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This seal is your assurance that
Nintendo has reviewed this product
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Original ; .
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\, reliability and entertainment value.
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ensure complete compatibility
with your Nintendo product.
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of : uman knowledge

' beasts ofwarwfch‘
h1deous 1ntelllr
* genice. The mon-

i ihe penpin i
the civilization

forces fought over

‘Egyvptléns ‘ nd

‘\the Incas, ‘the &8

, !*éomet ‘continued" .

- to return: every

.}800 years. And
. with'the return of

ughs in the sc1ences of |

v edge to. create new forms of plants and
that WQuld make hfe better on earth 1 nev1tably, '

‘the comet's effects and clues: about its ongln were"

“.sters terrorized

- begantocrumble. -
4,'ln the end, two

'Babylomans it

this Chaos Comet" 4
came times of dark- i
ness, destruction and dlsease Fragmented legends of

passed. down to the civilizations that followed. fio ot
As those nations rose then. fell and time turned thelr‘f,,.,‘:'
works to dust, only a few treasures remalned hldden in- i
the most ancnent rums of the world ' el




eVentually lead them around the globe or that the fate’
iiof the: planet lies in- thelr 1nexpenenced hands. They ‘
: , r , : S ‘have to learn and grow and mold therr characters mto
5 voudsoffableand 1 rir " | i the stuff of he- - : o *
* shedlightonthe an/ £ =3 =7, o roesas they face
cient wonders. ‘[n" (.. . the “monsters
that time, a party of - g Y Rt created by the-
-adventurers from the N Y . . comet in past
i.‘sea51de town of South P a M . ages: Not all of-
. Cape set off to'unlock one of St * the friends com-
-the greatest of mysteries--the legendary Tower of Ba- @ . . plete the jour-
el. Olman, the leader, led his fellow townsmen and "~ ney. Some may
- even his son, Will, into the tower. But then something " - turn aside to dis-
happened and the expedmon was lost without a - . cover new des-
ce...except for one. Unfortunately,” young Will - tinies. Along the way; .
ouldn’t remember what had happened; how he had ~ help .may arrive from
been saved, or even how he had managed to return = - " _unexpected quarters—-' N
home after his.ordeal. Even stranger was the fact that - from Gaia, the spirit of the - -
Willnow possessed the powerto move ob;ects through - earth, Freedan, a power-
thought alone LEN D e e . ~ ful knight, and from the
e A Lol _-mysterious Shadow. Will
must go the entire dis-
‘tance, fighting every bat- .
tle-and return to the.
i -Tower of Babel, ‘Where he
- must attempt to end the plague of the comet and fin
E out what ha.ppened tO_vhlS father Where Wlll’ goes,'you




: Wll en;oys spendmgw
- time with his friends, &8
‘ but he also likes to
explore with his father He has yet to.
understand the. 1mportance of hls
unlque ablhtles | : :

W\ /\ |\/\

Kara Prlncess of Edz
~ ward Kingdom, hasled
g sheltered life. She i is
stubbom ‘and insists
'upon domg Whatever i
she - wants. Kara

sometlmes causes
tr@uble w1th
her sporled

‘ Ways but

' __grandmothef haskaske ,
_ -‘help you in your quest

] '-Lance sfather was also lostin the*fn
8 Tower of Babel. Now Lance'is:*

determined to find him’ You and
Lance are good friends and work
well together v i

Shy and skmny, Seth is not very.
“active, buthe i is very: mtelhgent ;'
He hang.s‘ out in the secretcave, |
" playing games. all day w1thf

hlS Fnends ;




T:When the Title Screen appears

o ‘Start Joumey

- Erase Trip Dlary
3 :,--Copy Trip Diary"

4 Change Snd/Buttons

Hiaryl

for the first time, a Diary. begins at

8| the start. Each recorded ]ourney'

“‘:starts where it was last saved

~ you will see the opening story ex- :
- plaining - the game. Push Start (o
bypass this. You will then be able to. ;
. 'choose from four optlons i

R Once you select this option, you'll
Wit Bigres .be asked Which Diary? If playing : Al b
Use thls to- change the button ﬁmcuons;t
- .or to sw1tch from mono to stereo.
: Make your selectlon and push A. To-

] and push the !
Button to erase 1t

You can copy your Dlary teﬂ; o
an empty slot;* You carmot.f
copy over a saved Diary, s 4
you must . erase"-l
one if you have N
‘no empty spaces s

Start from heginning |

From heginning

exit, select End R :
‘Changes and
" push A, or push




<o SUPLR MNTENOD.

SELECT

C eﬁ‘tmlPad ---

e.Control ’Pa 0. move in

T ,%-L/R luuon--f

START

‘he Item Wmdow push B to use.it.

;You w111 strlke wlth more’ power o

-—-A Buttone—? |

; 'Press Ato attack: an enemy or'to -
. talk, Push A agam to keep talkmg

'iﬁ--‘-B Button——‘

: Once you have’ selected an ltem from !

‘are also a great Lumper n
_skrlled fighter. At times, you

can transform mto two types
'_,’of Warrlors ’

s Attack R

When you are ready to attack' r

~ ‘monsters, move in close,” then _
'press theA Button T

Lo, ump Attack ‘

: ;After pushmg A press the:A; i

Control Pad toward the monster' ;

— lDefense i

Tien io face the attackmg en»‘l
- emy. Push'L or R and you w1ll;.:-
j ‘twn‘l your ﬂute in defense




b -'Thls screen shows your surround/ i
- ings, and scrolls with you as you
“move: You cannot- walk through :
- walls or objects. Keep an eye.on
i the metersatthe topof the screen.
i - They show how many Lives and-'
Renewsyou have left. When you
-talkto people, a conversation win-,
dow appears on the Maln Screen el

The blue circles in the upper left corner of the screen_“:
are your Life Meter. ‘When they are gone you return. :
to the begmmng of that stage - e

%, ThlS shows how many Dark Gems you :
= havey Gather 100 to getan extra Renew
f; ,then start. collectmg agam |



; talk o everyone you meet. Some people, :
| approach more than once—thelr words."

; ThlS symbol appears on the Radar Screen i monsters

Look here on the Radar Screen to see how many

forin chests jars and barrels.

: Qrkmg, then pia you attac:k pattern

_Monsters are 1ndlcated w1th-]
‘blue marks mcludmg those

are holding a.heart, shield, or sword Power Jewel. lf
you do not see a symbol there is no Power Jewel

N umber of Enemnes e

enemles are surroundmg You:.

I N umber of Ktems i—
This tells you how many items you should be searchmg




"'f"ltem Screen Y0ur items' thl e
_then appeatr; along with '3 |,
list of ¢ options for mampulat/v' 4
,-.'mg the 1tems : e

--'-hoost your strength and ab1l1t1es
- Check the Radar Screen offen to -
'Cmake sure you get all the monsters S

i .Heart Power Jewels increase your :
- s L ife Meter Recover low HP with
Choose thts to equ1p ‘an 1tem Before you can use an- 3 H erbs or go o the Dark Space
itern. on the Mam Screen you must equ1p 1t : :

Collect lOO Dark Gems to get
. one additional Renew. They usually "
5 appear after you clefeat monsters

: Power Jewels shaped lnke swords"'-"- :
- will increase your attack power =L

t g : : ‘you collect them
‘pes ofﬂ mformatlon w1th thns . et

Frrst -you can. study your_ :




- entrance to the Dark
Space appears as.a glowing
ball. When you approach, it
turns into a gateway.. In the
,Dark Space,. you .can save
your progress'i'“Gala willheal |
[ you if you are m;ured and she will give you Dark

. Powerswhen you have earned them. Only in the Dark

Space can you transform into Freedan or Shadow. Go .-

fback through the door to return to. the Mam Screen :

G i, the guardlan spmt of Earth is.
3 _our protector When you stand

You are better at moving or. j‘umpf b

== Psycho Dash =

- you begin flashing. Release it, and - ol T

== PsychoSlider

* To slide through a narrow opening
~ ortoattack foes, press theA Buttonf
_xwhlle running. i :

e Spint Daéh :

,Hold theA Button‘ "When flashmg,f I

As W111 Freedan or Shadow"
earn Dark Powers, wh1ch are Wondrous
- skills. Gaia gives you 'these Dark Powers L

_when you are in the Dark Space e

“WILL

ing over obstacles than you are at "
fighting- monsters. When facing
many barriers in a ruin or dun-
ge’on' use your Dark Pow_ers. Ll

Press and hold the A Button u.rml:'-

you can smash obstacles.




Button untrl Freeclan ﬂashes
Reiease to ﬁre at enem1es :

. Transform into Freedan when
. faced ‘with many enemies.
- Freedan’s long sword “allows
~him to reach thingsyou can’tas

" Will. Freedan canalso use Dark
f:Powers that Wlll gannbt..

o lLiqunf’y e

In the Pyram1d Gala Wnll at last",j‘
‘present you with’ the powerof

“transforming into Shadow.
U - Once you are Shadow, pushthe '+
| | vAButtontoﬁreacrescentzshapedv_f’ i

W beam at tyour enermes e

W1th the Aura’ Sphere glven_' ik
to you' by Gaia, Shadow can |

'change into a liquid. In this [&

state, -he is ‘not harmed by "

enemy attacks 16 transform, equ1p the Sphere then o

push B to use it. In liquid form, Shadow can: smk
through sorne ﬂoors to other dreas: o Wk



plllars-eve1ywhere'

Will can collect up to 50 Red jewels
n the: game. Retum them to Gem

50-t0 reach a secret
re found in jars,

‘&]’ill must find éhd ‘make use’ of

- many items throughout the game,
- some -of ‘which can only be used
_once, like the Roast. Althoughyou.
~find the Roast in Edwards Castle;
_you won't eat it until Iater

m
"PUZZLE PIECES. .
R T R R

Several melodles can be Iearned on
“are - locked.” Will .must find" th

your Journey Pick up the Wind

Melody on the Larai Cliffs in the
Incan Ruins; If Will blows a melody
“on his flute in-the fight" place,

somethlng good may happen

DARK GEMS

- When you defeat-an enemy.. af;

. Dark Gem "appears in itS. place.
»'Collect all the Dark Gems to earn.

' enews allow Will to start !

i fcharac

‘the-doors: If a door requires a key
- and you don't have it, a: message.
will-cell you S0,

~ 'MYSTIC STATUES .+
s e

Many doors. throughout the game_

proper keys and use them.to. opé

without havmg—to dé eér a guard
i butb‘ ent. The fig




»"i"may not be allowed to leave town 1f you”

have not spoken w1th enough people

Do" ot leave any enemies behmcl You
cannot progress further in ruins or dun/
geons: urml all monsters are: defeated

* DON'T TURN THE PAGE UNTIL..

..you ‘ve read this message. The mformatlon t1ps5 and.
techmques described in the following pages may re- -

* duce the challenge of the lllusion of Time. The Strategy .~

General recommends that you attempt (o solve puzzles,

and work through areas of the ‘game on your own i

before turning to these pages for help. ‘Once you ve;”.,_'.j

tumed the page you w1ll lose your mnocence’ S
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1 often meets Wlth hIS '

chool frlends in a sea51de

cave i ln the southern part of

»own Erlk Seth and Lance

'dzemand a demonstratlon of -

-GEM THE JEWELLER-

On the rooftop below the school, Gem the |
Jeweller 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.

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

: T e e 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.




ter1ous facts

Be sure to talk to eVeryone,‘ :
and poke your head behmdfﬁ ifo
everything as if someone i
hiding there. You I learn'

yme useful ancl some mys/_

¢ | breakfast.
24| then enter.

hav i
Wait a while.

: --- Lock Hlm Up

o matter what yousay. Talk

‘toevery wall and object, then -

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

W1ll doesn’t have a chance
The King locks him i in prison

impudent weasel in
prison!!

wait for messages. Fmally, ~
Hamlet Wlll help s you escape

o JPalaceBumors

_ vThe castlé is abuzz with ruf.f ;
“mors of a dark hunter who ¢

o has been hired for' unknown,
bUt SUPPOsedly €V1l purposes
-Ma ' e} every, .




The\only way to get out of prlson is o Wit He I Cll’lf‘tA :
ff to sleep and dream of a message from his father. A -

vDark Gem appears_ and Olman reveals W1ll s mission.

ll

Make sure you collect all fhe»

" Dark Gems that appear after |
. enemies are defeated. Col:"
- Hect 100 of them foran extra'r

- life. Usey your special power
- by pushing the Left or Right

- Button to draw the Gems to

YQU..'; »

- === Statue Heads ==
In the early part of the dun- - pegee
geon, Will finds his path AR

blocked by two heavy stone

heads. Use your telekinetic |

power to move one block
and-open up a pathway be/ -

tween the stones.

| — Swntch Hlttmg

[n Edward’s Prlson you can"
 find an Herb in'a Treasure

Chest by hlttmgthe first Floor- :
- Switch with ‘your, flute.
- Switches open- and close [
e “_pathway aﬂd dos‘r"‘ fmany-




‘ o you w1ll have the ch01ce to play as W1H or Freeda‘n_,
e ‘*Freedan is a great’ﬁghter ;

Take the Red Jewel from
this Treasure Chest.

Don't miss this Chest in the This is the final Red Jewel to
dark recesses of the prison. be found in the prison.




Lllly takes you to her heme, the 1nv1snble VIIlage of the

are . ltory people home to Wllls late mom: Youll set off onl
onment; ln 5101”)’ segments ofthe game )’OU won’ tﬁght %' your second adventure in"the lnca Rums from here
but sometlmes you Ul explore areas and solve puzzles,t; - B You Il also find another Red ]ewel A e

- — Rurmmg Dash

In ltory Village, you il learn a
~ newskill: Byrunmnghkemad
down a slope, you can soar
. acrosswide chasms. Notonly |
isitfun, itallows youto reach

new areas.

e [nca S tatue A

]ump over the chasm and .
talk to the spirit.in the ﬂOWEl”S‘ .
Helll tell you how to get the: .
first Inca Statue. In the cave-
‘below, use the Psycho Dash

- to open the back wall. -

. Kara s Escape

i Luckﬂy, Old Snorehead is llvmg up to his name so you } -
‘and Kara can sneak by and escape from her FOOMI. * 1
b Don t fOrget to rald the roast in the basement .

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




~ The lost c1v1112at10r1 of the lncas h@lds the ﬁrst Mysti
Statue ancl the path to the fabled ship of gold"WilI mu

5 _place the statues in the proper posmons on the'c ff
then battle the guardlan of the ruins.

- Diarmond Blockas
_ : | . The Diamond Block fits irito
th"e Chaos Comet how it 1s_ ‘ . the Diamond.Hole near the"
e remnant of an ancient, . pitofspikes. Battle through to

te rlble battleq They also tell
of how the comet's. hght has

mutated thelr people.

the Treasure Chest to - win
the Block, then return and set

~itin the’ Hole to open anew .
route: .

| — The ?Psyc:hca Dash

-‘E'Use Wlll s power of the" J
" Psycho Dash to destroy .the
:’statues Flghtmg these obf'_




 — watched Ori =

The four enemies exist in statue form when you ﬁrst,
enter. You must bring them to life by hlttmg the. Swr Frhced
then you can defeat them and move on. :

*-- Wil Retums

n order to solve the mystery
 ofthe gold floored . room,

transform’ back into WVill.*

, You'll need him to blow. the
_ﬂu‘t_e,;wlffl hintu \willopen
new door. S




Open this Treasure Chest to find
a Red Jewel.

--- The ]F lashmg Txl

:iBlow the Melody of the Wind at the top of the stalrs o bl
activate, the floor tiles. Stand on. the ﬂashmg tlle untnl G

door opéns in, the wall: Be patient.

Incs _Statues A and B in the slots atop the chff'

‘ '.repe:ate'dl)(_.-' L

. Having ‘gléribus'ly deétroyéd ybur"{ S ey
. foe, it's time to’jump down the hole, " -
"whlch wﬂl land you on the lnca Shlp




SR

ii’tell you where you can ﬁnd the Mystlc Statue in the i _
i ‘._hold of: the Shlp ‘Go downstalrs and fetch the statue,} A
then return tOpS]de Speak to the entlre crew. :

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.

- oumey by Raft

When Kara takes the ring, it is the begmnmg of the end
You are shipwrecked and cast adrift for weeks on the -

dr

'story and eat ﬁsh

ENENY | <o




“to. ﬁnd' where the runaWay :
: ;i‘laborer is hldmg Be a skunk-i
and turn the poor guy ln

- — Break Jln
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. '

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

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.

Cet a jewel from a slave
trader in Freejia.




i the mine. Follow the clues on these two pages

A chill ran (lnwn Will s
spine when he heard the
screams from the
back of the cave.

-9
)
-
*
-
-
e

"'Hnt the four switches onfthe' -°
“cross-shaped platferm toopen -
the door in the middle: The |
. lower level contains. the big-
- gest secrets of all :

: There sNo Way to open the elevator to the lower levels e
; of the- mine w1thout the key, whlch lies much deeper [

VSpace with Freedan

F oterv&xttches.

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. |

Deeble Dark Spaces ---———--- i :

At the énd of the ‘passage is a Dark Space’ w1thout
Freedan, the only one who can defeat: the- lastie i,
enemy in the main room. Use the Psycho: Dash at the o’ i
back wall to discover a second room and a Dark



se use this kev
A to save them.

'Exke the elevator to the cemetery Here you'll- e
ﬂskeletons‘ everywhere and a shmy key ln anothera

Lo After stoppmg in Freejla to restore Lances mem@ry

: ,w1th the Memory melody move on. to Neil s Cottag
- Will's ‘cousin, Neil, lives near the Nazca Desert Hes.': k
: v_an mventor and he will join ‘the pdrty S

- m— Ahead of his Tnme

Neil has mvented some ln—»
credible stuff, including an
aeroplane, telescope, and other
cool tools.- When your'e at his
house; check it out..Some of
the machines are used later. :



G ysta f‘Ba,lls and use them to" create a brldge to the
‘guardlan The puzzles w1ll tum you upsmle clown e

Trlbe has a hldden 51de Ifg
Will steps off a facmg edge
hell ﬁlp around and land on }§
 the reverse 51de He' 1 ﬁnd af
; whole new arfea to explore

°

: "Theguardlan statue comes ahve 1f hit. Fight off its ﬂymg
f'sworcl then stand back The statue WIH move amde

jumping. Youll have to charge 8
“down the ramp and leap over
to the right side. Use Freedan §
on the reverse side to strike
foes across the blocks.

This Treasure Chest holds
another Red Jewel.

Be sure to pick up Red
Jewel #18 in the Chest.



e The Fmal Crystal Ball = o
This final area of the Sky Garden contams a series oF

rush jumps and an almost maze-like layout Follow the .
caption directions to find the Crystal Ball.

In thls area, you il have to use the sthches on both 51des i
to remove blocks You must also use Wlll and hIS i

} g -  Use Will's Psycho Dash '
p ‘to.the" can be lowered from a_ to reach. the statues
S sthchonﬁ]ereverse51de and"bre‘ak them‘q




hurt

Llose vour eves.

~his feathers and hit him
“when he: swoops in. Hes

© After the ﬁght

~platform. Luckily, }

leer a glant eagle god holds the second lest1c
Statue in his narrow eyrle above the Sky Garden Dodge__‘

not as mean as he looks

Viper ‘swoops toward. .
Freedan with. outstretched =
talons. The feathers. are very’ '
dangerous o

Freedan flghts back with his mlghty sword
Attack qunckly and repeatedly

aeroplane are on hand.\.“f




g . ns to rep.
COﬂt@ﬁtS lfl thlS way, you ll be able to ﬁnd the Pu
thﬂ Stone i s

Palace s',"ooms but she 1s' :

aded almost transparent
~~F1I_ld the Purlﬁcatlon Stone:
and put 1t 1n'the well ‘

ln the lower reaches of the
Palace, you'll find more of
| St el o your companions sufFenng
a Treasure Chest in ’ from the same, strange ef-
the Seaside Palace i fects. Take'the Stone to-the:
: lowest basement ;

o The F ountam

:‘Now that you've found thefv; ;
; fountaln sele / the Punﬁ/-. ]

Make sure you go These three Red Jewels
everywhere in the Palace are relatively easy to
to flnd the three Jewels :




sank. Theyl tell you' that
‘the. vampire pair_ean. be“‘? :
‘ifound in: Mu o 8

4 Télk o thts person in. order to obtam the key to the““ : |
doorway upstalrs m the Palace Wlth the key, you can. 8

The nhantom
Mu §ies ~aheadl,

tougher The puzzlmg statues stare at lo tse |
learn the Psycho Slide, find the two. Statues of Rama

: .and eventually face two powerful vamp1res

e Enemy Al ert =

What s going on with these monsters7 They seem-
con51derably tougher than those in the:Sky Garden
The same thing happens at Angkor Wat. For now, do
your best and hunt down the Dark Spacest Sy

The mystetious statues are giving .

“you a cluein the way they look..

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




he ‘ring away or draw - it. ".,-or a boost activate, your run x

ward you using: Will's power rlght after bouncmg off the rlng

= Room of Hope e S Bouncmg Up
’ When you- ﬁrst pop m51deA : ' S = Bounce off the flashing ring
this chamber thereisn'tany- - i at the bottom of the incline -
thing you can do. Come - j o] o and quickly push the Con"’f
back once you've collected | 1 trol Pad Up twice to acti-

the Statue of Hope. There SSSsSeTeT A vate Will's. or Freedan’s™

are. two' statues and two' oo o -4 run. You'll race all the way-
‘ : : up the slope ' : '

There are several areas of
spikes that pop out of holes. -
In this case; the. sw1tch will -
lower the splké 'Vor a fewA |




the Dark Sp' ce where you -
: recetved the Psycho Slider;
Here you'll find ‘the first
Rama Statue whichisakey -
to reachlng the end of Mu.-

;-?--Rama Statue #2 »

The second Rama Statue-»_'
: ; : can be found in a cul-de-
‘Run towards the hole; then push b sac north of the Dark Space i
the Attack Button to Slide. s Wlth both statues 1n hand, -
e you can proceed to the fi- -
nal area, and :the battle'
agamst the vamp1res

gaz es meet ln thls case, itison the narrow ledge below
one head and to the rtght of the other L ’




a glves you the Mystlc Statue in- thls area, but
dont let that fool you The real ﬁght is 1ust ahead

- Freedan. Keep moving and

tated MU and the Sea51de Palace greet you w1th fasvt o
“coordinated - attacks Make sure -you. ﬁght them sk

avond the combmatlon atz
tack at all costs

T conﬁbinauon attac .can -fe
reduce your-energy by about a B
_thlrd R n from it.. S

| Cut which one?
' »lled one
Blue one



i made by', the people of Mu Although you must ea.t_i o

mushrooms o surv1ve there is'no real danger

+ now in fishy. form...

Do you know
#| the painter, Ishtar?

 — Kara is Nxce y F ramed

T"I‘k 'to everyone n the tunneL as "Expect.'a visit from Seth, _Who is

'Llsten o the adwce of onena- -
tive: She. says that the- ﬂames-"

bend toward the exit. Also look
for wind and listen fora water-

fall. Use the Psycho Sllder when

: necessary

You must solve four puules to .
earn the Magic Dust that re-
stores Kara to three dimensions.:
Look for the colour of jars;
changlng chest contents and
wind in Wllls hair. :

Look in this Chest in the
basement of Angel Village.

Check out the fountain in
the dance hall for a Jewel.

A Jewelis hidden in the room
next to Ishtar’s studio.

In the third puzzle room, the
Chest contains a Jewel.




L :He I have to Win atRuss1an Glass to obtam the ammals
Remember the nght glass isn't r1ght'

'I‘T_he real dction doesn't take. place After reLurnmg from . the Wall
here but on a separate raft L the leaf takes you to the game

'ance s Reummn

these two crazy. klds back

/ o When [ a-..;'dke, ‘Lance
ter the party Maybe f had disappeared. . .
love is just as unpredictable . -

ifi video ¢ games asitisinreal

life. It’s WLHS job to. get

together

So Lance is gone and nothmg1s happenmgm Watermla .
Check your inventory and you'll see: Lance s letter.
Having done that, you can go on'to the Great.}\_/‘_\/all

Where do you go?
4 1naal Village

Notxce that there is aletter added
to your |nventory Read lt

Look in the jars in the gambling
house to find a Jewel.



I Lanca dropped You ll leam the Psycho Spm and battle‘ o

the ﬁerce Sand Fanger for the Fourth Mystxc Statue

; émd make long leaps You can also use thlS spmnmg ‘

actlon_to attack enemies.:

p wn from the ledge here “You lI cruise over slopes to reach
he ‘Dark Space below i new areas of the Wall

Don't pass up this Treasure
Chest in the Great Wall. There’s
a Jewel inside.

Wlll ﬁnds a statue in the :
Shrine down the alley. It will 5
move aside.to reveal a. hid-
den room. Inside ‘the room -
you'll find chamed.laborers. o
Hear their terrible tales. - -

In the dead end alley near
Rofsky’s, you'l find a Jewel.

Examine the barrel inthe
Shrlne A Jewel is there

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

Return to Watermla from
Euro toreceive Lance 'sJewel.




: «Maglc Mushroom Drops
. will cause broken vines to
- grow together. Will should

find three such Mushroom -
Drops on his way to the
Teapot One Drop mends'

one broken vme

Only one Red Jewel i

Treasure Chest on Mt. Kress.

Look in a jar in the hut in
Natives' Village for a Jewel.

Go into every room to find
all the Jewels in the temples.

Another Jewel ithe vaults
of Angkor Wat.

Open this Treasure Chest in
the temple of Angkor Wat.

Angkor Wat is a Jewel
collector’s paradise.

A girl you restore from stone

gives you a Jewel




from Bill and Lola contain- [,
g his fa.ther s journal. In

‘game talk up a storm and prepare for the Pyramld @
You're nearmg the end NOW; SO check out everythmg E

»;_1,_,__(() man’s Jouma
‘.';Wﬂl recelves a paCkage—'?

the notes he finds a partial -
‘translation of ancient Egyp- | ,'
 tian hleroglyphrcs, which -
Wlll prove mvaluable e

The first part says.
“The Sun Spirit rises
from the hor

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

e Slx Hleroglyphic Txles

wa h1eroglyph1c: tile that s
“used in the Pyramid’s top - #
fchamber Place thern'in the

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

'_they appear in Qlman’
__Joumal ;

Most of the Pyramrd lles deep underground To reach
those chambers ‘you must transform into Shadow:
The puzzle- of the Pyramid-is in six pieces:’ Put them

. together then face the Black Jackal and the: Mummy

N qumd Shadow

Select the Aura Ball to turn Shadow into a. puddle of o
liquid to seep through cracks and reach hidden areas: - =
He can also ‘use it for defense m' the Tower of: Babe ¢

Youll first meet Shadow in the . Turn mtoilqwd and seep down to':'.:-.-
Dark Space in t’hé-‘upper Pyramid - ‘where the” real action- ls

Each of the six doors. leads A

iots in the same order that'




At long. last Will has remrned to the enigmatic Towe

ts . " of Babel where his father’ 5 expedmon was lost The

‘.Contln e ina circuit of at- Lo i i sy battles ahead will truly test your w111 Herem lle all the
I"taCklng, ;umpmg arld dodgz. i i answers to your. questlons b

-ié Alr N ell

Tlme is short and the Chaos _'
, Comet is approaching.
Explore the Pyramid carefully e Luckily, Neil shows.up in
to find this Jewl, 1 his- aeroplane to take you
from the Pyramid- to the -
Tower' of Babel where you:
drop in unannounced

o (()ne More Tlme

You Il have to face all the guard1ans one more time
You'll 1 use Shadow, and you won't be able to save or'._'
heal up between many of the ﬁghts. :

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

In some areas, youlll have to Look for invisible enemies on
use Will to reach the Jewels. the way to some Jewels.




ldestmy at the comet 1tself A

‘But what awaits you there -

_cannot be foretold. You -
- must see it for yourself S

The final Red Jewel is hidden in the
altar at the Tower.

°

’ZGem the Jeweler can take you o & secret area 1f you
"hav[ ;ce]lected all. 50 of the Red Jewels in the game

Sudden |y
Jvouve gathered
50 Red Jewels. ..







NINTENDO HOTLINE
v". Do you have a questlon about game ptay’7
Are -you.being stomped by.a Thwomp i in Mario 3"

e Or do gargoyles gang up on your Game Boy"
i lf your answer to these questrons is yes then why not call the

: NINTENDO HOTLINE
WEAREOPEN12PM 8PM
o ' MONDAY.TO FRIDAY. i
' 10 A. NL 3 P. M SATUHDAY AND SUNDAY :

4 Why not telephone now, and one of our expert counsellors
: wnII be more than happy to answer your call. |

THE NUMBER TO CALL IS
- 01 703 652222 el

: V'Th|s Nmtendo game is not desrgned for use with any attachment, "back -up" or

' ~warranty and may cause damage to your Control Deck and/or Game Pak.

T damage or loss caused by the use ‘of any such device. If use of such device

Cito a‘vond bending, breaking ar damaging the connectors and restime normal game
play. If 'your game pak/console ceases to operate and you have no device

i aﬁached to it; please contact’the Nintendo Service Centre on 01 329 243300

further details: ¢an be found on the foIIowmg page) The contents of thls Caut|on
o nat mterfere with your statutory rrghts i .

WARNING

nd mternatlonal copyright laws (including sections 16 and 107 of the Copynght

- mputer Programmes) Back -up'copies dre not authonzed and are not
rotect your software Vlo!ators erI be prosecuted e

game altering device. Use of any such device will invalidate your ‘Nintendo product
T Nintertdo (and/or any Nintendo licensee or distributor) is‘not responsible for any :

cauises your.game to stop operating, disconnect the device.or attachment carefully’ :

i Copyln.g of ahy Nlntende gamer illegal: anq is stnctly prohlbited by national, local

; Destgns and Patents Act 1988 and the 1991 EC Directive on thé Legal Protection . .

i 90-DAY LIMITED WARRANTY

SUper Nmtendo Entertamment System GAME PAKS

Nmtendo UK Ltd ("Nmtendo”) warrants that thls e
Super Nnntendo Entertainment System game pak shall be free from -
defects in material and workmanship for a perlod of 90 days from the
date of purchasé: If a defect covered-by this warranty occurs, during the
90-day limited warranty period, Nintendo: will repair or replace the
defective pak, at.its option free of charge. To receive this warranty
,erwce contact the Nmtendo Serwce Centre on.01: 329 243300

Proof of purchase is required to claim under this warranty Th|s warranty
shall not apply if the Super Nintendo Entertainment: System Game Pak.
has been damaged by negligence, acmdent unreasonable useniitindiin
umdmcatlon tampering or by other causes unrelated to defectlve L
materials or workmanship.

I'his warranty does not interfere with your. statutory rlghts

 NINTENDO TECHNICAL SUPPORT .

Nintendo provndes an out-of-warranty repalrs service for
installation, maintenance and service of Nintendo products. For. fuII
dotails of the charges and services available, please contact the
Nintendd Serwce Centre on 01 329 243300 Yoy

Nintendo Serwce Centre e
Parham Dnve % 3 Ay
BoyattWood . =

Eastleigh, Hants . . @7~
S060 4NU Eng|and :
Tel.01 329 243300




