes

. ]( ;"'\ l\ 1’\

kU stubborn, and insists
= ) upon doing whatever
- DN 't:' she wants. Kara
' .sometimes causes
. trouble with
“her spoiled
D) ways, but -
'she, can
| actually
be helpful
_somie-.
51tuaﬂ5ns




‘turn into a dandelioh. Your

help you inyour quest

LANC l;

.....

Lance are good friends and work g
well together: - R

Shy and Skinﬁy, Seth s ﬁ.ot.very‘?'_

his friends.

ERIK

.....

oF tha richest man m town

Lill}’ is from ltory VllIage She-;-.-‘- _;'.
has special knowledge and can

grandmother has asked I.illy to 2

il ange sfatherwas aJso lostin the - '_'~ ;
Tower of Babel. ‘Now Lance i ISE e
determined to find him. You and

active, but he is very intelligent. *
He hangs outin the secretcave, . -
playing games aﬂ day wnh-_,.-'.-

o . Erikisafewyearsyoungerthan = .-
the others, buthewantstohelp. = = -
Unfortunately, his youth may
- .cause problems He is: the son
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H Eopy irip Diary
llnnq “wifyal {tlr':‘lnﬂ'

MWhen the Title Screen appears,

you will see the opening story ex- :
- plaining the game. Push Start to.
“bypass this. You will then be able to -
' 'choose ﬁom four opt:ons

_ 1 Start Journey
- 2 Erase Trip Diary
3 ' Copy Trip Diary"
‘4 Change Snd/Buttons

1] Once you select this option, you'll
mi be asked Which Diary? If playing
mina | _"-jﬂar the first time, a Diary begms at
8| the start. Each recorded journey
| starts where it was last saved.

B [which tiarve

'E) return o an “earlier game; | [T

l'“]"{ 1||“H I“FI_l

'f'-'h-_"'“« move thejcursqr to the Diary | SIS

A Sse Pa e 20 to | Hf:!?"ﬂi'ni’"iifi'.ﬂ - i
8




COPY

Move which Fh...r- = an empt)’ SIOt
1iars boalweareil g
'-"."'5 ‘1.!'!! el o

you

Diaryd Start from beginning

Select this optioh"WBeﬁ“ you Gy

—— ~want to erase a trip Diary. You
i} Erase which Diary? :
HE A ~cannot retrieve an erased Diary.

Choose the Dlary,-'”.

Biaerd tncy puin el st
diarvd South Nape Erase diary> B -
HPR STRI DLFD b::-; and pUSh the A

Button to erase it.
TRIP DIARY
] You can copy your Diary.to ©=

You cannot .
copy over a saved D:a:ry,_so' ;

must EI‘&SE

one if you have_ .
no empty spaces 7

4. CHANGE %I\D;BU r'mm

Use this to_-change'the button functions.

or to switch from mono to stereo.
Make your selection and push A. To

3 Changes and
II'Inln:';t- Snel Mt tons push A Or pUSh

il Sound anren F B

i Button Typel i
A dttanL'In!h
# [tem/Gancel
X Ttem paletie
¥ Not used

“exit, select End-

I'YPLE |

: TATELE -u_-r"-.-r A B :
B ton |L'El" LR T o
ATalk

A Attac
U Item/Gancel
X Item nalettel
¥ Huf used

i‘si‘l 2

. ¥ s

“Tﬂ.”ﬂi

. Hnu Il

B Attac

Y [tem/Gance | [N
X [tem palette ERESEES
e A Not used :



Below are descnpttons QF the Controller Buttons as *

they function in the Type | setting. You can change to -

Type 2 in the Change Snd/Buttons Screen but new.
o _‘._'games start wfth "Efpe l |

e ControlPad-—-

Press the Control Pad.to move in
b -'.-_,any of mght dwecucins | :

- Select Button— |

'.Push Select 10" gn into. the Item"-
" Window: and. again o exit.

:"";i"—Start Button =

‘ ITU .bE‘ ik
S :'iﬂunng pla/yf ush the Sl;art Buxmn

game ‘or o pause

—A Button—— '

Press A to attack an enemy of to
talk. Push. A again to keep talking.

w3 Button m—

Once you have selected an item from

~ " the Item Window, push B to use-it.

"-‘—L/R Button— "

'Tﬂ use the flute for defense or ;c} |

move nbjecm push L or R

/F The )( a.nd ‘t‘ Butmns are nm: used m\e Type I settlng



B You have telekinéticskiIIS"YOLI‘JT'-."" '

skllled fighter. At times, you

"of warriors.’

— Attack - -
When you are ready to attack

monsters, move in close, then
press the A Button

— ) ump Attack

After pushmg A, press the
Control Pad toward the monster. .-
You will strike with more power. -

= Defense _

Turn to face the attacking en- -
‘emy. Push L or R and you will-
twnrl your flute in defense L

- Ru-n - :
Push. the Control Pad twice m_ E T ol
~ the direction you \y\%nt to run :
',';_and hold :t the seco ql tlme

Rl ..‘
0 1,

d are also a great jumper and B

can transform into’ two types_-'-' 5




At an mpenmg ina wa]l or
é fr.-.;:-f?,.f_roof move to the edge and
- push- down on the Control |

: -_:_'f.Pad
o — Runnmg Jump

e Whe:n you find a ramp, climb

. the nearby hill and run down.
" Release the Control Pad when
A you hlt the ramp.

-—Te]elqnesns

R GLEG You can use your telekmesus to
. move objects when you push
- and hold'L or R. You must be
- facing the object to be moved.

* === (onversation
The .people you meet will
- _usually tell you somethmg To

- talk, push A when you are_- :
1N _'-near someone.

o —Search_

.~ Touch a barrel orjar. and push
. A to find out if any items are_ vl

e ""'hldden lﬁ‘Side If no 1nFarmanon TedGToend. thie herls)

appem’s nothmg 1S there -




“This shows how many Dark_Géms_yoﬁ_

B u Renew

~ Ifyou are defeated, but have one'or more Renew you-fw'
Sk will go t the entrance of the room where you lost your .
it ';_._hfe Proeeed C&I‘E‘.ﬁj 1 ' s $2y:

Nl

?'luhhﬁhhh .
l(l{l{t{t{-{niu

dow appears on the Mam Sct:een

meves “ ere Meter

S ThlSSCI‘EE‘HShOWS)’OUI‘SUFI‘OUde' %
d - ings, and scrolls with you as you i
8 move. You cannot walk through =
walls or objects. Keep an eye on .
the meters at the top-of the screen. -
=  They show how many Lives and :
Renewsyou have left. Whenyou " -
talkto people, aconversation win-

The blue circles in the upper left corner of the screen-_;'

are your Life Meter. When they are gone, you return__ o

to the beglnn:ng of that stage-

= Bl Dark Gems

have. Gather 100 to get an extra Renew,
then start collecung again.

.‘.-

.......

» r L1 ) !
LA P TR TR RN SRR PR S .

r
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. Enemy S Llfe Meter

| An enemy’s: Life Meter appears only when you ﬁght' %
Ohia him: To defeat him; you must battle Ul"ltll all af the re:d |
gy -:;: c1rcles on hlS meter are. gone | P -

. Will

' When necessary, you can turn yourself into other :

: - powerful warriors, see Pages 22-23.

. .- Enemy :

> You w:ll obtam Dark Gems by defeatmg monsters, SO

5 '-__don t leave any foes behind.

People

You shouid talk to everyone you meet. Some people
. you should approach more than once—their worcls'

As ycu Ieave a town, ruin or
- dungeon, the Map Screen ap-

e going? Select a destination from
© i the list and push A. To cancel g
.. your chmt:e push B or, choose-.-..

_may chang,e after a while.

| rva SCREN

pears and asks: VWhere are you

/ Qunt pn the llSt




533 Start tosee the Radar Screen. |
Joe 'It will show you where’ your

B Monsters are indicated with |
blue marks, mcludmg those:
that are hldmg :

. F orce Indicator e
‘T 'his symbol appeats on the Radar Screen if' monsters_ -
are holding a.heart, shield, or sword Power Jewel. If
you do not-see a symbol, there is no Power Jewel. -
= I88 Number of Enemies s .
Look here on the Radar Screen o see how many
énemies are surrounding you. -

= {88 Number of ltems =

in dungeons or ruins, push.'_-_;" 5

&Y enemies .are in that area.

This tells you how many items you should be searchmg' '-. '__

for in chests jars and barrels. = - e YA

Your position is shown on the Ra.dar Scr'eeﬂ'."

"USE the” Radar Screen to see where: your Foes are
__'::lurklng, then plan your attack pauem B T




.-.th Select to enter the

‘then appear, along with a _
list of options for mampulatf
.ing the 1tems : |

pm A J[tEITlS _
| :'}Choose this to equip an item. Beﬁare you can use an

~ item on the Main Screen, you must-equip it.

-- B. Order

SR Arrange items by selectmg the item you want to repo-

) SRR Remove

¥ smon then mowng the hand icon to the new location. .

"_-_ "3'.,.':'_3‘;Use this to dlscat‘d The game will prevent you from
. discarding an item you need.

_ D C@nd (COHd]t]Oﬂ)*
| :.YOU n:an get three: types of information with this

~option. First, you can. study your
- Power Jewels status. Second, you -
~can find out which item you have
eqmpped Thnrd{ you can see what i
& Dark Powers yqu have gamed 4

_ltem Screen. Your items will



Asyou defeat enemies, Pc:wer Jew-

= EJEJ'.'UA : )]

Check the Radar Screen often to 3

| —n ]HP . Hit Points:

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

—H DP - Extra Renews

Collect 100 Dark'Géms' to get
one additional Renew. They usually -
appear- after you defeat monsters.

== STR - Strength
Power Jewels shaped like swords

will increase your a.ttack power as
you collect themi S

DEF - Defense

: Shield-—shaped Power Jewels ﬁf "
~ “prove your defense ability so that
| :-_'}".GL{ Suﬁﬁf__less dgma. From attacks

els will appear. Collecting them will s
~boost your strength and. abilities. .

make sure you get all the monsters
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'_.:-T'hje-ézn:trank:e' ti_:a the Dark
Space appears as.a glowing

. Dark Space, you can save
- .yourprogress. 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
"back through the door to return to.the Mam Screen.

o —A Gaia =

Ga:a, the guardlan spirit of Earth IS
- your protector. VWhen you stand
' '_before her, she will talk to you.

ball. VWWhen you approach; it -
turns into a gateway.. In the

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

‘wem B. Freedan

.Move in_front of the left statue
4o transform  into Freedan the

e Dark Knight.
;-'_ e C Shadow,
When y@{] stand. before. the right .

' statue, you become Shadow, the‘g .
| _;,Ultimate Warrior & SR

00



earn Dark Powers, which are wondrous -
skills. Gaia gives you these Dark Powers
when you are in the Dark Space. -

WILL

You are better at moving or jump-

ing over obstacles than you are at” .ﬂﬂ-ﬂaa 1) T

fighting monsters. VWhen facing
many barriers in a ruin or dun- aaaa & ﬁ

geon, use your Dark Powers. = . jlelelatatad

= PsychoDash

Press and hold the A Button Uﬂtll_
you begin flashing. Release it, and - |
you can smash obstacles. '
e Py Slide wae
Io slide through a narrow opening

or to attack foes, press the A Button
~while running. -

— Spin Dash

- Hold the A Button When ﬂashmg,
. push L and R répga.tedly Climb
& .__-‘l_steep hllls wuth thts mqve 4

._-:.

..;R

As Wil Breedan: & Shadew you sl =



o Shoot from the sword with
- this move: Push and hold the A
-~ Bution until Freedan flashes.
Rél'ea.se:“ta' ﬁre at enemies.

gk Create a protectwe barrier by
- Freedan is flashing, then push

- L and R repeatedly. -

47 Press the: A Button ‘when
- jumping” down. ~When H
- Freedan -lands, an. earthquake -

- Transform into Freedan when

_faced with many enemies.
Freedan’s long sword allows
him to reach things you can’tas
Will. Freedan can also use Dark
Powers that Will cannot.

; “ — Dhrk Friar: '

e Aura Bamer

"-.?".:"holdmg the ‘A Button until

| == Earth Quaker

w{ bneﬂy Free:ze a.ll enemles




In the Pyramid, Gaia will at .Iast'__ _
present you with the. power of
transforming into Shadow. =
Once you are Shadow, pushthe =
AButtontofirea crescentfshaped. i
beam at your enemies. |

== Liquify

With the Aura ' Sphere, given
to you by Gaia, Shadow can
change into a liquid. In this
state, -he is not harmed by |
enemy attacks. To transform, equip the. Sphere then'

push B to use it. In liquid form, Shadow can s:nk'-- 2
through some floors to other areas. -




ife’- thi can cnilect up to 50 Redjewels
f" _ in the game. Return them to Gem
=*" Ups. Collect-all 50-to reach a secret

_ area: Jewels are found in jars, chests,
bei'nnd pltlars--evef;.rwhere' -

ii'lif'.j-:_;?;:;'i o HERBS

".areas. One_bag

“the Jeweler for items and Power- -

"3_‘: Youcan fmcfHerbs along your pa{h
rm both_story areas and fighting:
ag -of Herbs. will
reptenlsh ome nf lle;r lost- HP.
efbﬂsrlmﬂied,;:

“example,

 Diamo
& _mgef,her | 0 open‘ anew passage

Will must find éhc;l ‘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 Edward’s Castle,
you won't eat it until later.

PUZZLE PIECES
m_

.W']I must suive puzzles of . many

types thmughnut the game. In.this -

you'lt find a Diamond-
Shaped \Hole. then youll find ‘a
~Shaped Biock Put them

] ._ - ___' : {

i h -..IF' ..'T"-.-{ T
#::’ ko ,-‘.‘J' i "_.. . s LK
fre e T ek Lt

:.'- = " -‘r £ .'.T'rl}.' L



Several melodies can be learned on -
your journey. Pick- up the Wind

Melody on the Larai Cliffs in the

Incan Rums If Will blows a melody

on his flute in:the right place.
something good may happen.

DARK GEMS

. When you déleat an enﬂfny a
Dark Gem appears in it§ place.
Collect all the Dark Gems to earn

~ . Renews. Renews allow Will to start

- over in the same area if he losés a
difec s e “%\ e

Many doors throughott the game - -

are locked. Will must find the .

proper keys and use them to operi

the doors: If a door requires a key .
and you don't have it. a- message

will-tell you so.

‘MYSTIC STATUES ..

Ll
4 :

_Youll have to ﬁn'd- a'nd'win' Six

Mystic Statues in”the game. -
Sometimes you'l be given a Statue .

~without having to defear a guardian - s
character, but be patlent The ﬁgh[ !
: w:ll be ]u:st aheadl : ;



'..;.3.-'F¢ir a successful journey; there are a number of things
- you must remember to do: Ifyou take these actions, you
. are sure to triumph, eventually

. TALK OFTE N

- . Begin conversations _w1t_h everyone. You . [iGHED

. may not be allowed to leave town if you
. have not spoken-with enough people.

o, o

- cannot progress further in ruins or dun-.
' geons Lllll'lt_ll _all monsters are defeated.

'Be sure to use thl 5 abilltles ‘wisely, as
well as Freedan’s ancl Shadow'’s.. Certam
< srtuatmns demand specnal talents

Yﬂu w:[l oﬁen need to be very panent At

- times; y,éu must waitfor the puﬂ]aﬁ? be |Hata
. SOWE& Ol‘ fOi‘ Equpment to start wo\ mg r
"y . A _’.I. 11 = " "

NI

2. DESTROY ALL ENEMIES

Do not leave any enemles behmd You

. swn CH CHAR ACTERS

4. NE V[lx GIVF LIP"




DON'T TURN THE PAGE UNTIL

..you’ ve read this message. The information, tlpsf ancl o
tec:hmques described in the following pages may re- .

duce the challenge of the lllusion of Gaia. The Strategy 150
General recommends that you attempt to solve puzzles
and work through areas of the game on your own . :
before turning to these pages for help. Once you Ve

turned the page, you will lose your mnocence'




—Fhe: plot or story ﬂows ﬁ'om Shie location to another T LT
e :'_'-Z"f;the [llusion of Gaia. Use this chart to ﬁnd theareaofthe =
- game where you need spec:xﬁc help; but don’t read *
o ahead unless you want to rum the sut;prise '
SOUTH CAPE EDWARD CASTLE
PAGE 30 PAGE 32
EDWARD PRISON EDWARD CASTLE
PAGE 34 PAGE 38
ITORY VILLAGE /
PAGE 39 :
MOON TRIBE INCAN RUINS
PAGE 40 PAGE 41
ASTOTH / :
PAGE 45
GOLD SHIP DIAMOND COAST
PAGE 46 PAGE 48
FREEJIA / 5
: .' PAGE 48 e
D[AMOND MINE NEIL'S COTTAGE
PAGE 50 PAGE 53




T s [ o g
Wt et L
. AL Fend Ay
e L ]
1y L ol L

NAZCA PLAIN

R L PAGE 53 i

SKY GARDEN VIPER g
PAGE 54 PAGE 59 o

SEASDEPAACE Y
PAGE 60 o

LAND OF MU [ VAMPIRE COUPLE
PAGE 63 B PAGE 69

UNDERSEA TUNNEL / o
_PAGE 70 ja |

| -

ANGEL VILLAGE WATERMIA
PAGE 70 PAGE 72 |

[ GREAT WALL OF CHINA / -

| PAGE 74
EURO MT KRESS
PAGE 75 PAGE 76

ANGKORWAT
PAGE 77

74

DAO PYRAMID
PAGE 78 , PAGE 79
: j':*_r n . \_ﬂ“‘:,.- '.1 TOWER OF BABEL / ; . ?
i B PAGE 81 e




Wﬂi’_’i"quest begins in hm homé::t-own of _-Sduth Cape. i

" "Here you'll learn about your new powers, plus talk to - .

~ people for clues to the mystery of the Chaos Cometand -

- other secrets. You'll also collect three Red Jewels.

- When you're ready to move on, the guard at the town
gate will no longer block you.

' . — Compamons of the Cave =

:WIII often meets with his R T

.. school friends in.a seaside

Erik, Sethand Lance demand
- a demonstration. of WIll's  |rcmcpeitil!

j -’--"Smce h:s return from the.

lived with his grandparents, . f
.« Lola and Bﬂl Listen to their |
_‘wrse words ‘but dont eat .

L Y
i

' caveinthesouth partof town.

1
| W, P, W o )
1 i \

'-__rnent_al__powers_ o e e 1

,". — Grandma and Grandp

_ doomed expedition, Will has

tag- much of Lolas chow R



_{mGEM JEWELEREE|

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
them from your inventory.

R S D T e
4 A

)

§ oo - - -

. -
-
L
-
-
-
-
-
-
-

- o a.u"n

Inside the bell tower on the Downstairs in Lance’s house is
school roof is a Red Jewel. hidden another Red Jewel.

=== Jewel
Trading

Streenath |
Hevcho Vower JH
ark Fawse K1
My secrets S

T S Pl N T RSN ey e

As you collect and return more

The fisherman catches a jar Red Jewels to Gem. he offers

with the third Red Jewel inside.  You items and powers. If you
manage to collect all 50 Jewels,

youll learn Gem's well kept
secret and enter a hidden area
of the game.




iy Be sure to talk to everyone

- and poke your head behind"
_everything as if someone is
. hiding there: You'll learn

— Breakfast for a ng

Wlﬂ’s first '&d‘y’?ﬂtﬁf&‘ té;kes' .',hi::n to Ki!'ig Edward's
- -Castle. Even though you don’t have the Crystal Ring,
- go and talk to everyone. Finally, see the King. No

matter what you say, he-’ll throw j;xou"in prison.

king Ldward is having

I. Sﬂme USEﬁJI and Some myS" _|_ ‘;!‘F.-!L fast. Wa iIT a while,

- — Captive Kara

.Something is rotten “in

. terious facts.-

] then enter.

 Edward’sCastle: The queen,  [iapmmss t” -

b

ll
% +
.'.. q iy '. .
l:,-. ] : st

~astle |'H'rf-l'u'r' Mow the

* has hired a professional [ FEIRARER
*.. hunter anfd tracker and Kara

“has beep -
. She Freeds your help to esf'j |
iq_fcape 5 gl

orblcfden to leave.




Behind the pillar is a hidden
voice and a Red Jewel.

== |.ock Him Up! s
Will doesn'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,
Hamlet will help you escape. {

= Palace Rumors s

The castle is abuzz with ru-.
“mors of a dark hunter who
has been hired for unknown, -
- butsupposedly evil purposes. -
- Make sure you tél.lga{o every-  H e

I wonder what the King

One, ._ Apiedom gt h\?bl i _ ¢ is '|‘||iril-i|||!

| K
% " " . - X

- rM“rTrT r1tT Y T =
_l e ...I ) ar - a - e | .




AI] pnsoners must Iearn the lesson oF patience. Wl” |
“-should talk to everythmgm sight, the wall, the moss, the
~ ball and chain, the door. Once Hamlet: helps hlITI '

.. escape, he must ﬁght his.way to freedom. - |

L — Locked Up- |
5 The only way to get out of prison is to wait. He Il drift

- off to sleep and dream of a message from his father. A
iy Dark Gem appears and Olman reveals Will's mission.

: Ihis moss has seen
gl thousands of prisoners
gl come anid go. .

- == Saved by Hamlet:

- When Hamlet shows up at
5 the prison door, Will notices
“ that a letter and key are tied"

-7 to the porker’s tail. Select the -

3 "'-"--:Key fromiftventory and open (g
G the door. To the right is a 8
| kDarkSpace to save the game Z-




i Gem Collectmg._ e
Mai(e sure you ccllect a]l the-l =
Dark Gems that appear after B2 @
_enemies are defeated. Col-
| -'_1ect 100 of them foran extra (BT
 life.Use your special power
- by pushing the Left or Right
. Button to draw the Gems to &
s chards s B oo

' — Statue Head.sf I

In the early part of the dun- ¢
geon, WIill finds his path -

blocked by two heavy stone
heads. Use your telekinetic
power to move one block
and 'open up a pathway. be:f
tween the stones. - '

-— Sw1tch Hlttmg

In Edwa.rd s Prison, you can B
find an Herb in'a Treasure [S¢.
‘Chestby hitting the first Floor- [&¥
~Switch with 'your, flute.
- Switches open: and close
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The second Floor Sw1tch )\msted shut., Jump STt
s From above to find the Red Jewel, then talk to the spirit
_in the corner. You'll learn about the Dark Gems and
how to gam an extra life with IOO OF them ' s
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om— The Flower Room .

Defeat the bats to reach the
2 ,_h,a._ll ‘with’ the flower. Select
"""':_-"J'Eplé.’-s ‘melody and play it.
' Yoiz’[l receive a message. Hit
_the right Switch when the

v 5 nurneral 3 appears

R Too Short

The S‘W;tch beyond the stone

~wall .can’t be hit by Will's
short flute.. Proceed to the
pier destroythe serpents, and |
“enter the’new: Dark - Space B
wher&-’%u can gam a new
mwer - -

'l-'lu'-l-"- Ny

f*-»-‘— The Stuck Sthch -—-—-————- i



W

i -s-- TransformlntoF eedan e

! Freedan a kmght from lcmg ago; offers his serwce tc:.-..'i'f--'_ 4
‘Willin the Dark Space. In many action areas ahead, = -
-you will have the choice to play as Wlll or Freed&n

i Free:dan is.a great ﬁghte:r '

e e e e R ».

Take the Red Jewel from
this Treasure Chest.

J.~)
L B

(

e S e S S Y

Don’t miss this Chest in the Thisis the final Red Jewelto  |[§#" "
dark recesses of the prison. be found in the prison. S




Havmg escaped the prlson 'Wl“ must return to
- Edward’s Castle and help Kara escape from her impris-

onment. In story segments of the game, you won 't fight,

< but somet:mes you Il explore areas and solve puzzles.

- e Kara's Escape

o Lucklly, Old Snorehead is living up to his name so you
" and Kara can sneak by and escape from her room.

- wmmm Return to South Cape
- After the_castle, you'll find
: y@urselﬁnWIH shouse. The
- place is'a mess. It's been' [#
tumedoverbythe notorious {14
A Bla;ckdackal Ycur grandparf—
~ ents are gone. Lilly. of the
g ','_/_I_l:orly appears at this-time.

",a'. LA o ."'

Don't forget to raid the roast in the basement.




Lilly takes you to her home, the invisible village of the -
ltory people, home to Will’s late mom:. You'll setoffon

your second adventure in the lncan Rums from here S
: _You Il also find another Red Jewel. '

| Runnmg Dash:

In ltory Village, you'll learn a
new:skill. By running like mad
down a slope, you can soar
across wide chasms. Notonly
is it fun, it allows you to reach
new areas.

e lncan Statue A=

Jump over the chasm and  [EESERAZEERS
talkto the spiritin the flowers. SRS
He'll tell you how to get the . FEESIEESS
first Incan Statue. In the cave ' gk
below, use the Psycho Dash [
'to open the back wall. '

Look in the log pile in ltory
Village for a Jewel.




The Flower Splrlt te:Hs you to see thE‘: MOGﬂ Fﬁ‘lbe so

' the Chaos Comet, how it is’
~ the remnant of an ancient,
= terrible battle. They also tell
- of how the comet’s light has

L Go mto the cave beneath the

 Moon Tribe’s plateau and.

oo fight the ‘warped creatures’
- for:the sesmnd Incan Statue

| ;'i.'_.._“have Lilly guide you there. The Shadows on the .
. mountain top reveal more about the comet, and they
el you how to get the: second Incan Statue '

— V01ce of Shadows

= The Shadows tell a story of -

mutated their people.

——lncanStatue B

You’ ll}lﬁwe oonly 20- seconds
to ﬂBStroy the enemles '

|




| The lost cw:hzatron of the lncas holds the ﬁrst Mysuc. g
‘Statue and the path to the fabled ship of gold. Will must
place the statues in the proper positions on the cliff,

; then battle the guardxan of the ruins.

-ﬁ_-Diamohd Block —'——"'— ,"

The Diamond Block fits into

the Diamond-Hole near the

pit of spikes. Battle through to
the Treasure Chest to win

the Block, then return and set

it-in the Hole to open a new _ §
route:.

= The P Syé_ho Dash_ .

Use Will's power of the
Psycho Dash to destroy . the

:-_".L tp'_‘\l OE

-‘-r \."" 5’!’

statues. Flghtmg these ob-* [EEEEEES

_ structions won 't get you any-
| whe:re “The Dash lets you
pass on to the: Trveasu;‘e Che:st

’.a:.




e e The Secret Leap —-——-—-—-—

B Out on the CllFFSIdE:, Jook fora:
'~ gap in the ring of stones. You
 can jump down to another .
- terrace and enter the cave. §
~ Morecaves andruinsarenow |
- open for exploratmﬂ

e Freedan sReach:

= Return to this room when you have found the Dark
- Space and transformed Will into Freedan. With

4 Freedan’s longer attack reach, you'll be able to destroy
~the statte in the square of blocks.

— Four 'Gold Plates

The secret of the four gold BEEEmEETrr=
. - AN
plates lies in the four gold EESEEEESES 5
- statues. Will cantwirl hisflute SIS

and move the statues. Posi- &G i
_tionthree of them on the plates EEEEER
 while: WIII stands- on: the -
,;ﬁau’rth A door will Gpen |




; _'z"_ %

e '_.':.a new door

L Wind Mooy

, As Freedan you'll find a. doorw&y out onto the top QF St

a glant statue. Standing there, you'll learn the Melody -

oF the. Wmd which 1 IS used later by W}I] s f’

Fa

i

1Y

3
:
)

— Switched. {)n

The four enemies exist in statue ﬁ:)rm when you ﬁrst_" ;
enter. You must bring them to life by hlttmg the switch,
then you can defeat thern and moveon. - s

P Wiil R.etums '

In order to solve the mystery
-of the gold floored room,
transform back into Will.’
You'll need him: to blow. the B8
flute, whichin turn }Q/ll} open




Open this Treasure Chest to find
a Red Jewel.

S e T e e e e ———

e The F lashmg Tile = .
Blow the Melody of the Wind at the top C}F the stairs to

‘activate the floor tiles. Stand on the ﬂashmg tile untll
door Gpens in the wall. Be patlent

iﬁﬁ*#%ﬁ*
BRI N
ﬁﬁ&%”&&i
k38 38 JE 8 3E IE

—- Set the Statues _
= Place lncan Statues A and B in the slots atop the cliff
. heads. Proceed to the. three pillars. VWhen the wind

f'_'.';'__:'.':"-'plcks up, you'll be blown to-a new terrace and the
entrance to the guardlan s l:aur | '

P




CASTOTH

% Your crlttcal target is the guardian’s claw—-llke hands |
Defeat them both while dodgmg his shots. The safest

| place ison the back ledge E-,_m; RS A

At first, 5|:r‘|ke the hands
rﬂpeatedly

Watch out for the head beams.”
Dodge them as ‘best you can.:

Having gloriously - destroyed your
foe, it’s time to’jump down the hole,
which will land you on the Incan Ship

| {:-f Gold.




.Ij:_.The&n»z:lent Fable oF the fost shlp of'gold turns out to be Ao
~true.. Will not only finds: himself on board, but the -
g lncans there seem to think he’s their klng B

L The Queen & the.-Statue |

- Findthe Incan Queen'on her throne below deck. She’ll
- tell you whereyou can find the Mystic Statué¢ in the -

~ hold of the ship. Go downstairs and fetch the statue,
 thenreturn topside. ‘Speak to the entire crew.

s vou were told,
until now 1*ve heen
l"l1l-'1f‘1|irlfll the Mvstic
Ctatue of the Wind

| — The Crows Nest e
| r_lfThe shap won't set sail on it’s longa-delayed journey

~+ until you are in the Crow’s Nest atop the mast. From
- here, you'll watch the ship emerge into light.
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-—- The Dream

Crawi onto the platﬁ::rm and sleep takes hgld Your
. mom appears with portents GF the comet; :. i __', A

When you wake up. look for Seth
aboard the now decrepit ship. Seth
will give you a Red Jewel. Make sure
you don't go to the Queen first.

--J ourney by Raﬁ

When Kara takes the ring, itis the begmnmg oftheend. - =

You are shipwrecked and cast adrift for weeks on the - :
‘open sea. | here's not much to do here but Follow the Gan
story and eat ﬁsh _

lrifting, Day 12




At lcmg last your. raﬁ is cast up on a dlstant shore but f

- Will’s health is Fallmg In the'long month at sea, he has

]

|~ contracted scurvy. Next time, bring some orange Juice.

Look in the jar outside the house
to collect a Jewel.

The lovely town of Freejia was named after a sweet- -
.smelhng flower, but there is decay at the roots of this
< town: Here Kara and Will begin a-new adventure.

Make surg'w cash in y{}ur Jewels'-_

wwh

ade&
f" )

em and get the appmpriate

Ehter lle house lo flnd a Dark
Space VAT L L



f*"“lake the Hoadand aﬂe% then

g6 up the backside of the hof :
 tel tofind where the runaway f
+ laborer is hiding. Be a skunk | =

and tarn the poor guy in.

= Break 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 mines.

On the second floor of the A man on the other side of a
Freejia inn is Jewel #12. flower bed gives you a Jewel.

Get a jewel from a slave
trader in Freejia.




" It's time to do the riéht thing and save the laborers in the

- Diamond Mine. You'll have to fight and search for keys
& p}us ﬁgure out several puzzles: |

e A Locked Elevator =

il There'snoway to open the elevator to the lowerlevels
sy OF the mine without the key, which lies much deeperi in

' '-?'the mine. . Fol]ow the clues on these: two pages.

{ chill ran down Will-
spine r.l,hr-n he heard Tllw
screams from the

back of the cave.

vV vy FaFw

-' . Sae he Laborers =

You are the only hope for these poor souls. When you
‘reach them hack through their chains and they’ll thank

e you wnth news and useful 1tems like keys

i!llfif-iﬂ




| — Four Swnches

“Hit. the four switches on the
cross-shaped platformto open
the door in the middle/ The
lower level contains the b:g- '
gest secrets oF all.

In this corner, you'll notice that Will's |§°
hair blows in the wind. But where is [§ -
the wind coming from? Use the
Psycho Dash against the crack in the
wall.

—Double Dark Spaces -———-—-—-

At the end of the passage is a Dark Space: w1thout
Freedan, the only one who can defeat the last
enemy in the main room. Use the Psycho Dash at the 5y
back ‘wall to discover a second room and a Dark
Space with Freedan. '

“Youll need 1o use the- Psych{).. - In the second room. you'll find the
Dash at the back wall to break - Dark Friar Power-Up that lets you -

~throughintothie second chamber. - shoot fire from Ereedarls svorl.




' [y Sty . . ' O T
) (s et . i g
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“ The F@ﬂce m

. To defeat the enemy on the upper ledge, you'll need
o Freedan and his shot power. With the Fence removed
_youcan now get the Elevator Key.

LAYER =
1“'3“1'1:-:-1 '_“ ﬁr‘\:ﬁf‘* e

i
I' --\"'.-':"3-'-}‘:"‘1‘-}1_

e Keys to the Mme

Take the elevator to the cemetery. Here you'll find
- skeletons everywhere, and a shiny key. In another .
* - room, you'll get the Memory Melody to help Lance.

‘- 3 :II,Use the keys m open the duurs Sarns Mem{}ry Me[(}dy helps Lance _' |



- AFter stoppmg in Freena to restore Lance S memm
" with the Memory melody move on to Neil's House.:
- WIill's cousin, Neil, lives near the Nazca Desert He s,'-' :
- an inventor, and he willj join the party

- mmmm Ahead of his Tlme

Neil has invented some in- g
credible stuff, including an
.airplane; telescope,-and other
cool tools. When you're at
his house, check it out. Some
of the machinesare used later.

Talk to everyone and wander to every corner in the
desert. In one corner you'll find the Moon 'Iribe. Now-_ g
'you can move on to the Sky Garden' ' e




~ Above the Nazca Plain floats a garden of creatures
=_’-{‘w:5jr_ped.'|:_jy.the-cé'me_t’s light. Your goal is to find the four
* Crystal ‘Balls and use them to' create a bridge to the

o _j_guardlan The puzzles will turn you upsnde dcwn

E e ToTiym

-':'_';.'-'The Sky Garden of . the ;
- Moo Tribe has ahiddenside.

-— F irst Crystal Ball

IFWill steps offa facing edge,

-he'll flip around and land on S
the. backside. He'll find  a p=

" whole new area to explore. [

"'Go to Each of the four Crystal Ball areas starting with
- the upper right area and proceeding clockwise. You

N
[ ] _'5.

-'--.'1:-_?i Rﬂ.‘-ﬁnt a prublem in thls area

 shouldn’t have any trouble here. Just hit everything|

None pf !;he enemles shouid
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o F A Secret D00r -
| o -'The guardlan statue comes ahve i hit. Fight OFF its ﬂ}’tr}g -

 sword, then stand back. The statue will move asncle :
revealmg a door to a Dark Space. ;AL sy

BEGEEE T
R CE

-
=
=
E!r
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=
I

The trick in this area is the |ig
jumping. You'llhave to charge
down the ramp and leap over
to the right side. Use Freedan
on the backside to strike Foes
across the blocks

Be sure to pick up Red This Treasure Chest hoEds
Jewel #18 in the Chest. another Red Jewel.




)

; i More Sw:tch Htttmg - ‘

;-Iﬁ'o_nt side where you can reach the Dark Space.

8 -—- Crystal Ball Three :
-f_'. I this area, you {l have to use the swnches on both sides

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

fels[sfsls

|.|_|||

Youll need ‘a runﬂing “The block in the middle  Use Will's Psychc- Dash
. start to-get up to the "can belowered froma . to reach the statues
ke ""Crystal Ball Chest - switch on the backside. and break them.

I'l"'ll&&hlilll II.E "

[

Wi tele ihetic pﬁwer “Now Wilican ru acro After 4l that. ‘you've
S w:[l ove :the statue the open space wuh s finally ‘reached thE
_ _.,h,e.'s_mi;t;hr_ %S "htumg the block \ Treas‘ure Chesﬂ

Use Freedan to hit the switch on the: backs:de froma
i distance soyoudon't get trapped Then, go back to the



; --- Statue on the Swnch —--——-—--’ f
' 'ln thlS area, you'll have to' spin your flute: to move the
statue in the blocked-off area onto the floor switch. A

new passage will open‘up if you suceeed. . s

e The Final Crystal Ball =

Thls final area of the Sky Garden contains a series of
rush jumps and an almost maze-like layout. Follow the .
captlon directions to find the Crystal Ball i e

At this point, youhavethe choice, Aithuugh the top jump Ieads o
{}f (tWo Jumps ' _[reasure it’s not the Ball.~

---------

i .t A1

43 Fllp to [he back:-:.lde and maﬁe yﬂur The lower | Jump [akes }fou to the

' : 5 :_wajf to [he Inwgr left to fhp back: Crysral Ball
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| Look for the four holes around the center of the: garden
£ Place each Crystal Ballin one of the holes and suddenly
A bridge appears that leads to the final area.
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| s Save N oW
Make use of the Dark Space

1 at_-the upper left corner be-.

- fore crossing the-bridge.
The bridge disintegrates as
~you cross it. Beyond the
bridge waits V1per S0 go in
powered up.

” — Savmg Strategles

Master each area com-
; pletely so that you can pass.
: _'through it WIthout using .
2+ Herbs. Once you've mas- _
- _tered the akea, saveit. In I [T+ oot Tike youre
© way,yoticansavethe Herbs
i 'Fow"the tough tlmes ahead

lyine Llnse vour eves,

s — Set The Crystals e o



7 leer, a giant eagle god holds the second MyStIC'.-_.}_":'-
Statue at his narrow aerie above the Sky Garden Dodge S

- his feathers and hit him -
~ when he swoops in. He's not- -
as mean as he looks. . EEEEEEEE
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V:per swnnps mward-

AT SRl e e e e e e dangemus

Freedan fights back with his mlghty swnrd
Attack qu:ckh.r and repeatedl}f :
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- Aftér the fight, Will falls from the
. _platform. Luckily., Neil ‘and his
- alrplane are on hand S

Freedan with outstretched =
~ talons. Thefeathersargvery 5



Thejourney takes you to the Sea.SIde Palace where aEriT

“rumor of vampires haunts: the halls. Your first task is to

punFy the well. Then, after ta.lkmg to people hunt

down the vamplres in Mu. - X7
i. e Kara F ading =

Kara appears in one of the (
Palace s rooms, but she is - &
ﬁot herself. She appears
" faded, almost transparent. &

e Flnd_the Purification Stone
o and put it in the well.

Look for this Jewel in
a Treasure Chest in
the Seaside Palace

Make sure you go These three Red Jewels
everywhere in the Palace are relatively easy (0
Lo flnd the three Jewels ‘

|

[ |
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"':':-5— The Purlﬁcanon Stoﬁe

1 " "Lllly has been trave:lllng in’ Wll S pocket but She can ﬂy e
into the small openings in the coffins to report on their ©
contents. In th1s way, you'll be able to ﬁnd the Punﬁéh-—-‘;

non Stone

e More Faded F riends

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 thePurifi-

cation Stone and throwitin [
. thewater. Theeffectsaren’t . Fhess
" dramatic, but you c%? now
. learn much more.

._g- o




e ,I?,

- The VlCt’lmS Speak

._"'.:;'i.Unbehevabie, but truel "‘ =

= These poor saps were sold E= '

RE by the laborer traders to the

7 "f"'f:vamplres as a living blood
- bank. They'll tell you that

... the vampire pair ean be

found in Mu.

— The Key to Mu
-]?alk to this person in order t6 obfain the key to the

~ - doorway upstairs in the Palace. With the key, you can
~.unlock the path to the lost realm of Mu. |

...._ The Long Save
'_._‘}Mu may bethe biggest chal- L
 lenge in the game, at least. [
" so far. Early on, return to B
i _the Dark Spac.e In the Sea- B

N SJde Palace to- power up'-
‘V\fﬂl yyhen necessary




' Suddenly, the: enemies ﬁght harder a.nd the mazes are

*tougher. The puzzling statues stare atlostsecrets. You'll

- learn the Psycho Slide, find the two Statues of Rama G
‘and e:ventually face two’ powerful vamp:res oot

 mmm Enemy Alert =

Whats going on with these monsters7 They seem
considerably tougher than those in the Sky Garden. -
The same thing happens at Angkor Wat. For Now, do'_‘:-_‘:

your: best and. hunt down the Dark Spaces_

e e s L A S

- The mysterious statues are giving The Flasher wizards .appear and: . '1
you a clue in the way they look.. vanish at random while firing'shots: .~

Look in this chest in Mu to
find Red Jewel #23,
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. e Prepufstoangs

"Fhé: ﬂashlng rings can be ahmclrance as ﬁeéli asa he!p 4 ,

= R oom of Hope
- When you first pop inside
- thischamber thereisn’tany- -
. thing you can do. Come -
. back once you've collected
~the Statue of Hope. There
" are two statues and two
s 2 ‘foomS

.'.f'__l__ Statues of Hope

Giiialook For two Iocations
. where stone heads aré set- | &8
o oat 90 degrees. Follow the &8
* " line of their gaze, stand in
. ehat spot'and push the A

Buttcu?x/ as if ta.lkmg You 11 ;

Move them by hitting them or using thl s telekinetic

e __II;,_.power Bounce oﬁ them: and run to go up I‘ll“S

of
w
Y
v
r
* il
L i
-

. Hit the ring away, -or draw it For a boost, activate your run

toward you using Will's power. - . right after bouncing off the ring.

ﬁnd the Statues



Usmg the Statue:f

""Return to the Rooms of’ Hope once. you have the_ L
statues. Ascend the altar, select the Statue of Hope andj;;f_'— 2
use it. The water will drop one level e

- mmem Bouncing Up

" Bounce off the flashing ring
at the bottom of the incline
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 slope

m— Speed Splkes

There are severai areas QF .
spikes that pop out of holes.

 In this case; the switch will -
~lower the splkes for a few

- seconds: Hitthe switch then
., rdn-up “and run dqwn to

_'-_'ﬁ_clear the splkes |

I _r-' :




ln Mu d later areas you ll ]’iave to shde through lcw ;
. *?*"“ Qpenmgs in walls. Only Will can use the move. He can’
also atack enemies while Psyc:ho Shdmg '
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,sv Gal:a awards you with the Psycho ‘Run towards the hole, then push
Shder in the Dark Space. 5 the A[tack Butmn to Shde -

".......Statue of Hope #2 = e

As before, look for two stone heads and where their
- gazes meet. In this case, it is on the narrow ledge below -~
& -_one head and to the right of the other. '

AARALA LA LR X ("1‘[: ;

_ .Beware ofV amplres |1 s
T_he yamptre pair can be brutal so save your .
B e_l?l'fs ﬁar the ﬁght at the end. "%4
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o reachmg the end of Mu 2

~'sac north of the Dark Space.

statues on the altar and sit. back s thisarea. -
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-5- Rama Statue #1 """"""'"'""'""""""_ i

:-'i.,':_"_.?'Locak For this area west of'
~the Dark Space where you -
. rgacewe_d the Psycho Slider,

Here you'll find ‘the first
Rama Statue, whichisakey -

The: second Rama Statue- & """_x:;@,k >
can be found in a cul-de-

With both statues in hand, -
you can proceed to the fi-
nal area, and ‘the battle
agamst the vampires.

— Placmg the Rama Statues =

Southeast of the Dark Space in the lowest 1evel OF Mu i
you'll find a room with two altars. Place your statues -
here. \’E}u II be transported to the Mu Bunal Gnc:aund S

1nstde Ramas room. pé&;\ the: . Talk fo Ram{a and the spmts m'. "":.-




..'.' "
l\.

j' e - Mu Bunal Grqunds e
R . Go to the: back of the roorn and talk to Rama then wslt

*- 7 ,all the spirits. After that, return to Rama and talk to him
agam He lI open the passage to. the vamptres

= Familv and friends

1 turned o monsters
hefare our eves. |
founht back the tears

4 -- Mystlc Statues

. ",',__':,-_Rama gives you the Mystic Statue in this area, but

. don't let that fool you. The real fight is just ahead.

-~ After r recewmg the statue, you'll have to.face the two
: '..-vamplres




Jack ancl Silvana, the two vamplres that have devasf.
tated Mu and the Seaside Palace, greet you with fast,
“coordinated attacks. Make sure you fight them as.

" Freedan. Keep moving and - '
avoid' the combination at-
tack at all costs.

i.J---F'l __ -_.,
W Concentrate on one at ‘a
s R time. Stay near mtersecnnns
A SO you can dodgt—:-
o A o
i '?« .'_.

li

The cnmbmauon a[iack can
reduce youf-energy by about a
third. Run from it

Cut which one?
*iled one
Blue one

& |

O L E T e

'. The time bomb- must be defused,

KR S
.|
[ I"

"l
i

~ " Hide around corners and .fire
y Freedans Dark Fnar shn[s

but cuttlng either wire will d{} the



.Afte.r ,Iyout"'gallalnt defeat of the Vampires, _WIEH; _an;d

-'_dange,rs beyond the door, - Mg
but you must go OnG i

 company -hike under the Great Ocean in a tunnel

made by the people of Mu. Although you must eat

~ mushrooms to survive, there is no real danger.

" Talk to ever}f{}nem the tunnel.as Expect a visit from Seth. who s

usual S e , now in fishy form..

. Theancestors oF the ancient Muians now live under-
" ground in Angel Village where they must hide from the
_sunshine. Expect Kara to' cause trouble.

- mmemm [shtar’s Door =
. One of the natives guards g 7y
 the door to the deep pas- . EESECHEEE-—
. sage where Ishtar ‘the “Fi
" painter works in solitude.

You will be warned of the [ FHRSEITIE.

o vou know

rYes




* s Tunniel of Winds e

’"Llsten to the advice DF one na-
tive. She says that the flames"
bend toward the exit. Also look
for wind and listen for a water-
fall. Use the Psycho Shderwhen

_necessary.

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

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

Check out the fountain in Look in this Chest in the
the dance hall for a Jewel, basement of Angel Village.

A Jewel is hidden in the room In the third puzzle room, the
next to Ishtar’s studio. Chest contains a Jewel.
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':--_ lt\seems that every peaceﬁjl town has a h1dden 51de ln : £

; | ',’3':fWaterm1a the shadow is cast by a deadly gambling

- game. Will must also travel to the Great Wa.[l of China, e

- then return to WVatermia. - - ;

. e Kruks Aren’t for Sale-———- -

There snoway Will can buy aKruk to cross the desert.
~ . He'll have to win atRussian Glass to obtain the animals.
HHi Remember the right glass SNt nght'

"I'he real action doesnrtake place Aftei‘ rerurning from the Wall

here but-on a SEparate raft. = - the leaf takes you to the game.

Lance discovers his rnad dad

\;.+ the one where the group is |
- staying. Ta]k to Lance,

— Lance S Reumon

- in Watermia. Wil comes, -
~ upon themin thehut nextto !

_ Lance’s “dad, then Lance_ V=
© again'b Fore Iea.vmg B
R S




" invideo games asitis in real

 these two ‘crazy ktds back #
~ together.

-

b -"'Lance and Lllly vamsh a.f : _ : it
,-[EI’ the party M&ybe II‘UE -_ ‘#I_len l ;;m-nlv.e, | ance

had disappeared. ..

love is just as unpredictabl |

life. It's Will's job to gef .

== Lance Leaves A Lietter mm—m—

So Lanceis goneand nmhmg is happeningin Watermia. * - -

Check your inventory- and you'll see Lance’s. letter. ' :
Having done that, you can go on'to the Great Wa!l '

rP o vou go?
1m1 Village

HFr‘!'-t‘.f Wall

Notice that there is a letter added ~ The Great. Wall of Chipa is now "
to your:inventory. Read it. - a destination on-your travel map. -

R e s ]
F

- Ll This ]ewel in a jar can be found Look in the jars in the gambling
| on the left side of Watermia. house to find a Jewel.
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i "_;_.Fbllewmg Lance to the Great Wall V\ﬁll tracks hns'
- friend by picking up shiny: pieces of the necklace that
* Lance dropped. You'll learn the Psycho Spin and battle

| _th’e_ ﬁier’ce Sand Fan,gér for the fourth Mystic Statue. -

s Spin and Jump

3 -',,.ith the Psycho Spin, Will can hurl himself up ramps
e and make long leaps. You can a.lso use this spinning
- action to attack enemies. -

i | RN EEEe TS T T e e .

B W R WP Mpe R SRR o S

g .;:_. Jump dawn from the lédge here ‘You'll cruisé over slopes to reach
110 reach the Dark Space belnw - new areas of the Wall.

Don't pass up this Treasure
Chest in the Great Wall. There’s
a Jewel inside.
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The center oF the notorfous ]aborer trade IS locat,adj"'_'f'-__‘ll e
~herein Euro. lnc1dentally soisthe Rolek company,and- . -
"Neil’s parents, who own Rolek. To find the connec-

' tion, Will needs the _l?aapot on Mt Kress..

T Statue in the Shrme

den room. Inside the room

Wil finds a statue in the
Shrine down the alley. It will
move aside to reveal a hid-

you'll find chained laborers.
Hear their terrible tales.

In the dead end alley near A girl named Ann exchanges
Rofsky's, you'l find a Jewel. a Jewel in return for Apples.

Examine the barrel in the Return to Watermia from
Shrine. A Jewel is there. Euro toreceive Lance’s Jewel.



3 -'-"._Maglc Mushioom Drops
- . will cause broken vines to

~~ Drops on his way to the
* Teapot. One Drop mends
.. one broken vine. -

=== Vine Jumping
Use the curving’ ends of
. ‘vines- to leap over to new
. areas. Rundown the vine

S -._".[andmg safely far\ away.
. The ramp vines add to the
~ complexity of this maze.’

-. Wll‘l ’s search for truth leads to the mushroom Forest oF '
Mt I(ress You'll win the Aura Barrier for'Freedan, but

* you must also navigate the confusing maze. Cartogra-

phers will succeed while others are lost.

=== Mending the Vine

- grow together, Will should
4 find three such Mushroom

and you'll fly off the end,

Only one Red Jewel 1s In a
Treasure Chest on Mt. Kress.




-Deep in: the ;ungle near the Natwes Vlllage is jhe:
~mysterious ruins of Angkor Wat. Expect some of the
toughest fighting yet from the bizarre inhabitants. Fmd

' ,the skeletons in the courtyard for tips and alcl e

i T.JEL IILWTE - TE.T. . m T e do WEgAl o L it el o aam. p=ioiil " Y/
|

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

Go into every room to find ~ Angkor Wat is a Jewel
all the Jewels in the temples. collector’s paradise.

Another Jewel in the vaults A girl yourestore fromstone |
of Angkor Wat. gwes you a Jewel -




ln the desert town of Dae, you'll recewe a useﬁll glft
frorn your grandparents You can “also play a snake
~game; ftalk up a storm and prepare for the Pyramid.
You re nearing the end now, S0 checkout everythlng

s Olman s Journal

Wﬂl receives a package
ﬁ'om Bill and Lola contain-
mg his father’s journal. In
the notes he finds a partial
4 translatton of ancient Egyp-
g

| tian hieroglyphics, which - | | HIEEINIEINES
,;?_' WIH prove mvaluable.
Look in the bushes at
o the right side of Dao for
the Jewel.
: | {ltlll-l %l|
el ko d

You can win two Red Jewels Hit as many snakes as you
at the Snake-panic game. can in a minute to win.




T :Journai

Most oF the Pyramtd lles deep underground T reaﬁh ;
those chambers, you must transform into Shadow.
- The puzzle of the Pyramid is in six pleces: Put them

.together then face the Black Jackal and the Mummy ’

e Liquid Shadow-

Select the Aura Ball to turn Shadaw into a. puddle of ... _-. A

liquid to seep through cracks and reach hidden areas:

He can also use it for d-efense”in.the-'lﬁwg:r -of_-_BabelT-; _'.-"

Youll first meet Shadow in the - . - Turpinto liquid and séep down'to .-
Dark Space in the upper Pyramid. where the teal action is. .

== Six Hieroglyphic Tl]es

Each of the six doors leads - =
to a hieroglyphic tile thatis
“used in the Pyramid’s top . %
‘chamber. Place thernin the |
. slots in the same order that - [ &
“they ap’pesar in: ngans s

| jlt:ll'i"llt‘lli'l:' :::




o Murnmy From the upper

. tacking, jumping and dodg-
. ing.'Use Dark Friar shots.

- ledgeandjump down when
: ,_the_. ghosts expand outward.
- Continue in a circuit of at-

Explore the Pyramid carefully
to find this Jewel.

L T s .
f iy gty - -
- el
B R A r

- " r .
e e e e e Rl e

Always try Shadow’s liquid Walk through empty
to find rooms below. mummy slots.

In some areas. you'll have to  Look for invisible enemies on
use Will to reach the Jewels. the way (o some Jewels.




At long last- Will has returned to the enigmatic Tower
of Babel where his father’s expedition was lost: The
battles ahead will truly test your will. Herem lie afi the R
- .answers 1o your questlons - |

=== Air Neil -

Timeis shortand the Chaos
Comet is approaching.
Luckily, Neil shows up in
his airplane totake you from
the Pyramid to the Tower -
of Babel where you drop in
unannounced. |

e ()ne More Tlme

You Il have to face all the guarcllans one ‘more time..

You'll use Shadow, and you won't be able to save or o

heal up between many of the ﬁghts

- Use the same téchmquesés\qvhen Use Herbs only after Josing to 0

yﬂu flrst Fﬂught thESﬂ fnes _ '. - obtain the maximum beneﬂt

....a




wm- -‘— Joumey s End

lf you ‘survive the brutal

gauntlet of guardian attacks,

-~ you'll-actually meet. your
~.destiny at the comet itself.
" But what awaits you there
... cannot be foretold. You
. must see it for yourself.

The final Red Jewel is hidden in the

altar at the Tower.

 mm Visit (3em

. Gemrthe Jeweler can take you to a secret area if you
. have collected all 50 of the Red Jewels in the game.
o _'\He’ll'-"a_l_s'_o reveal his surprising history.

.-t--‘-'\‘_ '\-'\\'.ii\';l\ jjjjj

'''''''''''''''

BHO .. Sudden i
RNvow ve nathered
B fed Jdeuwels

= One
‘WJII to explore i

o -~ Mee G,erﬁ inthe alley at Dao and
e asl;fﬁlm to 5har,e hlS Secret. .-

thldden stage remalns fur:
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.. I WARRANTY AHD SERWCE WFORMA TION -
?MDNTH LIMlTED WHHHAHW {Fosr Hardware, Game Fais & Acnessnrlu}
Nintendn of America Inc. (*Nintendo®) warrants to the original: purchaser that the pruduct
37 {hardware, game paks and accessories) shall be free from defects in material and w(:rkmanshlp
_for a period of three (3) months from the date of purchase. If a defect covered by thls Warranty

_ oceurs during this three (3) month warranty period, Nintendo will repair or rep!ace theda#echve
. product or component part, atits ﬂptmn free of charge. RAG

ADDI’TIOHAL 3-MDNTH LIMITED WARRANTY (Hardware Onfy}
Nintendo warrants to the original purchaser that the hardware. product shall be free from defects
in material and workmanship for an additional three (3) months beyond the original'3-month

warranty period described above. If.a defect covered by this warranty occurs during this additional
3-month warranty period, Nintendo will repair the defective hardware product or component free -

of charge. The original purchaser is entitled to thi§ additional 3-month limited repair warranty uhw
if the Consumer Proof of Purchase Card (attached to the hardware packagmg when sold)’is

- returned promptly after the date of purchasa tc- Nintendo by the onglnal purchaser or the ongmal
purchaser's retailer.

WARRANTY SERVICE OR REPAIR/SERVICE AFTER EXFRIHATIOH DF' WAH‘H‘AHT‘I’

You may need onry simple instructions to correct any problem with your product.Call the

NINTENDO WORLD CLASS SERVICE® Consumer Assistance Hotline at: 1-800- 255-3700
rather than going to your retailer. Hours of operation are 4 a.m.'to Midnight, Patific Time,
Monday - Saturday, and 6-a.m.to 7 p.m., Pacific Time, on Sundays (times subject to i::hange} If..
.the problem eannot be solved over the telephone, you will be referrred to yha nearest
AUTHORIZED NINTENDO WORLD CLASS SERVICE” Center or you will be offered express

factory service through Nintendo. You also may refer to your yellow pages directory under the

heading of Video Games - Service & Repair, for the nearest authorized service location.In some -
instances, it may be necessary for you to ship the complete product, FHEIGHT PREPAID AND. *
INSURED FDH LOSS OR DAMAGE, to the nearest service location. ‘s

WARRANTY LIMITA TIONS

THIS WARRANTY SHALL NOT APPLY IF THIS PRODUCT: (a) IS.USED WITH' F’HDDUCTS
NOT SOLD'OR LICENSED BY NINTENDO {INCLUBDING, BUT NOT LIMITED TO, NON- -

LICENSED GAME ENHANCEMENT DEVICES, ADAPTERS, AND POWER SUPPLY DEVICES);
(b) IS'USED FOR' CDMMEHGIAL PURPOSES (INCLUDING RENTAL) OR IS MODIFIED OR .
TAMPERED WITH; (c) IS DAMAGED BY NEGLIGENCE, ACCIDENT, UNREASONABLE USE,
OR BY OTHER CAUSES UNRELATED TO DEFECTIVE MATERIALS OR WDHWAHSHIP DH
(d) HAS HAD THE ‘SERIAL NUMBER ALTERED, DEFACED,OR REMOVED.

ANY = APPLICABLE IMPLIED. WAHHANTIES INCLUDING WAHHHNTiES C'F
MERCHANTABILITY-AND FITNESS FOR A.PARTICULAR PURPOSE; ARE HEHEBY LIMITED
- IN DURATION TO THE WARRANTY. PERIODS DESCRIBED ABOVE (3 MDNTHS OR 6
- MONTHS, AS APPLICABLE). IN NO EVENT SHALL N¥NTENDD BE LIABLE FOR
CGNSEGUENTIAL OR INGIDENTAL DAMAGES RESULTING, FROM THE BREACH OF ANY -
IMPLIED OR EXPRESS WARRANTIES. SOME STATES DO NOT ALLOW LIMITATIONS ON
HOW LONG AN IMPLIED WARSANTY LASTS OR EXCLUSION OF: CDNSEDUENTIAL OR.
INCI’DENTAL DAMAGES S0 THE ABOVE LIMITATIDNS MAY NOT APPLY TO YO

This warranty gives },rnu specific Iagai rights, and you may also have other rights which uary frc-m
2 state to state. Nintendo's address ig” as sat forth on the back cover uf thls manual A

O Th:s wanhnty is vaJn:I -:mlr m the llmlm:l 5Iatas

]
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Nintendo of America Inc.
PO. Box 957, Redmond, WA 98073-0957 U.S.A. PRINTED IN JAPAN



