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WARNING: READ BEFGRE USING YOUR PLAYSTATION®2 COMPUTER
ENTERTAINMENT SYSTEM.

A very small percentage of individuals may experience epileptic seizures when
exposed to certain light patterns or flashing lights. Expesure to certain patterns or
backgrounds on a television screen ar while playing video games, including games
played on the PlayStation 2 console, may induce an epileptic seizure in these
individuals. Certain conditions may induce previously undetected epileptic
symptoms even in persons who have no history of prior seizures or epilepsy. If you,
or anyone in your family, has an epileptic condition, cansult your physician prior to
playing. If you experience any of the fallowing symptoms while playing a video
game—dizziness, altered vision, eye or muscle twitches, loss of awareness,
disorientation, any involuntary movement, or convulsions—IMMEDIATELY
discontinue use and consult your physician before resuming play.

WARNING TO OWNERS OF PROJECTION TELEVISIONS:

Do not connect your PlayStation 2 console to a projection TV without first
consulting the user manual for your projection TV, unless it is of the LCD type.
Otherwise, it may permanently damage your TV screen.

USE OF UNAUTHORIZED PRODUCT:

The use of software or peripherials not authorized by Sony Computer Entertainmaont
America may damage your console and/or invalidate your warranty. Only official or
licensed peripherals should be used in the controller ports or memory card slots.

HANDLING YOUR PLAYSTATION 2 FORMAT DISC:

* This disc is intended for use only with PlayStation 2 consoles with the NTSC U/C
designation.

¢ Do not bend it, crush it or submerge it in liquids.

* Do not leave it in direct sunlight or near a radiator or other source of heat.

» Be sure to take an occasional rest break during extended play.

» Keep this compact disc clean. Always hold the disc by the edges and keep it in
its protective case when not in use. Clean the disc with a lint-free, soft, dry cloth,
wiping in straight lines from center to outer edge. Never use solvents or abrasivi
cleaners,
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SETTING UrPr YOUR CONSOLE

MEMORY CARD slo 2
MEMORY CARD sl }

disk tray

RESET
bution

(OPEN)

USH Conneclor button

SN Link conneclor
Controller Port 1

Controller Port 2

s g

Set up your PlayStation®2 game console according to the instructions in
its Instruction manual. Make sure the power is off before inserting or
removing a compact dise,

1. MAIN POWER SWITCH (Located at the back of the unit)

2. Disc tray

3. Reset button

4. (OPEN) button i
5. Controller ports 1 & 2 1
6. USB connector

7. 5400 i.LINK connector

8. ** MEMORY GARD slot | **

9. MEMORY CARD slot 2

MysTt III: EXILE FOR PLAYSTATION®2 CONTROLLER
SUPPORTS

¢ PlaySiation®2 analog controller (DUALSHOCK® 2)
* Analog controller (DUALSHOCK?)
* USB Mouse Peripheral.

Il you wish ta save your progeess, the game supports ~saving on a memory canl (& MB)
(for Playstation®2) inseried in MEMORY CARD slot 1.

#% NOTE: In this game, the pluyer is tequired 1o save only to MEMORY CARD slot 1.

MeMORY €CArDS / SAVING THE GAME

s An optional memory card 8MB (for PlayStation®2) is required to
save your game.

® Do not press the RESET button of vour Playstation®2 or remove the

memory card ('52) while saving or loading. Doing so may destroy
saved files on the memory cand (IPS2).

* Myst [H: Exile for Playstation®2 requires 315KB of free space on

the memory card (PS2) in order (0 suve a game.,
—r——— = B B e i
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CONTROLLER DIAGRAM

DUALSHOCK®Z ANALOG CONTROLLER

12 button 12 button

e R 1 hution

2\ bution
O bution
X button
O buiten

right analog stick

{R3 button when
pushes! down)

L1 button

directionsl
buttons

left smulog stick
{13 button when
pushed dowd

SELECT bulton START butten

analog inode butaon

CONTROL LATOUT roR PLAYSTATION®™? analeg saoleeller
Seleet button Used 1o secess AND exit inventory,
Slart button Used to ueeess and exit inventory,
Analog mede buttan Locked in enable miode,
Left nnalog stick Controls movement of the cumsor at an average speed.
Right analog stick Same ux left analog stick,
i [Directional buiton Controls movement of the cursor al a slower speed.
11X bution Usesd to select or activate,
A bution Used to go back out of menus, imentory, intedaees,
dialeg, and soom-ins,
O button Usezel 10 lock/unlock the cursor, Also used i the
loaul or save: game menw 1o delete a saved game.
O baitton For the plaver 1o discover...
1.1 button Used to decrense the spesd of the analog contruls.
1.2 button Not uged,
R1 butien Usend tor inerease the spead of the analog controls,
!' [R2 button Not nsed,
[ Quiek tip: Overall, the X batton is wsed 10 seknowledge, select, and eonfinn
L factions and the A button hacks away or cancels an setion.
|Cun1'uu:5 LAYQUT ¥OrR A TWO-Burron USB Mousk PerivuERAL |
Left Click Userd for select and activation.
Right Click Used to lock/unbwk hand cursor.
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In GAwe CURSORS

FYRZEEa

Displayed when the plager is grabbing something.

Displayed when the player can zip to somewhere clse.
Displayed when the player ean swing across something,
Displayed when the player ean zoom W something,

Displayed when the player can zoom oul.

Displayed when the player can gral or seleet something.

Displaved when the player can select or click something.

B T e S i e e

STARTING THE GAME

To START THE GAME

Move upward or downward with the anolog controller and choose the
language of your choiee.

‘Then press the X butten to select.

Choose one of the following languages—
E 4

ENGLISH, FRANCAIS or ESPANOL




MAIN MENU OPTIONS ! Load: This will load the currently selected game.
Delete: This will delete the currently selected game.
Here's a sereenshot of the main menn before starting a game. Notice
that Save: Game and Resume Game are dimmed out hecause they are
not aceessible. You need to either start a new game or load a game,

[  You can also visit the Credits, change some options, or visit the
Special Features.

srvveren s

MAIN MENU

This is the Myst 1Lz Exile for PlayStation 2 Main Menn where the
player can select one of the (ollowing :

® New Game

St e
bl

Load Game
Save Game

Resume Game
Options Save: This will save the current game 1o the selected game.
Credits

Special Fealures Load & Save Game Seleetions

A S e

® To load or save a game—pwess the X button,
NEW GAME: ¢ '

Thic w ® To delete a game—press the O buitton.
T'his will start a new game.

] * To exit this menu—ypress the A button.
: LoAp GAME: |

Thi : ! RESUME GAME:
This menu is used to save or load the current game. In this screen, 3 :

the player must choose one of the 5 games represented by a black
square or a mini-sereenshot of the last saved position,

This option will resnme the current game,

F O

" OPTIONS:
The player needs to move the cursor with the up/down

Nisatimhal bt This menu will allow you 1o modily the audio, game, or lunguage
directional button,

options for Myst HE: Exile Tor PlaySiation®2,




Aupio OPTIONS: ¢ Contraller Speed—S3et the speed at which the controller will react.

Using the slide bar, the player can set the Overall Yolume, Music e jrlery.cr et g R o8 e sk e 2 e i A1, Ehs ppiinins

Volume, or Music Frequeney. The player can return to the selection by pressing the A button.
(left screen) of the options by pressing the A button. LANGUAGE OPTIONS:
s . Same: selection options as “starting the game™ on page 5.
i Y . .
§ 3 . The player can also activate or deactivate the subtitles.
o i .
{.J L, » 1
Fomis —iim
o Overall Yolume—Controls overall volume of the sound effects,

volces, musie, ete,

| ¢ Music Volume—Controls the musie volume. H CREDITS: £
. * Music Frequency—Controls how often the music plays. f B Crediis for Myst 111: Exile for PlayStation®2

* Volume Testi—Siarts the music to help adjust volume. Rl e o
! ] s

GAME OPTIONS:

e

Once players enter this menu, they have 3 options:

i
| i i i -
i | £ 1 £
: 1 E S| |
3 g
" | A
L 1 | "B
- i .
| ' ] | 3
i} 2 ey 1
* | S5 ==
o Zip Mode—Enables/Disables the zip mode. The zip mode allows 1. Myst III: Exile Quiz—A Quiz about the Myst
2 . . 4 > h— g J
you to move: faster through already visited places. i World )

¢ Mouse—>Seleet the USB mouse peripheral as the default

controller (i one is inscried). pressing the A button or ¢licking with the USB

¢ DUALSHOCK®2 analog controller—Select the analog controller mouse: on the back button.

| At any time, you can exit the Myst HI: Exile Quiz by
as the default controller (if one is inserted). {
) !

L e e - — T
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QUESTLOK |

The Clack ips” gra From whit 4927
A 57 )
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2. Myst III: Exile Original Game Trailer—Sclect and it will
automatically play in full sereen.

3. Making of Myst 11I; Exile for PlayStation®2—Select and it
will automatically play in full sereen.

THE GAME SCREEN

ON-SGREEN
* The Carsor—clicking linger.
s Inventory—ihe black strip at the bottom of the screen.

* The book (ine of manyl—one item in your inventory that you
can aceess at all times in the game screen. It contains information,

As the game plays. you can pick up other books or relevant items
for your quest.
¢ Memory Card lcon (bottom right of the inventory}—used to
quickly save the game.

e In Mouse Mode only—there is another icon on the hottom left
part, it’s a menu icon that brings you to the menu.

e Laler. you can drag some items from the inventory to the
game screen.
VARIOUS ITEMS CAN BE FOUND ALONG THE QUEST.

Tn order 1o flip though Journals, Books, or Letters, use the analog
controller  shide over the selection (the player’s selection will
appear brighter).

‘Choose PREVIOUS or NEXT and press the X button to select.

Using the USB mouse, glide over PREVIOUS or NEXT (the player's
selection will appear brighter).

Click on the left button to activale the selection.

To EXIT the Journals, Books. or Letters, the player must either
press the s button on the analog controller or select BACK with the
USB mouse.

These are the names of each item, from right to le:
* Releeshahn

* Tomahna linking book
Saavedros Journal
Atrus’s Journal
Symbol for Yoltaic

e Symbol for Edanna
Symbol for Amateria

.




PLAYING THE GAME

TWO WAYS OF PLAYING THE GAME

With the Analog Controller or with the USB Mouse Peripheral, the player has
to move wround and pedonn various actions, either by hitting a button or
clicking with the USB mouse. As the player explores the worll of Myst. the
cursor will sometimes change, If that happens. the player can select (by hining
a button or clicking with the USB mouse) and it will perdform an action
associated with the cursor change.

In Analog Made: The player can move about the game: sereen using the
analog conroller or the directional button, Using the X button, the plaver can
activale an item or move forward ina specifie direction.

® { the cursor changes—some actions ean be performed. The player can stifl
hit & button to move in a direction, even if the cursor doesn’t change.

o [ the player chooses the Select button—they will be able o access tieir
inventory (at the buttom of the game screen).

® [fthe player chooses the Start button—they will be able W aceess the
Main Menu. where they can stant a new game, load a game. save this
game. vesum: he game. change some oplions, walch the credits OR
aceess the special features.

o If the player selects an item in the inventory—the item can be viewed or
dragged by hitting the X button.

Tn Mouse Mode: The plaver can move about the game screen using the USB
mouse, Using the left button, the player can click somewhere to move forvand
in a direction,

¢ Ifthe player clicks the right bution of the USB mouse—ithe cursor
unlocks from the center of the screen allowing you 1o move the cursor
around the sereen, and access the inventory (at the bottom of the
game screen).

* I the cursor changes—some actions can be performed. The player can
still eliek to move in a direction, even if the cursor doesn’t change.

* [fthe player elicks on the Menu icon—ihey will access the Main Menu,

® [fthe player clicks on the Save icon—they will aceess the Save
Game Menu.

e [f the player elicks on the an Inventory icon—the item can be viewed or

dragged,

Zip Mode: The player can use the Zip Mode feature, to move faster through a
place they have already visited. If the player can zip, the cunsor will change 10
a lightning symbel . Zip Mode is disabled by default and can be activated in
the Options Menu,

12
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PROLOGUE

e WAL

-
1 realized, as our group linked hack to 1Yui. that we should not

restore the city as we bad planned. The once magnificent buildings
lay in rain. o testament to the hatred that had consumed them. Too
many people had fallen victim to that hate - to the prejudice and
greed from which it sprang. Gazing out across the cavern, | decided
to wrile another Age: one that would help the D'ni survivors begin
again, free from the tragedies of their past.

So with my wife, Catherine, supporting me, | put aside that past 1o
write a future. More than a year hus gone by since | finished writing
Releeshahn. 1 have a new daughter, who [ hope will some day link 10
the Age with me. And as | imagine Yeesha meeting the [Pni, those
brav
realize I've been given another chance as well. A chance 1o learn
from my mistakes... unid leave the past behind me once and for all.

e men and women who are building a new life for themselves, |

- Atrus

AGES TO VISIT

Amaleria




Voltaie

Tomahna

Yours to discover...

J’nanin

i
=

TECNNICAL SUPPO_I{T

CONTACT US OVER THE INTERNET:

Thix is the best way ta contact us. Our website is open 24 hours a day, 7 days a
week and it contains the most up-tu-date Technical Support information available,
We update: the Suppont pages on a daily basis, so please cheek here tist fur
solutions to your problems: hup/fsupportubi.com.

CONTACT US BY PHONE:

* You can also contact us by phone by ealling (919) 460-9778. Note thut this numbser

is for technical assistance only, No hints or tips are given aver the Technical
Suppert line,

Be: advised that our Technieal Support Representatives are availuble ta help you
Monduy=Friday from 9 am-9 pm (Eastern Standard Time).

CONTACT US BY STANDARD MAIL:

H all else fails, you can write to us at:

Lbi Soft Technical Support
2000 Aerial Center

Suite 110

Muorrisville, NC 27560

RETURN POLICY: =

Please do not send any game retumns directly to Ubi Soft Enterlainment. It is our
policy that game retums must be dealt with by the retailer or online site where
you purchased the product. If you have a damaged cantridge or seratched CD,
please visit our FAQ listing for your game and get the latest replacement poliey
and pricing.

Myst 11I: EXILE
Proor oF PURCHASE

I

08888 ‘ 32031

a
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Prima's Officlal Hing Guide

Introduction

Any chronicle of the home computer’s rise in the 19905 should devote an
entire chapter to the Myst phenomenon, In 1993, the original Myst
emerged from a Pacific Northwest garage to become the best-selling
computer game of all tme. Described by The New York Times as *a
landmark in the game industry,” the weirdly calm, atmospheric adventure
lured millions of nongamers to previously underused monitors, injecting a
healthy dose of mass-market mania into the PC industry.

And the phenomenon didn't stop with Myst. The game’s sequel, Riven,
became a classic in its own right (more than two million units sold o
date). Then, the technically spectacular 3D recreation of the original game,
real MYST, generated yet another stir during Christmas 2000, Now the
stunning third installment, Mysi HI: Exile, is upon vs.

An inspired product of the adventure game masters at Presto Studios,
Exile adds a dramatic chapter to the saga of Atrus, writer of worlds. Each
new Age features magnificent Myst-style scenery, fabulous creatures, the
usual complement of fantastic machines and, of course, plenty of puzzles.
Presto took special care to craft puzzles that flow organically from the
story’s environments, Of course, "organic” doesn't necessarily mean casy. In
fact, many of Fxile's puzzles are fiendishly difficule.

And that's where we come in.

How to Use This Hint Guide

This hint guide is designed to be casy to use. Note, however, that it is not a
substitute for the Myst HI: Exile game manual. We hope that you've read
all of the documentation that comes with the game.

Soft Hints

For intrepid explorers who prefer more indirect direction, this hint guide is
for you. It provides tips but not answers for every major puzzle in the
game. Layered carefully in lists descending from general to specific, these
tips gently nudge you down the puzzle path. However, they stop just short
of revealing the final solution. This section is perfect for puzzle fiends,
serious self=starters, and those of us who just can't stop reading when easy
answers lay at our fingertips.

Atrus’ Journal

Near the beginning of the game, Atrus hands you a journal=—a fascinating
chronicle of his attempts to write a new Age for the 1D'ni. At the back of this
guide, we provide the exact text of Atrus’ journal as it appears in the game.

Don't worry, it won't spoil anything: we just present it for your reading pleasure.
. spoil anything; we just p! yo g p

primagames.com
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Soft Hints 4

Soft Hints

When you read a hint guide, you seck answers. But some want more than
answers—well, to be precise, less than answers, actually. Yes, many fans of the
Myst univense crave the satisfaction of solving puzzles thennelves. They don't
want a road map. When losg, they want a quick head bob indicating "you
wight want to ry over there."

How the heck does this thing work? Here,
we give you hinls, nol answers,

So we've designed this hint
guide for you folks who don't desire
firm hand-holding and instead prefer
a gentle nudge or two in the right
dircction. After all, even the most
experienced puzze fiend can get stuck in the clever commdrms of the
Ages of Atrus, the great puzzle master himself.

Important! Read the next section carefully to see how it works, lest you
end up acquiring more knowledge than you sought.

How to Use Puzzle Hints

This hint guide is designed to give you layers of hins for cach puzzle. By
"layers” we mean this: We provide a series of hints, moving from general to
specitie, withour giving away the final soludon. Here's how it works:

+ Under each Age, we list the main locations; puzzies. Remember, though, that Myst i: Exike is a very non-
lincar game. You can visit the Ages in any order, and encounter puzdes in 3 myriad of diflerent ways.

« linder each location within an Age, we list a series of questions that explosers might logically ask.

* Then, under cach question, we give a bullet-point list of increasinghy more specific answers, bul always stop
short of revealing the final solution, (If you absolutely desire the linal solutions detaiked out for you, pick up
Ayt 1 Exike=vima's Oficial Strategy Guide at a store near you)

Again, cach bullet point under a particular question reveals imore than
the previous buller point. So, tor those of you with wild eyes or no
willpower, we suggest covering each stack of bullet points with a sheer of
titanium-reintorced paper stock to climinate the possibility of what we in
the industry call "seeing ahead.” )

4
General Hints
Before you jump into the Ages, take a fook at this quick list of starter ups.

« Like its predecessors Myst and Riven, Myst lif: Exile is a game of exploration, Pay close attention to the
details of each Age: don't averlonk anything!

primagames.com
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Prima's Official Hint Guide
« Don't assume that toys or gadgets are mere eye candy. Many simplistic devices you find carly in the game
provide <lues for later, more complex puzsles.

Gadgets like these on Saavedro's desk
provide hints for later puzzles.,

» Read evenything! I someone hands you or keaves a
jouenal during the course of the game, 1ake time to read
every page. Journals do more than provide rich back-
story; they provide imporlant clues, .

+ Saavedro scattered a number of his journal pages
around the Ages, too. Watch for theim; they explain a lol
about his motivation,

« Lach Age has a predominant theme. When stuck, think about that theme. for example, in an Age that
exhibits mechanical notions, think mechanically—look for gadgets, see how they interact, and so forth. 0
nature is the overall theme, think "natural* ~look for life forms that can solve yous problems,

+ Puzgle goals are readily apparent in Exile, and the rewards for achieving them ase immediate and gratifying,
This doesn 't mean the puzies are easy, by any means. But for the mast part, the puzze-solving in £xile is
straightforward and intuitive. Don't oul-think yourself!

Hints for J'nanin: The Lesson Age

Jmanin is a hub world; it links to all the other Ages in Myst HE: Exile. Solve
Jnanin's puzzles to gain access to those Ages, Each ['nanin puzzle relates to
the theme of the Age you seck to access. In general, then, look for
interactive puzzle elements that seem related by theme.

The Observatory

Saavedro locked the door off the high bridge at the top of the Observatory,
the tall structure in the middle of the island's caldera. If you peek through
the window in that door, you see the man pacing around—waiting,
apparently. Now whae?

How can I get inside the Observatory?
+ Look for another entrance.
+ lake a trip around the island perimeter. Surely there's another way in.
+ Work your way down into the caldera to the freshwater lake below.

+ Iry that stained-glass greenhouse.

primagames.com
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The Observatory elevator is turned the wrong way
when I take it to the second floor. How does it votate?

» Ty sending the clevator upstairs without you. Watch its mechanisms.

+Sond the elevator up, then check out the empty shaft, See anything interesting?

+ Note the evidence of lampering in Uhe shafl. Resetling the mechanisms these reqquires a guide—prcferably.
an illustrated one,

» id you find Saavedro's journal in his room? Ity reading it.
+ Lunk lor references to mechanisms in Saavedro’s journal.
» Look for sketches in Saavedio's journal,

+ Do you see anything that looks familiar in Saavedro's journal? If so, nale its exact configuration.

Scan Scavedro’s journal to find clues to
the Observatory elevator puzzle.

I got to the Observatory's
second level, but Saavedro
linked away. How can I
Jollow him?

* You've 2ol a lot of work to do yet.

= Look for messages from Saavedro to gel you started.
+ Look for buttons that might activate devices.

+ The tage in the pit below holds the linking book

Saavedro used. Belore you can access it, you must
solve most of the puzzles in Myst IN: Exile!

These Observatory telescopes are fun, but what am I
looking for?

« First of all, examine the viewing lens itself,
* Focus on what seems most prominent in cach lelescope's viewing range.
« Hind the tusk tower in each view.

+ Note the surroundings, so you know which tusk is which. There's a connection between each lusk and the
panticalar telescope that views it.

+ Do you see anything interesting on the tusk?
» Do you see anything on the tusk that suggests a way to align your view?
» Note what happens 1o the telescope itself when you manipolate the soom, focus, or pan watrols.

Avre those little marbles that move around the telescope
viewing lens important?

* Yes.
* Very important,
» Keep an eye out for similar mechanisms elsewhere on the island.

primagames.com
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Prima's l)ﬂid:ﬂ Him Guide
The Energy PPuzzle

How do I enter the tusk that has five buitons on the
door?

» Push thie buttons in the comect order,

« his s the Fnengy Age tusk, Solve ['nanin's Energy puzzle o find the door button code,

» Examine the object in front of the door, 1t looks like a scope with the Jens aimed at the buttons.
+ Hini: It's a prism. But ne light shines through it yet,

+ Find a source of light somewhere on ior slightly off) the island.

« Direct the light t the prism.

What's the purpose of those odd poles with view-
scopes and differently colorved fire marbles on top?

+ Lach pole has three scopes set at 120 degree angles, [ouk in each scope 1o see how the views reflect 1o and
from other scopes on the pole. Which views connect, and which don'e?

« Use the reflecting angles of the scopes Lo direct light from pole t pole.

+ We did say direct the light w the prism, didn't we?

o .u' m \ :

Two scopes atop the poles reflect views through each other at 120 angles.
The third scope’s view is blocked.

I managed to divect the light beam from the offshore
gun to the prism. The door looks nice, but now what?
+ What does the light do to the door buttons? "
. Y3 4 17
« Push the bultons in the order of the color code. 7 LE L -
YRR
s "." s

¢

+ Can you think of a “color order” you recently followed?
« Follow the light beam.

I got inside the tusk, but how do I reach the linking
book?

* Have you seen this linking book chamber through ane of the Observatory telescopes yet? i not, head up to
the Observatory's second floor for a peek.

* What happens to the Observalory lelescope as you pan, locus, and 0om the view on the tusk’s linking hook
chamber?

primagames.com
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= In the tusk, look al the pdium below the linking book, Does that mechanism look lamilias?

« Where else have you scen metal marbles moving around concentric Grele tracks? B ./'. ’5_-\\

(&=

The Dynamic Forces Puzzle

A big metal weight blocks access to the tusk rising
above the rock outcropping just off the main island.
How do I move it?

« I's sound. Surcly it rolls.

» But the metal weight is too heavy for you lo wll. You need a mechanism,

+ The weight sils on a jointed bridge,

* [he bridge is moveable. Move it!

» Use the bridea controls 1o move the bridge and roll the weight sul of way.

* What bridlge controls, you ask? Didn'l you search high and low around the rock outcropping?
» tind the ladder that leads 1o the bridge control podium and g0 to wark.

I got the tusk door open. How can I cross the ripped-
ont floor to the podinm under the linking book?

» Fill the hole.
+ Look at the floor hole. Is anylhing around here big enough ta fill that space?
+ Is thal big, hole-filling thing moveable? 1ave you moved it before?

How do I reach the Amateria linking book?
« Same way you reached the Voltaic linking book. (See "The Lnergy Puzzle” above.)

The Nature Puzzle
How do I enter the tusk just across from the
Observatory? Its door is 30 feet up!
« Grow a bridge to it,
» Fxplore the lakefront area down at the caldera’s bottom. See any intesesting life forms?
= Don't be afraidl to touch, Nothing will bite.
+ The little white Squee needs a bridge to his favorite food. Give him a hand.
+ Watch what happens when the Squee gets to the reddish buds of the Bamacle Moss.

« Hmmm. The Moss buds seemed to expand at the sound of the Squee's chirp. Have you seen those buds
anywhere else?

primagames.com
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Notice the thick growth of Barnacle Moss
on the cliff near the seemingly
unreachable Nature tusk door.

The Barnacle Moss buds along the cliff wall near the
tusk door wounld make a nice bridge. How can I make
them expand?

* You ¢an't, but the Squee can.
* You need the Squee's chirp to expand the Bamacle Moss.

How do I get the Squee up the ladder to the
Barnacle Moss?

* You don'l need the Squee, You need its chirp.

+ Climb up the ladder from the caldera's bottom to the lirst ledge and explore,
« bind a hearing aid,

+ Step up behind the big Hearken Fern and point il al things.

+ Listen! Everything's amplified.

+ Find a familiar little sound.

How do I reach the Edanna linking book?
* Same way you reached the Vollaic linking book. (See * Ihe Energy Puzzle."}

Hints for Voltaic: Age of Energy

This Age embaodies power flow that channels raw energy into useful forms.

Your overall goal is to complete a circuit linking everything on the island. l
In general, then, look for breaks in the circuir and determine how to

reconnect them, The raw energy sources on Voltaic are water and lava, Your

challenge is to convert these into hydroclectricity, clectromagnetism, and !

superheated, pressurized air.

Arrival

I can't open the big door on the stone structure.
Is it tocked?
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* Not exaclly. The door opens mechanically,

= The door needs power.

» Make electricity flow 1o the door,

« In lact, nothing in this Age operates withoul power. Find the power plant.

Power Plant

Where is the power plant?
* You can see it from yous point of arrival,
+ 1L extends from Ihe main island and dams the inlel,
+ Follow the catwalk.

= Look for turnels.

-5

I found it. Now where do I stare?
* Hydroelectric power plants convert kinetic energy (energy created by mechanical motion) into electricity by
use of wurbines, Turbines are “rolary engines actuated by the impulse of a current of fluid (say, water) over a
series of curved vanes on a central rotating spindle.
« Stait by identifying the two basic mechanisms of the power plant; the waterwheel {where the energy is
created) :md the gear pidllorm (where the energy is converted).

« Link the twe mechanisms,

» Once linked, the mechanisms need motion!

To get power generating, mesh the two big
gears here at the gear platform,

Whevre's the waterwheel?
How can I make it turn?

+ It's eylindrical and very big. Really, it's hard

10 miss.

* It always helps Lo get an averview ol the situation, 1ook for ladders,

* Rushing water turns the waterwheel,

« From the control lower, nole the pusition of the big, wooden sluice gate. Where is it forcing wates to go?
* Channel the water so it flows under the watenwheel.

The waterwheel still isn’t turning, and that's the
smoothest waterwheel I've ever seen.

« The flowing water needs something to push.

« Every waterwheel has flaps called *vanes” for the water 1o push, thus turning the wheel,

» Saavedro deslroyed the mechanism that deploys this waterwheel's vanes. Find another way to deploy them.
« Explore the cylinder's inerior.,

* Deploy the vanes manually,
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The waterwheel turns now, but it's not producing any
electricity!

= 15 the watenvheel gear linked 1o the lurbine generator gear?

* Have you been out to the gear platiorm yet?

« The gears mesh under the gear platform,

» The big vertical gear on the waterwheel has 1is mesh with the big horizontal gear under the platform.

« the horizontal gear is too low.

I found the emergency gear velease, but when I try to
raise the geas, it won't go!
* You can'l mesh twa gears while one is turning,
» The waterwheel gear must be stationary before you can raise Lthe generator gear,
* Slop the waterwheel, then try again.
= But if you just move the sliice gate to direct water away lrom the waterwheel, you can't get back down in
the gear release room.
* You can't raise the gear unless water is flowing under the walerwheel withoul turming it, How can you do
that?

Electromagnet Chamber
The power plant is running, and the dooy on the gear
platform is open. Now I'm in a big chamber full of
coils with a big cylinder surronnded by five platforms.
What next?
» Examine the cylinder.
+ Find an aperture and took through it. To borrow a line from Atrus grandmother Anna, "What do you see?”
« Yes, you see circuits. Are all of the conneclor pins lined up?

« Align the connector pins.

The pins at boltom are connected here, but
the ones at top are not. You need
connected circuils in all five aperture
views.

+ Push the side buttons 1o rotate the circuit strips until
all circuits are connected, (Fach of the three circuit
strips runs complelely around the inside of the

cylinder)

+ You must create unbroken paths from each battom connector pin ta a top pin, and each top connector pin
ta a bottom pin,

+ Align the top strip first, making sure alf tup pins are connected. Then align the bottom strip with the bottom
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pins. 1inally, rotate the middle strip, looking for matches.
« i the circuit is complete in.one aperture view bul power still isn t flewing, check the sther aperture views.
The circuits must he properdy aligned in all five views.

= Good luck!

The electromagnet is humming with power. Now
what?

« You've done all you can do on this half of the island for now.
+ Iravel to an entirely new arca.
= Headl for the chasm.

« Backtrack through the power plant and unnels.

Airship Dry Dock

I found the lever that opens the big, circular,
segmented door. '

But it just closes back up!

* Doors generally open t lel something in of oul,
= Something can exit via the door, but it's nit ready to go yet,

+ Go around the door t see what's in the cavem behind it

That's a cool-looking airship, but somebody trashed
the access walkway. How can I reach it?

* You can't reach the airship from this dry dock asea.
= Move the ship to the next place you can board.

* Mawe the ship to the chasin ganiry tower,

How can I move the airship? It looks flat.
= Inflale the ship.

« Pump pressurized hot air friom the dey dock's pressure valves into the ship,

But I tried the pressure valves. Nothing happens!
+ Is hot air flowing into the valve tower? You can't pressusize air that isi't flowing.

« Direct hol air from the lava chamber into the dry dock valves.

Lava Chamber
What lava chamber? I can't find any lava chamber!

+ That's because Saavedro jammed its door lound back in the tunnels) from the inside. The only olber way
into the lava chamber is very roundabout.

» That big, segmented pipe above the chasm is a hat air conduit, It leeds superhealed air back to the dry dock
valves. Do you suppose a lava chamber might be a ¢ood source of hot air? {(What an insightful question))
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« Look for out-ol-the-way halches and a precarious pathway across the chasm,

» Search the valve kower area in the airship dry dock, Be thorough.
« tind a maintenance hatch located high up.
» Cross the chasm an the pipe and find another hatch,

» In the long ventilation ducl, look tharoughly for exits.

These lava chamber mechanisms ave fun, but what am
I trying to accomplish?

« Blow hat ais down the conduit to the dry dock,

* Whal sorl of device blows gir?

» Look through the window al the far wall of the lava containment room. See the fan up high?

« Is the fan turning? {We'll help you here: Na, it's not.) Look for the on/olf switch near the fan,

+ [urn on the fan,
* Yous ultimate goal is ta get lava flowing through the containment soom while the fan is blowing. This sends
hot air down the conduit to the diy dack valves.

Use the lova chamber controls 1o operate
the control gear so you can reach the fan
switch to turn on that fon.

How do I turn on the fan?

» Get inside the lava containment room and raise the

catwalk to the fan switch.
* It's tricky, though. You can't enter the chamber until you emply out the lava,
« Note the vertical endplate on the catwalk. See the hole in it? It uncovers the fan switch when you raise the

calwalk high enough.

How do the lava chamber controls work?
+ Fiest, note that the lava chamber has redundant controls: one podium up in the control voom (in front of
the window), one pdium down on the catwalk in the containment room.
* However, the control room podium has been sabotaged; Saavedro jammed a bolt inlo it. You can't slide the
red knoh atross Lhe center groove.
+ The red knob activates a “control gear” in the containment room. Altached to a moveable mechanical arm,
this control gear upens/closes lava gates while at the same time maving the catwalk up/down. The inflow
gale dleft) lets lava in, and the drain gate {right) lets lava out.
* Rotate the red knob clockwise and watch what the control gear does in the containment room. Which way
dovs it turn? Now 1ry counterclockwise. Which way does the control gear turn?
» What happens to the catwalk when the conteol gear wrns?
= After you drain oul lava, enter Lhe containment room and check out the control podium. Slide the red knob
acioss 1he cenler groove and watch what happens,
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« So by using the red knobs on the podiums, you must manipulate the control gear and comphete the
following tasks:

1. Empty the containment room of lava. 4. Lower the canwalke and veturn to the
2. Raise the catwalk up to the fan safety of the control room.
switch, 5. Make lava flow ihrough the
3. Turn on ihe fan. containment room—-both lava gates
up!

The Valve Puzzle

What do all these valves do?
+ They pressurize the hot air flowing in from the lava chamber.
+ I hot air isn't venting from the valve caps, you probably haven't solved the lava chamber puzzle yed. {See
the previous seglin, “lava Chamber,"} Or else you closed the valves earlier, maybe while experimenting,
« Yalves (cap up) veal hot air, seducing pressure. Closed valves {cap down) channel hol air Lo the release ~
valve, increasing pressure,
= When set to the correct pressure reading, the valves can pump hot air ta the airship and inflate its balloon

What's the correct pressure reading for inflating the
airship?

» Check the pressure gauge.,

+ See the red fine?

« Clockwise movement of the needle inditales pressure is incseasing.

Do all the valves pump the same pressure? How
many valves are there?
« Goexl questions. Bolh are easy enough 1o test.
» Close a valve on the first level and watch the gauge, How much pressure is added? Repeal for each valve,
+ All valves (including the jammed one) on the first level produce the same amount of pressure.

« Ride the elevator to see how many other valves are in the tower,

Pressure increoses when valves are closed,
like the two on the right; pressure
decreases when valves are opened, like the
two on the left.
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The valve tower elevator doesn't move when I pull the
handle.

« 1he elevalor is pneumalic (powered by air pressurel. Apparently, there's not enough pressure built up in the
valve system.
= Close some valves 1 build pressure.

+ The colors on the gauge show how much pressure is needed to push the elevator 1o each level.

I knosw how much pressuve each tier puts out per
valve, and how much pressure inflates the airship, but
I keep having elevator problems.

« Keep clsing valves, building elevator pressure and working your way up Lo the top tier of valves.

» Figure out the math. Because of the valve jammed in the closed position on the bottom tier, there's only
one solution,

» Now work your way down, opening valves to gel the units of pressure you want to produce from each tier,
» When you get the exact pressure indicated on the gauge's red line, find the hig release valve,

I released the airship! But it got stuck at the dry dock
door.

+ Go open the door!
+ The lever that opens the dry dock door is an the chasm’s gantry platform—a quick elevator ride down.

Back to J'nanin
I'm back with the symbol sketch in my inventory.
Now what?

+ The symbol itselt triggers something in the sonm,
« Fnter the symbol inte the machine.

+ lake the symbol from inventory and place il on the imaging lable,

. .
Hints for Amateria:
z : .

" '’ » N
Age of Dynamic Forces
Amateria features a twisting, looping network of tracks running through a
series of odd structures arrayed around a huge central tower, Exploration
reveals that cach structure is connected o the tower by two sets of tracks:
one set running out from the tower's roof, and another rumning into a
lower section of the tower.
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Tracks seem to run everywhere in
Amateria. But none of the track circuits
are completely connected.

Arrival

This place is like a carnival, but none of the tracks
are connected. What's the point?

= Many of Atrus' lessons involve completing a connection.
« Fach ol the nfijor siructures i$ part of a track circuit,
* But in each structure, the circuit is incomplete; an ice sphere shalters al some point in the circuit.

* Complete each track circuit,

Balance Bridge

No matter where I set the fulcrum under the half-pipe
bridge, it still tilts up and smashes the ice spheve.
How can I keep the bridge level?

« What lilts the bridge?
+ Can you do something to offset the til?

-
beedd
Nl

« Creale a counterbalance,

I found the balance connected to the F
other end of the bridge. How much I
weight shonuld I put on if?

« Huw much weight are you trying to counterhalance?

« Go out and examine the multicolored sphere—the one that gets ke ked inlo

the bridge's catch-basket, What's it made of?

« Be sure to examine both sides of the multicolored sphere. You can find two good

angles for close-up views, l }

{
+ Compare the various sphere wedges near he counterbalance. Do you know the j'_.," ,\y‘ﬂ f
weight ratios between the various materials (wood, crystal, and metaly? 'l

« You'll find the weight ratios in Saavedra's room back in J'nanin. i 5

Saavedro smashed so many weights I can’t create
a one-to-one weight vatio with the spheve in the
bridge catch-basket. How can I balance a weight I
can't match?

« How did Saavedro do it?
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» Look in Saavedra's room in the |'nanin Observatory lor a clue,

+ Saavedlro figured ouf a way lo balance a 2-to-1 weight ratio. Maybe you can do the same.

» Use a fulcrum,

Saavedro feft o few clues for solving the Balance Bridge in his |'nanin
Observatory room.

‘The Resonance Rings

The ice spheres keep smashing into these clear

vibrating rings. How can I turn them all off?
* You can't lurn them aff ofi—not all at once, anyway.

+ But you can set a mechanism to lurn them off one ab a time, in order, 5o that the ice sphere rolls

through safvly.

+ 1he sonic barriers are generated by the blue crystals alop the nearby columns.

« Lach crystal produces g harmeonic Trequency to form its ring. You can manually adjust the frequency & one
of five settings.

« When pressed, each blue butlon on the Resonance Ring's main control panel turns off a particular
frequency in the structure.

« Think about that, The crysials oul on the Resonance Ring penerate frequencies to create the barriers, but
the control panel butions disable frequencies.

» The control panel is actually a timing mechanism. Nole how the ball bearing rolls over the five blue bultons
in a timed sequence,

Orvher than by trial and ervor, how can I tell which
frequency each button on the main control panel turns off?

« 1f this question makes na sense to you, better check oul the preceding packets of hints.

+ What common elements does the Resanance Ring main control panel share with the frequency dials on
each crystal’s column?

» The gear shape around the first console button indicates which frequency that bulton disables.

I undevstand how the gear shapes indicate which
button turns off which frequency. But now what?
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» Gt out o Lhe tracks and think fike a ball.

* What path would a sphere take through the Resanance Ring loops if, say, the Resonance Rings were
dlisabled, one by one, just before the sphere reached cach ring?

+ the first button in the control panel timing sequence should turn off the first Resonance Ring in the ice
sphere's route from the Central Tower. The second button should tum off the second ring in the spherc's
route, and so .

« Se you must set the first Resonance Ring in the sphere's path to the same frequency tumed off by the first
tusiton in the control panel sequence. Confused?

» Walk the path of the rolling ice sphere, selting 1he lrequency of cach ring to match the order of the buttons
an the contsol panel,

Turntable Tracks
What am I trying to do here?
« Complete the circuit,

» As al each Amateria slructure, you're trying ti guide an ice sphere through the track mechanism and back
Lo the Central lower,

» Set the mechanism so the ice sphere drops through an open ring in the top left hole of the right wheel. his
puits the sphere on a retum track Lo the tower.

What's the purpose of the dials on the control panel?
» Pull the ball release lever. As the dial rotates, what else happens?
+ The dial rotation contrals the wheel rotation out on the structure.

+ The lefi dial controls the left wheel, and the right dial controls the right wheel.

il e | Powerful springs in the wheel holes can

wim

shoot the ice spheres from wheel to wheel,
but only if aligned with those track arches
curving over the lop of the structure.

Why does the ice sphere shatter sometimes?
+ The ice sphere shatters when it has no place to go.
« Ihe sphere drops and shatters if it lands in an open ring with no track undemeath.

+ The "illed* rings on cach wheel have a powerful spring mechanism that shoots the sphere when the
wheel's rotation halts.

* Note the four sets of curved track over the top of the Wheels of Wonder structure. Springs can shoot ice
spheres acsoss these tracks to the oppsite wheel,

+ The sphere shatters if it lands in a spring-filled ring and then gets rotated to a position with no track arch to
direct it to the opposite wheel.
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What do I do with the pegs in the control panel's
tray?
* Plug in a peg o the left dial and see what happens. What happens to the dial? What happens 1o the peg?
* Without a peg, the dial (and its corresponding wheel) makes one complete trn,
« The peg controls the dial's rotation.
» Set the pegs so that the ice sphere mtates to positions where the spring mechanism can shom it over the
track arches to the opposite wheel,

The Central Tower

The colored buttons above me release ice spheres from
the tower, but they shatter when they return. Is that
good or bad?

« Shattering spheres generally indicate an incomplete circuit,
« Look dewn. Laoks fike a big switchyard of unconnected tracks.

« Your final task in Amateria is to link all of the individual track circuits into one grand, connected circuit,

What am I trying to do at this control panel?
« Make connections, as always.
= Actually, you're Irying to make one big connection.
« Roate the track disks until you make an unbroken path,

« Connect all four Amaleria sliuctures (Resonaice Rings, Balance Bridge, lurntable Tracks, and the offshose
structurel into a single track dircuit theough the Centeal fower switchyard,

Why?
» Your goal all along has been 1o reach the mysterious offshore structure, the one with the missing sections of
Irack.

» What did you see on each conirol panel after you solved the puzzles at the Resanance Rings, Balance
Bridge, and Turnmtable Tracks?

» If you can connect all three track circuits to the offshore structure, you can raise its thwee missing track
seclions,

Connect all of the Amateria track circuits
inta one big circuit with this switchyard
control console.
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I understand how to rotate console disks to connect
the tracks in the switchyard below. But how do I know
what structurves I'm connecting on the console?

» Colors.

- In Amateria, sirctures are color-coded.

+ Did you notice different color horders around the hexagon cades after you solved each Amateria puzde?
+ The ceiling bultons are color-coded, too. What happens when you push each one?

* Look at the console, See the color segments around the outside? Lach represents one of the structures
around Amateria.

Hints for Edanna: Age of Nature

Your ultimareszoal in Edanna, as in the other Ages, 1s to find 1ts unique
symbol. To do so, you must first discover how various plants and animals in
the Age react to different stimuli: light, touch, the presence of symbiotic
and predatory plants and creatures, and so on, As you explore, remember
the enlightened observation in Atrus' journal: "Nature encourages mutual
dependence.” ’

Deadwood Ridge
I climbed the first Corkscrew Cattail and saw the

birds. But the other cattail is dry and shriveled. I'm
stuck!

+ Did you notice any dilierence between the two cattails? Look carefully at the entire plant.
+ Lach cattail has a drinking lendril. Bul vne tendril found waler, and one didn't

+ Ihe dey cattail's tendril extends to a dey basin,

Corkscrew Cattails need waler to unfurl
their convenient spiral leaves.

How can I hydrate the dry
cattail?

+ louch that big swollen Qualfler Hy pixl hanging over
the dry hasin. What's sloshing aroun inside?

* Pop the pod.

« Zap it with a beam of concentrated lighl. Gol a laser handy? How abxut a magnifying glass?

« No? OK, explore the entire upper ridge area,

« Find an Aurora Blossom on a promontory and look thiough its lens. What do you see down below?

« Some sun can help the big llower get focused.
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I opened the witheved Corkscrew Cattail and climbed
down to find a glowing fish in a basin. Should I do
anything with this thing?

= Yes, bt not here.

+ Before you move on, watch Lhe fish awhile, it's an Llectra Ray, What happens when it feeds on the nearby
plant soots?

> Note the Lhick, whe-like vine running from the botlom of the basin,
+ Continue down the path. See how the tube-like vine from above sprouts a spiky fig pod?

+ This s all past of another Qualfler Tig plant system. The vine and pods can draw water from the basin,
which is
actually the fluwering top of the plant,

» Fig pouds are sensitive o the touch.

Move this Electra Ray down lo Edanna's
forest via a unigue, 100-percent orgonic
transport system.

The Bungee Swing Vine
How do I unroll this big,
curled Tongue Fern?

» bongue Ferns respuid Lo light.

+ Mrus designed this Age to exhibit the “mutual dependence” of species. Find something nearby that provides
a stimuli to the fem.

« Use the symbiotic spore as a lantern.

The Tongue Fern doesn't veach an !
« Actusally, it does. But you have 1o foek aroumd.
* Walk to the tip of the fern and look up

I can swing off the side of the
Tongue Fern to the ledge

with the trap. But the log-
bridge blocks my swing in the
other divection.

* You can knock the log down, but you Il need help from both flora and fauna,
» What grows on the log?

» Remember your previous experience with Barnacle Moss.
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« If you can get the mass buds to expand, that rotting log might just break apart. What makes
Barnacle Moss expand?

« A Squee lives nearby,
< Get the Squee over 1o the log,

How do I get the Squee out of its nest?
« The Squee built its nest here because one of its favorite foods is nearby, (No, not the Bamacle Miss.)
= Squiees tove pink fruit.
« Lure the Squee with a pink fruit.

I trap the Squee, but when I vaise the trap, he just
runs away.

* You don't wanl t {rap Lhe Squee.

» Note where the trap lalls.

« The fallen Irap blocks the entrance to the Squee's nest,

* lure the Squee 1o a spot other than directly under the trap.

Edanna Forest

The poor mother bird is trapped in the Venus flytrap.
Do I care? What can I do about it?

» Yes you care, if only for self-serving reasons. Ultimately. the mother Grossamery can do you a big favor, but
not if she ends up as digested bird pulp.

* You need to open the plant's trap. But how?
* The Venus flytrap needs a good jolt.

This fittle experiment back in ['nanin hints
ot how you can open Edonna’s big Venus
fiytrap to release the mother bird,

+ Remember the smaller flytrap on Saavedro's work
desk in the |'nanin Observatory?

« 13id you try hooking the smaller flytrap's iots tw the
battery? If so, what happened when you zapped them?
» Zap the big fiytrap's roots with electricity.

Where can I find electricity in Edanna? I haven't seen
anything even remotely technological!

» tind a natural source ol electrical current.
* Remember the fish's root feast up in the basin above the hungee swing vine area?

+ Move the Electra Ray down 1o the roots of the Venus flytrap,
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How can I carry the fish? Won't it hurt? IfVImt'S9 up with these two big white plants in the
swamp?
« You can't carry an tHectra Ray. Il hurts. P
R — + Remember the succulent fruit you saw the mother Grossamery feeding her hatchling up in the nest?
« O Qualler Fig plant sprouts a number of pods, all connected by the same tube like sine. » The succulents (tum‘c Irom the Ncnu:ll Lotus. Fhe birds |f-.1liy. really fove Nemwl ruit,
» Didn't you already suck the water and lish down into Lhe pixl near Lhe swing vine puzzle? * Thg open lotus i pieked clean of Init, the chmed kst is untiuched. Va3
- £y
g e ek brmom By e Why should I carve what bivds like i{" ."l'j
. Y to eat? |4
I got the fish down to the pod hanging over the basin | . - - 5 o
with the W'lll: flytl‘up roots. Now swhat? Remember the Lens Blossom view near your arrival in | danna? You saw a o F ik
: : : book encased in a vine cage hanging directly beneath the bird s nest. by ] | B
« Remember your pod-popping expericnce back up on Deadwood Ridge? + Coukd that beamatber Franin Hoking book? h\ v / £\
« Lind another Aurora Blossom—the big yelliw lower with an ambes focusing lens, d ; B Al
i + W s, could it be near the Fdanna Age symbol? t o 5
o . Sk i f | .I'.I
I see another Aurova Blossom acrvoss the forest, but the * The only wa: 0 reach the vine tangle is vl the nest e ':
Tongue Fern leading to that side won't open; it * The only way to reach the nest s via the bird. [ | !
doesn't have a symbl‘otic spore to shed l'g’ll . « H you find another stash of succulents, maybe: you coutd hitch a ride up. 724 I L
« tind a different source of light. 2 | %
« Direct sunlight to the fengue 1 e, What :{w ;h“ i | |
opea Neme | | |
= See thase orchid-ike flowers hanging from vines around the edges of the forest? Those are Lambent lﬁus e ths | | 1
Orchids, and they have interesting petals. the other closed [i I'I
; \
« Set up a reflection system using the mirrorlike petals of the orchids. lotus doesn't? i | Lo e |
+ Start with the one orchid that sits in sunlight. | |I
I found another Aurova Blossom. But it's not in the . S - [ Y
. r |
sunlight! How do I open up the closed i, Lo
» Direct sunlight to the Aurora Blossom, Nemel Lotus? : i WY
» Adjust your orchid reflection system to hit the blossom. + Compare its status ta the open lotus in the other chamber.
I 4 ik d 3 ake € i + The open lolus sits in sunlight and is swarming with insects. The closed lotus sits in a dark chamber.
= e}; ‘:}?’P ed the pod, an - FOsSAMEr): t2 f gk o) + No direct sunlight enters the dark chamber of the closed Nemel 1otus. Find some indirect fighting,

) + Look for another Lambent Orchid in the dark chamber,
+ Drop down into the swamp.

» Find the bungee vine that lowers you to the swamp level.

I got sunlight shining on the closed Nemel Lotus. But
+ To find the vine, explore the path you took frem the longue Fern up to the Ausora Blossom. it still won't open up!
+ [xamine the area inside the open, hollow branch (the one Jit by glowing mushiooms). 1 « Light only unfurls the twin stamens atup the plant,
» Near the top, where gaps in the trunk reveal the ocean outside, look for anether branch that's frayed open « What else does the open Nemel Lotus have that the closed one doesn't?
and hollow, too.

+ When a Nemel's stamen unfurls, it presents its pollen-producing anthes, which attracts pollinaling insects.

« A pollinating insect, being an incredibly intelligent enlity, won't desert a good thing until it has to.
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* You need 1o retract the stamen pair of the Nemel Lotus in the lighter chamber, thus hiding its pollen, or the
pellinating insects will never leave,
» Remember what element makes the stamen of a Nemel Lotus unfur®? Himinale that element in the spen
lotus's chamber.

OK, I took your advice and blocked the sunlight to
the open Nemel Lotus. The stupid insects still won't
leave!

« They just nevd a little incentive.

« They wait't keave unless something chases them away.

« Find something nearby that imseds despise.

« Inrsects hate spores from the Vesuni Misheoom, a ball-shaped fumgus that grows in swamyps.

« The Vesuvi Mushioom enpts with spores when louched.

= But spores only ravel so Lar. Lind 3 Vesovi Mushroom clise enough te do the job

Success! The other Nemel Lotus is open and ripe for
the picking. Now what?

« Hop aboard the succulent express.

« Gt iside the newly opened Nemel 1otus.

« Unlortunately, you can't dimb directly into the pod. You have to lirkl another way in,
« The Nemel Lotus rool is purple, hollow, and very, very long,

« bind the plant's sl

I'm hanging in a wild fruit cage. But how can I lure
the bird down here?

« The Gronsamery responds to the popping sound of the fruit stem when it shoots seeds,
= Pull the stem and hang on tight.

Hints for Narayan: Age of Balance

I linked into a room that has two podiums and a
switch that looks important. But nothing happeuns
when I manipulate them.

« They need power,
* A generator that draws encegy [rom geothermal vents powers this linking chamber.
« The switch that channels power from the generator ta the devices is wrned off,

« bind the power switch and trn it on.
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I'm trapped in an ice shield with an angry guy with a
hammer. How do I get ont?

« Disable the ice shield.
» Find the shiekl activation controls and enter the code.

« Remember those devices downstairs?

I powered up the podinm consoles, but now I'm
looking at a bunch of circles—a code box, clearly.
Wheve can I find the code?

« Cheek out the tapestries.
* 1o any of the tapestry ghephs ook familiar?

* Note that each ghyph is associatid with a word. Do any of the tapestry wonds look familias?
-

The words associated with glyphs on the tapestries are
generic terms, yet some of them seem familiar in a
specific way. Where have I seen them before?

« If you've been thorough, you read them earlier in the game,

« Actually, you have the words at your disposal right now.

= Atrus gave you the words (and their correct order) a long time ago,
« Check your inventory,

Aha! Using the tapestries and Atrus' journal, 1
Sfigured ont which four glyphs form each symbol. But
where does each glyph go?

«1ook for clues in your inventory,

« Dot you have some pastial symbels?

« Examine yout symbol sketches.

= Compuare the ghyphs in the sketches to the mantras in Atnws' jousnal.

« iook at the symbol you fouad in € danna. What's the first word in Atrus’ Nalure manira? Whese is that
woud's corresponding glyph (from the tapestries) positioned on the Age symbul?

I finally entered the corrvect glyphs on the console that
controls the inner shield. But I can’'t find the tapestry
glyphs for the other console.

= They'we in another room.

« Afier you disabled the inner shield to the glide ship, did you explore?
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I found the Tomahna linking book! Should I leave
now before Saavedro gets hammer happy?

» When you have the Tomahna book. you can leave anytime you want. Bul carefully consider the situation
and the possible consequences.

» Have you relrieved the Releeshahn book yet?

+ What was the last thing Saavedrss told you when you met him upstairs?

« Dicn't it sound kind of ominous when Saavedro pointed out that 'the one thing | know sbout linking
baoks—the doars they open don't close behind you'?

Saavedro wants me to open the outer shield. In
return, he promises to give me the Releeshalhn book
Jor Atrus. Showuld I trust him? Oy should I go out to
the glide ship and confront him?

Should you trust this man?

« Saavedsn wandered in a fog of insanity for 20 years,
exiled to a strange land and separated from his family,
wha he now presumes is dead. And he blames Atrus for
his excruciating set of persenal circumstances. Think
about it

« Saavedro is very angry, and he's been waving around a
pretty ugly-looking hammer.

= Iry a third eption.
+ AL this point, you should get Saavedio in a situation where he's under your conlrol.
+ Irap Saavedro between the shivkds.

« Remember how the shields were deployed when you firt arrived? What's the first thing you did in your
attempt to change it?

I trapped Saavedro and he gave me the book. Can I
Lo now?

« Sure,

» After all, Saavedro hasn't suffered enough yel. lwenly years is nothing, really

« Think how much fun it would be to leave this tormented fellow stranded with the knowledge thal his
civilization (and perhaps family) thrives just out of reach, across the ice barrier. Il might be interesting, in a
clinical sor of way, to see how he reacts.

« You heartless cad.
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UBI SOFT LIMITED WARRANTY

Ubi Soft warrants to the original purchaser of its praducts that the products would be free
from defects in materials and workmanship for a period of ninety {90) days from the date of
purchase. Ubi Soft products are sold “as is”, without any expressed or implied warranties of
any kind, and Ubi Soft is not liable for any losses or damages of any kind resuiting from use of
its products. Ubi Soft agrees for a period of ninety (90) days to either replace defective product
free of charge provided you return the defective item with dated proof of purchase to the store
from which the product was originally purchased or repair or replace the defective product at
its option free of charge, when accompanied with a proof of purchase and sent ta our offices
postage prepaid. This warranty is not applicable to normal wear and tear, and shall be void if
the defect in the product is found to be as a resulr of abuse, unreasanable use, mistreatment
or neglect of the product,

LIMITATIONS

This warranty is in lieu of all other warranties and no other representations or claims of any
nature shall be binding on, or ubligate Ubi Soft. Any implied warranties applicable to Ubi Soft
products, including warranties of merchantability and fitness for a particular purpose, are
limited to the ninety (30} day period described above. In no event will Ubi Soft be liable for any
special, incidental, or cansequential damages resulting from possession, use, or malfunction
of Ubi Soft products. Some states do not allow limitations as to how long an implied warranty
lasts and/or exclusions or limitations of incidental or conseguential damages. So the above
limitations and/or exclusions of liability may not apply to you. This warranty gives you specific
rights, and you may also have other rights that vary from state to state,

NOTICE

Ubi Soft reserves the right to make improvements in its products at any time and withoul
notice. Refunds: Ubi Soft cannot provide refunds or otherwise process returns for credit of any
kind other than an identical product replacement. Any product refund request must occur at
the place of purchase, as the individual retail outlets set their own refund policy. This policy
covers identical praduct replacements only. Product / Documentation Replacements: Please
contact Ubi Soft Technical Support before sending your product to us, In many cases, a
replacement is not the best solution. Our support representatives will help you determine if a
replacement is necessary or available.

TO RETURN WITHIN THE 90-DAY WARRANTY PERIOD:

Please return the product {media only] along with a copy of the original sales receipt, showing
the date of purchase, a brief description of the difficulty you are experiencing including your
name, address and phone number to the address below, If tha product was damaged through
misuse or accident, or if you do not have a dated sales receipt, then this 90-day warranty is
randered void and you will need to follow the instructions for returns after the 90-day
warranty period.

TO RETURN AFTER THE 90-DAY WARRANTY PERIOD:

Please return the product {media only) along with a check or money order for the amount
corresponding to your product {see replacemeant fees below) made payable to Ubi Soft, a brief
description of the difficulty you are expariencing including your name, address and phone
number to the address below.

ADDRESS:
Ubi Soft Replacements
3200 Gateway Centre Blvd., Suite 100
Morrisville, NC 27560
Phone: 919-480-3778
Hours: 9am - 9pm (EST), M-F

REPLACEMENT FEES

Qur most recent replacement fee schedule is available online. Please visit the suppornt section
of httpi/iwww.ubisoft.com for an updated price list

WARRANTY ADDRESS AND CONTACT INFORMATION:
Email: replacements@ubisoft.com
Please use a traceable delivery method when sending products to Ubi Soft.



