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SAFETY INFORMATION

About Photosensitive Seizures

A very small percentage of peaple may experience a seizure when exposed to
certain visual images, including flashing lights or patterns that may appear in
video games. Even people who have no history of seizures or epilepsy may have
an undiagnosed condition that can cause these “photosensitive epileptic
seizures” while watching video games.

These seizures may have a variety of symptoms, including lightheadednass,
altered vision, eye or face twitching, jerking or shaking of arms of legs,
disorientation, confusion, or momentary loss of awareness. Seizures may also
cause loss of consciousness or convulsions that can lead to injury from falling
down or striking nearby objects.

The risk of photosensitive epileptic seizures may be reduced by sitting farther from
the television screen, using a smaller television screen, playing in a well-lit raom,
and not playing when you are drowsy or fatigued.

If you or any of your relatives have a history of seizures or epilepsy, consult a
doctor before playing.

Other Important Health and Safety Information

The Xbox Instruction Manual contains important health and safety informatian that
you should read and understand before using this software.

Avoid Damage to Your Television

Do not use with certain televisions. Some televisions, especially front—or
rear—projection types, can be damaged if any video games, including Xbox
games, are played an them. Static images presented during the normal course ol
game play may “burn in"” to the screen, causing a permanent shadow of the static
image to appear at all times, even when video games are not being played. Similar
damage may occur from static images created when playing a video game on hald
or pause. consult your television owner’s manual to determine if video games can
be played safely on your set. If you are unable to find this information in the
owner's manual, contact your television dealer or the manufacturer to determine |f
video games can be played safely on your set.

Unauthorized copying, reverse engineering, transmission, public performance,
rental, pay for play, or circumvention of copy protection is strictly prohibited,
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USING THE XBOX VIDEO GAME

L. Set up your Xbox video game system by following the instructions

in the Xbhox lnstruction Manual.

1]

. Press the power button and the status indicator light will Light

3. Press the eject button and the dise tay will open.

b Place the Myst® 1I: Exile dise on the dise tray with the label fac-

ing up and close the dise tray.

3. Follow the on-sereen instructions and re fer to this manual lor
more information aboul pluying Myst HI: Exile,

AVOIDING DAMAGE TO Discs or THE Disc DRIVE
To avoid damage to discs or the dise drive:
® Insert only Xbox-compatible discs into the dise drive,

Never use oddly shaped discs, such as star-shaped or heart-
shaped discs.

¢ [Jo not leave a dise in the Xbox console for extended |.H'rl|lt|.-<
\‘rllt'll Nl I use.

* Do not move the Xbox console while the power is on and a dise

is inserted.

* Do not apply labels, stickers, or other foreign objects 1o dises,

-
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USING THE

the Xbox console

Myst 11: Exile.

Expansion slot A

Left thumbstick

Directional
pﬂli

XBoX CONTROLLER

BACK bustton

1. Connect the Xbox Controller to any controller pord on the [ront of

2, Follow the on-screen instructions and refer to this manual for
e ilﬂ]n’ﬂl.u 1 .'leLJI using Ilh- \hn\ l_u|11l|'n|!|~r lin ||[,|_\

Right trigger

Y button
B hution
X button
A button

Laeft
thumbstick

START button

Expansion alot B

3
White button
Black button
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CoNTiol LAYOUT FoR XnoX contreller

Pl Navigating vour porol of view.

Directional pad Navigating your point of view (this can provide more
contmol when manipulating puzzles).

A hutton Action/Select like advancing v the next node, i
doars, zooming in,

B button Canee I Rack like gooming eut (not going back o the
previous node).

Y button Activates the lovesdory Bar where you can open and
read jourmals,

X button Topgles ‘free-look mode’ onfoll which allows the camera
fiv sty put wntil the cursor reachies the edges of the
sercen. Some prefor free-look tumed off. This can also
provide more control when manipulating puzzles.

White button For the player to discover.

START button Pauses game/brings up Main Menu.

BACK button Acts the same as the B bution,

Black bution dives masthing.

Right thumbstick s nothing.

Right & Left Triggemn do nothing.

Gk tip: Overall, the A button is used to aoknowlodge, select, and confirm

actions mnd the B button baiks away or cancels an action,

E Gaue Cumsous I

Displiaved when the player can grab or seleet something.
Displagedt when the pliyer can seleat ot olick something.
Displayesd whea the player ean #ip o somewhere else,

Displayed when the player can swing acnoms sometling.
Displayed whert the player can zoom fo something.
Displayed when the player can soom out.

SRS FHS

To START THE GAME

| '*"@ N
i

STARTING THE GAME

Move upward or downward with the controller and choose “New Game'.
Then press the A button to select.

MENU OPTIONS

Notice that SAVE GAME and RESUME GAME are dimmed out
because they are not aceessible. You need to start a NEW GAME.
You can also visit the Credits, change some options or visil the
Special Features.

MAIN

Main MENU B

This is the Main Menua for Myst ITE: Exile an the Xbox where the
player can select one of the following :

] E
o New Game o

NEW GAME:
This will start a new game.
LoAD GAME:

This menu is used to load a saved game. In this screen, the player

must choose one of the 10 games represented by a mini screenshot
that they wizh 10 continue.

With the left Thumbstick or Directional Pad seleet from among the
10 game <hots to select a previously saved game. When the desired
saved game is selected, press the A button te confirm and load

your selection.
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THE GAME SCREEN

SAVE GAME:

This menu is used 1o save the current game, In this sereen the player
can choose ane of the 10 games, represented by a black square or 4
mini sereenshot of the previous save, (o use for saving their

current game.

RESUME GAME:

This option will resume the current game,

OPTIONS:

ON-SCREEN

This menu will allow you to modify the GAME or GRAPHICS options
for Myst 11: Exile for Xbox.

Game Options:

® Subtitles: Turns subtitles ON/OFF

= Vibration: Turn vibrations ONJOFF

= Zip Mode: Use 1o move 1o a place you have already visited.

* Transition Speed: Set the speed at which the scenes fade into each

* The Cursor—a fuded clicking finger is displayed indicating
when free-look mode has been turned off,

* Invemtory—the hlack strip at the bottom of the sereen. Use the
Y button to sccess your Inventory,

* The Book (one of many)—one item in your inventory that you
can access at any times in the game sereen. It contains information.

* As the game unfolds. you can pick up other books or relevant
items for you quest.

other when you walk from place 1o place. . l.utur.i::e::n drag some items from the inventory 1o the
*. Cutyor Spocd: Adjust the oo spéad. ﬂ VARIOUS ITEMS CAN RE FOUND ALONG THE QUEST.
Graphie Options;

Some are books, some are journals, and some are just a sheel of
paper with a symbol on il

These are the names of cach item: From left to right:
* leleeshahn

= Tomahna linking book

* Saavedm’s Journal

* Atrus' Journal

* Symbol for Voltaic

* Symbol for Edanna
* Symbaol for Amateria

This sereen helps you to adjust vour television's contrast, brightness
and color to optimal levels for MYST 111: Exile.

SPECIAL FEATURES:

The Making of Myst 11z Exile is o full-sereen, 22-minute documentary
about the people, techniques, and elements that came together to ere-
ate the third game in the #1 adventure series of all time, The movie
cun be played through from the beginning or by its individual sections.

CREDITS:
Credits for Myst 1T1: Exile.
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PLAYING THE GAME
TWO WAYS OF PLAYING THE GAME

With the Free-Look Maode on or off, the player moves around and
performs vanous actions. As the player explores the world of Mysi
I, the cursor will sometimes change. When that happens, the play-
er can press the A button and it will perform an action associated
with the cursor change.

With Free-Look Mode on or off: The player can move about the
game sereen using the analog controller or the directional pod.
Using the A button, the player can activale an item or move forward
in a direction,

Turning Free-Look Mode off allows the camera to stay put until the
cursor reaches the edges of the screen. Some prefer Free-Look
turned off. This can also provide more control when manipulating
puzzles,

= [f the cursor changes—some uctions can be performed. The play-
or can still press the A button to move in a direction, even if the
cirsor doesn’t change.

& [f the player chooses the Y bu'llnn—they will be able to access
their inventory il the bottom of the game screen).

* [Fthe player chooses the Stant button—they will be able 10 access
the Main Menu, where they can start a new game, load a game,
save this game, resume the game, change some options, wateh the
credits, OR access the special features.

* If the player selects an item in the inventory—the item can be
viewed or dragged by hitting the A button,

Zip Mode: The player can use the Zip Mode feature 1o move laster
through a place they have already visited. I the player can zip, the

cursor will change 10 a lightning symbol =5 Zip Mode is disabled by
default and can be activated in the Options Menu.

. PROLOGUE

I realized, as our group linked hack 1o D'ni. that we should not
restore the city as we had planned. The onee mugnificent buildings
lay in ruin, a testament lo the hatred that had consumed them. Too
many peoaple had fallen vietin to that hate — 1o the prejudice and
greed from which it sprang. Gaging out scross the cavemn, | decided
to write 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 to
‘write a future. More than o year has gone by sinee | linished writing
Releeshahn. | have a new daughter, who 1 hope will some day link to
the Age with me. And as | imagine Yeesha meeting the D'ni, those
brave men and women who are building a new life for themselyves, 1
realize I've been given another chance as well. A chanee 1o learn
from my mistakes... and leave the past behind me once and for all.

= Atrus

AGES TO VISIT



TECANICAL SUPPORT

CONTACT US OVER THE INTERNET:

This is the best wity 10 contact us. Our website is open 24 hours o day, 7 days o
week and it containg the most up-1o-date Tn*lwc-?r Support information available.
Wi update the ¢ bﬂmﬂ E&Iﬂ‘:ﬂm # daily basis, so ploase check here first for solu-
tions bo your prol ltp:r‘!nuppud.ulu 0.

CONTACT US BY PHONE:

You cam also contaet us by plmne hz Hling (149} 460-97TE, Note that this number
in for technical assistance only or Lips are given over the Technical
Support line,

Be advised that our Technical Su Representatives are available 1o help vou
Monday-Friday from 9 am-9 pm (Eastern Standird Time).

CONTACT US BY STANDARD MAIL:

I all else fails, you can write 1o s at:

Ubi Soft Technieal Support
evard

-Mm-mmlk NG 27560

RETUEN POLICY:

Please do not send any game returns directly 1o Ubi Soft Enterainmen, I is our

policy that game returns must e dealt with by the retailer or online site where
you purchased the M o have a domaged eanridgn or soratched CD,

W*WMHQ Im-uhmwmmmmmwm
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Yours to discover...

MysT® III: Exng
PrRoOOF OF PURCHASE
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Prima's O scial i Guide

Introduction

Any chronicle of the home computer’s rise i the 1990s should devote an
entre chapter to the Myst phenomenon, In 1993, the original Myst
emerged from a Pacific Northwest garage to become the best-selling com-
puter game of all ame. Described by The New York Times as “*a landmark
in the game indusiry,” the weirdly calm, atmospheric adventure lured mil-
lions 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 m s own right (more than two million units sold to
dare). Then, the techmeally spectacular 3D recreation of the original game,
real MYST, generated yet another sar during Christmas 2000, Now the
stunning third mstallment, Myst [I1: Exile, is upon us,

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 Mysi-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 easy. In
fact, many of Exile's puzzles are fiendishly difficult.

And that's where we come in.

How to Use This Hint Guide

Thas hint guide s designed to be easy to use. Note, however, that it is not a
substitute for the Myst H: Exile game manual. We hope that you've read
all of the documentanion that comes with the gune.

Soft Hints

For intrepid explorers who prefer more indirect direction, this hint guide s
for you. It provides tps but not answers for every major puzele 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 puzele fiends, seri-
ous self=starters, and those of us who just can't stop reading when casy
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 D'ni. At the back of this
guide, we provide the exact text of Arros' journal as it appears in the game.
Daon't worry, it won't spoil anything; we just present it for your reading pleasure.

primagames.com
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Soft Hints

Soft Hints

When you read a lint guide, you seck answers. But some want more than
answers—well, to be precise, less than answers, actually: Yes, many fans of the
Myst universe crave the satisfaction of solving puzzles themselves. They don't
want a road map, When lost, they want a quick head bob indicating "you
nught want to try over there"

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

So we've designed dhis hint guide
for you folks who don't desire firm
hand-holding and instead prefer a
gentle nudge or two in the rnighe
direetion. After all, even the most
experienced puzzle fiend can get stuck in the clever conundrums of the
Ages of Atrus, the grear puzele master himself,

Important! Read the next section carcfully to sec 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 hints for each puzele. By
layers" we mean this: We provide a series of hints, moving from general to
specific, without giving away the final solution. Here's how it works:

+ Under cach Age. we list the main locations, puszles. Remeimbes, though, that Wysi 1 Exile is 2 very non-lin
car game. You can visit the Agess in any order, and encounter puzrdes in a myriad of different ways

+ Undder cach location within an Age, we Tist a series of questions that explorers misht logically ask.

* Then, under each question, we give a bullel-point list of increasingly more specific answers, bul always stop
sherrt of revealing the final sobation. (I you absobutely desire the final solutions detailed out for you, pick up

Myst 1 Exile—riena s Officiad Strtogy Guide at a4 stose pear yo)

Again, each bullet point under a particular question reveals more than
the previous bullet point. Se, for those of you with wild eyes or no
willpower, we suggest covering each stack of bullet points with a sheet of
timum-reinforced paper stock to eliminate the possibility of what we m
the industry call "secing ahead.”

General Hints

Before you jump nto the Ages, take a look at this quick list of starter ups.

+ Like its predevessors Mysi and Riven, Myst 15 Fuile s a game of exploration. Pay close attention o the
detaiks of each Age, don't overlook anything

primagames.com
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Prima’s OTickal Hine Gaide

* Don't assume that toys or gadgets are mere eye candy. Many simplistic devices you find early in the game
provide clues for bter, more complex puzzies.

Gadgets like these on Saavedro's desk pro-
vide hints for later puzzles.

+ Read everything N somenie Rands you of kaves i
jowirmal during the course of the game, Lake time o read
every page. joumals do more than proside ich back
stony; they provide important dues, toa.

+ Saavedro scatered & number of his jourmal pages
around (he Ages, loo. Watch for them; they explain a lot
abaout his motivation,

« Each Age has o predominant theme. When stuck, think about that theme, For example, in an Age that
exhibiits mechanical notions, think mechanically—look for gadgets, see how they intetacl, and w forth. 1|
nabiare ks the overall theme, think “natirsl*—kook for life borms that cin solve your problems.

» Puzzle goaks are readily apparent in Exile, and the rewards bor achieving them are immediate and gratifying.
This doesn't mean the puzrkes are easy, by any means. Bt lor the mast part, the puze-sabving in Exile is
straightforward and intiltive. Doa't out-think yoursell

Hints for J'nanin: The Lesson Age

JFnanin is a hub world; it links to all the other Ages in Myst U1 Exile, Solve
Jnanin's puzzles to gam access o those Ages. Each 'nanin puzzle relates o
the theme of the Age vou seck to access. In general, then, look for interac-
tive puzzle elements that scem related by theme,

The Observatory

Saavedro locked the door off the high bridge at the top of the Observatory,
the wall 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, appar-
ently, Now what?

How can I get inside the Observatory?
= Look for another entrance.
« Take i trip anound the island perimeter, Surely there's another wiy in
= Work your way down inbo the caldera to the freshwater lake helow
= Ty that stained-glass ercenhouse.

primagames.com
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Soft Hints

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

+ Ty sending the elevator upstairs without you. Watch Bs mechanivs
+ Senel the elevator up, then check out the emply shaft. See anything interesting?

+ Note the evidence of tampering in the shaft. Resetiing the mechanisms there requines a euide—prelerably,
an illustrated one.

+ Diel yioui find Saarvedra's journal in his room? Ty reading it
+ Loak bar references bo mechanisms n Saavedoo's foumal
« Lok bor shetches in Saavedio's fournal

+ o yous see anylhing that looks familiar in Saavedra’s journal? If so, note its exacl configuration

Sean Seavedro's journal to find clues lo
the Observatory elevator puzzle.

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

+ You've got a lot of work 1o do yeL

« Look for messages from Saavedro o gel you starled
« | ook bor buttons that might activate devices,

+ Thie cage in the pit below halds. the linking ook

Saavedeo used. Before you can access it you must
sobve mast of the pues in Myst I Exile!

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

« First of all, examine the siewing lens itself
* Focus on whal seems most prominent in each telesoope's viewing range.
* Find the sk tower in cach view

* Note the surroundimgs, so you know which tusk is which. There's.a connection between cach sk and the
particular lefescope thal views it

+ Do you see anything interesiing on the fusk?
» Do you see anything on the tusk that sugeests a way to align your view?
= Mot what happens 1o the telescope el when you manipulate the room, focus, or pan controls,

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

* Yos
* Very important.
* Keep an eye oul lor similar mechanisms elsewhere on the sland

primagames.com
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The Energy Puzzle

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

+ Push the butioms in e carrect arder

+ [his i the Inc'n;;,' M.;r k. Salve |'rain's | ey |a|m||.l o Dinaf the door biatlon code

+ Lxamine the object o lront of the door. i looks like a soope with the lens aimed at the butions
+ Hint: It's a prism. But no light shines through it yet

+ Finad a source ol light somewhere on (o dighily off) the island

« Direct the lght to (he prism

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

+ Each pole has three scopes set al 1 20-degree antles. Look in each scope 1o see how the views reflect 1o and
from other scopes an thee pale. Which views connect. and which don't?

+ Use the reflecting angles of the scopes bo direct light rom pole to pole
+ We did say dirent the light 1o the privm, didin't we?

Iwa scopes alop 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 whar?

+ What does the ighi do 1o the door butions?

+ Push the buttors in the arder of the tolor code

+ Can you think of a “color order® you recently Tollowed?
« Follow the light beam

I got inside the tusk, but how do I reach the linking
book?
+ Hawe you seen this linking book chamber thiough one of the Olservatory (elesopes yet? | nol, head wp 1o
the Ohservatory's sccond loor for a peck,
+ What happens to the Observatory telescope as you pan, foos, and mom the view on the tusk's linking book
chamber?

primagames,com
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Soft Hints

+In the tusk, look at the podium below the knking book. Does that mechanism look familiar?

* Where else have you seen metal marbles moving amound concentric cinde tracks?

The Dynamic Forces Puzzle

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

« fit's round. Surely it rodls

= Hut the metal weieht & too heavy for you 1o roll. You need a mechanism

* The wesght sits on a jointed bridee.

= The bridie & moveable Yo it!

* Ut the bridhge controds b move the bridge and roll the welsht oul ol way

= What bridge controls, you ask? Didn't you search high and low around the rock outcropping?
« Finel the: ladder thal leads 1o the beidge control podium and go 1o work,

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

= il the hole,
+ Look at the fioor hole. is anything arund here big enough to fill that space?
= s thal big, hakelilling thing moveable? Have you moved 1t belore?

How do I reach the Amateria linking book?
= Same way you reached the Voltaie linking book. (See "The Tnergy Puzre” above )

The Nature Puzzle
How do I enter the tusk just across from the
Observatory? Its door is 30 feet up!
» Girowdl 3 bridge 10 it
» Explore the lakefront area down a1 the cakdera's bottom. See any interesting iife forms?
= Don't be afraid to toch. Sothing will bite.
= The litthe white Squee necds a bridee to his Gavorite food. Give him a hand
= Watch what happens whin the Squee gets to the reddish buds of the Barnacks Moss.
= Hmmm, The Sboss budds seemed b expand 3t the sound of the Squee’s chirp. Have you seen thise buds sy
where else?

primag:lmes. com
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Pbena s DFTieial Fline Gelde

Natice the thick growth of Barnacle Moss
on the cliff near the seemingly unreach-
able Noture tusk door.

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

* You can't, but ihe Squee can

* You need the Squee's chirp to expand the Barnacke Moss,

How do 1 get the Squee up the ladder to the
Barnacle Moss?

+ You don't need the Squee. You need its chirp

« Climnly up the ladder From the caldera's bottom to the first ledee and explore.
« Find a hearing aid.

+ Step up behind the beg Hearken Femn and point it at things.

« Listient! Everything's amiplified,

» Find & familiar [ittle sound.

How do I reach the Edanna linking book?
* Same way you reached the Voltaic finking book. (See *The Enengy Puzrde ")

Hints for Voltaic: Age of Energy

This Age embodies power flow that channels raw energy into useful fornas,
Your overall goal is 1o complete a circuit linking everything on the island,
In general, then, look for breaks in the circuit and determine how to
reconnect them. The raw energy sources on Voltaic are water and lava. Your
challenge is to convert these into hydroclectricity, electromagnetism, and
superheated, pressunzed ar,

Arrival
I can't open the big door on the stone structure.
Is it locked?

primagames.com
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Soft Hints

« Not eactly The door opens mechanically

* The doos meeds power

+ Make electricity flow 1o the door

+ In fact, nothing in this Age operates without power. Find the power plant.

Power Plant

Where is the power plant?
» Yol can see i from (LT |=uint ol anrival
« I extends from the main skand and dams the inket.
+ Fallow the catwalk.
+ Look for tupnels

I found it. Now where do I start?
« Hydroelectric power plants comvent kinetic energy (energy created by mechanical motion) into chectricity by
e of birbines. Turbines are “rotary engines actuated by the impubse of a corrent of uid (say, water) over 4
series of curved vanes on a central rotating spinedbe.”

+ Start by identifying the two hasic mechanisms of the power plant: the waterwheel (where the enenay s cre
ated ) and the gear platlorm (where the energy B converted),

+ Link the two mechanisms
« Once linked, the mechanisms need motion!

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

Where's the waterwheel?
How can I make it turn?
« W'y cylindrical and very big, Really, it's hand

1o misa

= It abways hedps fo get an overview of the situation,
Look for ladders

= Rushung waler lirns the walerwhesl,
* From the control lower, nole the position of the bée, wooden shuice gate. Where & it forcing water (o go?
+ Channel the water so i flows under the waterwher!

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

+ The flowing water needs something 1o push.

* Every waterwhee! has laps called “vanes” lor the water 10 push, thus turming the wheel

« Saavedm destroyed the mechanism that deploys this waterwhieels vanes. Tind another way to deploy them
* [uploie the cylinder's inberior

« Deploy the vanes manually.

primagames.com
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Prima s OThclad Hine Guide

The waterwheel turns now, but it's not producing any
electriciy!

« I the waterwheel gear linked to the turbine generator gear?

= Hawe you been oul to the wear platform yet?

= The grars mesh under the gear platiorm,

* The big vertical gear on the waterwhee! has 1o mesh with the big horiontal gear under the platiorm
* The horirontal gear & Loo bow

I found the emergency gear release, but when I try to
raise the gear, it won't go!

« You can't mesh two gears while one b luming

* The waterwherl gear must be stationary before you can raise the generator gear

* Stop the waterwhesd, then try again

« Bul i you just move the shiice gate 1o direct water away from the waterwhiee!, vou cant et hack down to
The gear release room

= You can't raise the gear unbess waler i Fowiog under the waterwhes! without wming it How can you do
that?

Electromagnet Chamber

The power plant is running, and the door on the gear
platform is open. Now I'm in a big chamber full of
coils with a big cylinder survounded by five platforms.
What next?

* Examine the cylinder.
» Findd an aperture and look through it 1o borrow a line (fom Atrus’ grandmather Anna, "What do you see”
* Ve youn see cirouits, Ave all ol the connector pins lined up?

= Align the connector pins,

The pins at bottom are connected here, but
the ones at top are not. You need connect-
ed circuits in all five aperture views.

« Push the side buttons 1o rotate the circuit strips wntil
all circuits are connected. (Fach of the three cireuil
siripe rums completely around the [nside ol

the cylinder )

+ You misst create unbroken paths from cach bottom connector pin 1o a top pin, and each lop connecior pin
10 & bottom pin

+ Align the top sirip first, making sure all top pins are connected. Then align the buttom strip with the botlor
pins, Finally, rotate the middie strip, looking for matches
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* H the circust is complete in one aperiuse view bul power s8ill fsn't flowing, chock the other aperture views
The circuits must be property aligned in all five views,

+ Caood luck!

The electromagnet is humming with power. Now
what?

* Yoi'vie dhone all you can do on this hall ol the island for now
+ Trawed 1o an entirely new anea

+ Head lor the chasm

+ Backirack through the power plant and tunnck

Airship Dry Dock

I found the lever thar opens the big, circular, segment-
ed door.

But it just closes back wup!

= Dooes generally open to let sonething in or out
* Something can exit via the doos, but it's not ready to go yet
= G around the door 1o see what's in the cavern behind It

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

= You can't reach the airship from this dry dock aa
= Move Lhe ship 1o the next place you can board
+ Move the ship 1o the chasm gantry ower

How can I move the airship? It looks flat.
« Inflate the ship.
* Pump pressurized hot air from the dry dock's pressure salves inlo the ship,

But I tried the pressure valves. Nothing happens!
+ I hot air Towing into the valve tower? You can't pressurize air that isnt flowing
+ Dhrect hot air from the bva chamber into the dry dock valves

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

* That's becase Saavedro fammed its door (lound back in the tunnels) from the inside. The only other way
intoy the lava chamber s very moundabout

* That big, segmenied pipe above the chasm is a hot alr conduit. it feeds superheated alr back 10 the dry dock
valves. Do you suppose a lava chamber might be a good source of hot air? (What an insightiul question()

+ Look for out-ol-the-wiy haiches and a precarious pathway across the chasm
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= Search the valve liser area in the airship dry docke Be thorough
+ Find & malntenance hatch located high up.

« Cinorss the chasm on the pipe and lind another haich

= In the long ventilation duct, look thormuehly for exits

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

* Blow hat air down the conduit o the dry dock

* What sort of device blows ale”

+ Look through the window at the Lar wall of the liva containment foom. See the fan up high?
* Is the fan tuming? (We'll bidp you bere: No, it's nak) Look for the on/olf switch near the fan

* Turn on the fan

+ Your ultimate goal is 1w et Liva flowing through the containment room while the fan & blowing, This sends
bt air dowm the conduit 1o the dry dock vatwes,

Use the lava chamber controls to aperate
the control gear so you can reach the fan
swilch to furn on that fan.

How do I turn on the fan?

» Gt insidde the lava contalnment room and raise the
cabwalk o the fan switch,

= s wricky, though. You can't enter the <hamber until
v ermply ot the lava

+ Mote: the vertical endplate on the catwalk. See the hole in (17 11 uncovers the fan swilch when you ratse the
catwalk high enough.

How do the lava chamber controls work?

* First, note that the bva chamber has redundant controls one podium up in ihe control room (in front of
Uhe windaw), one podium down on the catwalk in the containment mom.

* However, the control mom podium has been wbotaged Saavedeo jammed a bolt int (1. You can't slide the
red knob scnoss the cenler groove.

+ The redd knob activates 4 “control gear” In the containment mom. Atlached 1o & miveable mechanical arm,
Hhis conbrol gear apens,choses lava gates while at the same time movieg the catwalk up/down, The inflow
wate (left) lets Lava In, and the dealn gate (deft) lets lva oul

+ Rotate the red knob clockwise and watch what the control gear dos in the contalnment room. Which way
does it lurn? Now try counterclockwise, Which way does the control gear turn?

+ What happens 1o the catwalk when the control gear tums?

+ Alter you drain out lava, enler the ontainment mom and check out the control podium. Slide the red knob
across Dhe cenler groove and watch what happers
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= 50 by using the red knobs on the podiums, you must manipulate the control gear and complete the
lallowing tasks:

1. Emprty the containment room of lava. 4. Lower the catwalk and retwrn to the
2. Raise the catwallk up to the fan safery of the contral room.

swfich. 5. Make lava flow through the cortatn-
J. Turen on the fuan. ment room—bath lava gares up!

The Valve Puzzle
What do all these valves do?
+ They pressurize the hot air owinsg in lrom the lava chamber

* I hod air isn't venting from the valve cags, you probably haven't solved the Liva chamber puzele yet, See
the previous section, "Lava Chamber*) O else you closed the valves earlier, maybe while experimenting

* Walves: (cap up) vent bt air, reduting pressure. Cimed valves {ap down) channel hot air 1o the release
vithet, WiCreaany pressure.

» When set o the cormedt pressure reading, the valves can pump hot e bo the airship and inflate its balloon,

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

« Check the presure gauge,
» Soe the red fine?

* Clockwise movement of the needie indicates pressure is increasing

Do all the valves pump the same pressure? How
many valves ave there?

* Good questions. Both are easy enough 1o e

+ Close & valve on the first level and watch the gause. How much piessure s added? Repeal for each valve.
* All valves, (including the pmmed one) on the first kevel produce the same amiound of pressure.

+ Ride the elevator to see how many other valves are in the iower

Pressure increases when valves are closed,
like the two on the right; pressure decreas-
es when valves are opened, like the two on
the lefi.
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The valve tower elevator doesn't move when I pull the
handle.

* The clevator is preumatic (powered by air pressure). Apparently, there's nol enough pressure bulll up in ihe
valve system.

= Ulose some valves 1o build pressure
* The cobors an the gauge show how much pressure i needed 1o push the elevator to each level

I know how much pressuve cach tier puts out per
valve, and how much pressure inflates the aivship, but
I keep having elevator problems.

* Keep closing valves, building elevitor pressure and working your way up 1o the 1op tet of valves

= Figure out the math. Because of the valve jammed in the closed pasition on the botam tier, there's only
one solution,

* Now work vour way down, opening valee o eet the units of pressure you wanl o produce from each ter,
+ When you get the exact pressure indicated on the gauge's red line, find the big release vabwe

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

» (o open the door!
* The lever that opens the dry dock door is on the chasm's gantry platform—a quick slevator ride dovr

Back to I'nanin

I'm back with the symbol sketch in my inventory.
Now what?

+ The symbol isell triggers something in the room
* Enter the symbol into the machine,
+ lake the symibol from inventory and place it on the imaging able.

Hints for Amateria:
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 each structure is connected to the tower by rwo sets of tracks:
Qe set runnmng out from the tower's mof, and another LRI o o
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,

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

+ Many of At lessons imvolve completing a connection

* Each of the major structures s part of & track circuit,

+ Hut in each structure, the ciruit is incomplete, an ioe sphere shatlers at some point in the cinouit
= Comphete each wrack circui.

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 tits the bridge?
= Can you do something W olfset the tily? .

= Create @ counterbalance,

I found the balance connected to the fo=y
other end of the bridge. How much i &
weight should T put on ir?
« How much weight are you trying 1o counterbalance?
* Go out and examine the multicolord sphere—the one that gets knocked into
the bridge's catch-basket. What's it made of?
» B sure to examine both sides of the muficoloned sphere. You can find two good
aneles for close-up views,
* Compare the various sphere wedges near the counterbalande. Do you kinow the
wiEght ratios between the vanous materials (wood, crystal, and metali?

« Your |l findd the welght ratbos in Saavedro's room back in |‘manin

Saavedro smashed so many weights I can't create
a one-fo-one weight ratio with the spherve in the
bridge catch-basket. How can I balance a weight T
can't match?

* How did Saavedro do it*
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= Look in Saavedro's room in the |'nanin Observatory lor a choe,

* Saavedro figured out a way 1o balance & 240-1 weight ratio. Mayvbe you can do the same.
= Use 2 fuborum

3

Saaveidro left o few clues for solving the Balance Bridge in his ['nanin
Observalory room.

The Resonance Rings

The ice spheres keep smashing into these clear
vibrating rings. How can I turn them all off?
= Your can't o them all off—not all at once, anyway

* But you can set 3§ mechanism o twm them olf one at a time, in onder, wo that the ke sphere mils
throasgh salely.

+ The sanic bamiers are generatod by the blue crystals atop the nearby columns,

* Each erystal produces a harmonic frequency 1o form its ring, You can manually adjust the frequency to one
of five settings.

* When pressed, each blue button on the Resonance Ring's main control panel tens off a particular
{requency in the structuire.

= Think abouit that. The erystals out on the Resonance Ring generate frequencies 1o create the bariens, but
the control panel butions disable Irequencies.

* The coitral panel is actisally a timing mechanism. Note how the ball bearing rolls aver the five blue buttons
in a timed sequence,

Other than by trial and ervor, how can I tell which

Srequency each button on the main control panel turns
o

+ M this question makes no serse 1o you, betler cheek out the preceding packets of hints

* What common elements does the Resonance Ring miain control parsel share with the froquency dials on
cach crystal's cobumn?

* The gear shape around (he first comale button indicates which frequericy that bulton disables.
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I understand how the gear shapes indicate which bur-
ton turns off which frequency. But now what?
= Gt ol i Wb e ks i think Jike 2 fall

* What path would a sphere Lake through the Resonance Ring loops i, say, the Resonance Rings were dis-
abled, one by ane, jinsl before the sphere reachid each ring?

* Thee first bution in the control panel timing sequence should turn off the fird Resonance Ring in the ice
sphere’s moate Trom the Central Tower, Thee second button should turm off the second rng in the sphere's
rowle, i 5o on

* Sa you must sl the fird Resonanoe Rimg in the sphere’s path 1o the same frequency twimed off by the first
buitton in the contiml panel sequence. Confused?

* Walk the path of the rolling ice sphere, setting the Trequency of each ring 1o match the onder al the buttom
o1 The conirol panel

Turntable Tracks
What am I trying to do heve?
* Complete the chrruil

« A an each Amateria struciure, you'ne trying to guide an ice sphere thiough the track mechanism and back
1o the Central Tower

+ Set the mechanism so the ice phete drops though an open ring in the toplell hole of the right wheel, This
il the sphere on  return track 1o the lower,

What's the purpose of the dials on the control panel?
« Pl the hall redease fever As the dial mtates, what else happens?
+ The dial rotation controls the wheel rotation out on the structure.
+ Thie kbt dial controls the beft wheel, and the right dial controls the right wheel

Powerful springs in the wheel holes can
shoot the ice spheres from wheel to wheel,
but only if aligned with those track arches
curving over the top of the structure.

Why does the ice sphere
shatter sometimes?

« The ice sphere shatiers when 11 has no place 1o e

" + The sphere drops and shatters if it lands in an open
ing with na track underneath,

+ The “filled” rings on each wheel have a powerful spring mechantsm that shoots the sphere when the
wheel's mtation halts

+ Note the four sets of curved track pver the Wop of the Wheels of Wonder strcture, Springs can shoot e
sphéres acnons these tracks 1o the opposite wheel

* The spbere shatters i it Lands in a spring-filled ring and then gets rotated 1o a position with no track arch 1o
direct it o the oppasite wiseel
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What do I do with the pegs in the control panel's
fray?
* Flug i 4 peg on the left dial and see what happens. What happens to the dial? What happens to the peg?
* Without 4 peg, the dial Land its corresponding wheel) makes one complete um
= The pey controk the dial's rotation

*Set the pegs so that the ice sphere rotates 1o positions where the spring mechanism ean shoat it over fhe
track arches 1o the opposite wheel

The Central Tower

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

= Shatlering spheres generally indicate an incomplete cireult.
* Lok down. Looks [ike a big switchyard of unconnected racks.

* Your final task in Amateria is to link all of e individual track circuits into ooe wrand, connected clrcii

What am I trying to do at this control panel?
= Make connections, as always
+ Actually, you're trying 1o make one big connection.
* Rotate the track disks until you make an unbroken path

+ Comrsect all four Amateria structures (Resomance Rings, Balance Bridee, Turntable Tracks, and the offshore
structure) into a sivghe track cirowit through the Central Tower wwitchyard

Why?
* Your goal all along has been 1o teach the mrysterious offshore stracture, the one with the missing

seriions of track

* What did you ser on each control panel after you solved the pierdes at the Resonance Rings, falance
Hridee, and Rurntable Track?

* 1 you can connect all three track cirouits o the olishure stactire, you can raise its thnee misshing

track sectioms,

Connect all of the Amoteria track circuits
into one big circuwit 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 structures I'm connecting on the console?

* Colors.

= In Amateria, stroctunes @ colorcoded

* Did you notice different color borders around the hexagon codes after you solved each Amateria puzrle?
= The ceiling buttons are colorcoded, 100, What happens when you push each one?

= Look at the comsole. See the color segments around the outside? Lach represenis one of the structures
around Amateria

Hints for Edanna: Age of Nature

Your ultimate goal in Edanna, as in the other Ages, 1s to find s unique
symbaol. To do so, vou must first discover how various plants and ammals in
the Age react to different stimuli: light, touch, the presence of symbionc
and predatory planes and creatures, and so on. As vou explore, remember
the enlightened observation in Atrus' journal: "Nature encourages mutual
dependence”

Deadwood Ridge

I climbed the first Corkscrew Carttail and saw the
birds. But the other cartail is dry and shriveled. I'm
stucl!

* D you notice any difference between the two cattails? Look carefully at the entire plant.
» Lach cattail has a drinking tendril, But one tendril found water, and one didn't
« The dry cattail's tendrl extends 1o a dry basin

Corkscrew Cattails need water to unfurl
their comvenient spiral leaves,

How can I hydrate che dry
cattail?

+ Touch that big swollen Quaffler Fig pod hanglng over
the dry basin. What's stoshing around inside?
+ Pog the pod.
e dap it with a beam of concentrated light. Got a laser handy? How about a magnifying glass?

+ Noi OK, explore the entire upper ridge area,

* Fired an Aunora Blossom on a promantory and look theoigh it lens. What do pou see down bebow?

+ Some suin can help the big fower get focused
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* I you can get the moss buds o expand, that rotting kog mieht jist break apar, What makes
Barnacle Moss expand?

* A Saquer lives nearhy

« Gl he Scpaer over o thee o,

How do I get the Squee out of its nest?

+ The Sque built its nest here because one of its favorike boods is nearby (No, not s Barnacle Moss.)
= Sqquers love pink frusl
* L ume the Squee with 2 pink fruil

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

* You don't want to trap the Squee.

+ Note where the trap lalls

» The fallen trap blocks the entrance o the Squee's nest

* Luire the Squee to a spol otber than directly under the trap

Edanna Forest

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

« Vs yous care, il only for sell serving reasons. Ullimately, the mother Grossamery can do yeu & big livr, it
ot il she ends up as digested bird pulp.

* You need (o open thie plant's trag. But how?

* The Venus flytrap needs a good jolt

This little experiment back in J'nanin hints
at how you can open Edanna's big Wenus
ftytrap to release the mother bird,

* Remember the smaller fiyirap on Saaedros work desk
In the |'mamin Obseratony?

* il you try hooking the smaller fytrap's ooty 1o the
battery? IF s, what happened when you zipped them?
= fap the big Bytrap's ooty with eleciricity

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

+ Finel a natural source of clectrical cumrent
* Remember the fish's oot feast up in the basin above the bungee swing vine ares?
* Move the Electra Ray down o the roots ol the Venus lytrap
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I opened the withered Corkscrew Cartail and climbed
down to find a glowing fish in a basin. Should I do
anything with this thing?

= Yo, bl not here

= Before you move on, watch the Bsh awhile, 1's an Electra Ry What happens when i feeds on the nearby
plant roats*

« Nile (he Uhick, tube-Hike vire running om e botioen ol the basin
« Confinue dawn the path. See how the tube-like vine fom above sprouts a spiky g pod?

= This is all part of another Qualfler Fig plant system. The vine and pods can deaw water from the basin,
which is actually the lowering top of the plant.
® Fig podds ane sensitive to the fouch

Move this Electra Ray down to Fdanna's
farest via a unique, 100-percent organic
transport system.

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

= Tongue Forns respond o light,

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

+ Lise the symbiotic spoce a5 a landern,

The Tongue Fern doesn't reach anythig!
= Actually, it does. But you have o ook arond =
* Walk 1o the tip of the fem and Jook 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
dirvection.

= You can knock he log down, but you'll need belp from both
Thara amd fauna

= What grows on he log?
* Remember your previous experience with Bamacle Mo,
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How can I carvy the fish? Won't it hurt?
* You can't carry an Electra Ray, It hurts,
* Use 3 matural defivery system
* One Cuatller Fig plant sprouts a mumber of pods, all connected by the same tubelike vine
= D't you already suck the water and fish down into the pod near the swing vine puzde?
= Kieep am eye oul for moare fie pods

I got the fish down to the pod hanging over the basin
with the Venus flytrap roots. Now what?

+ Remember your pad-popping experience back up on Deadwood Ridge?
« Find another Aurora Blossom—the big yelkow flower with an amber focising bens

I see another Aurora Blossom across the forest, but the

Tongue Fern leading to thar side won't open; it
doesn't have a symbiotic spore to shed light.
* Fine a differeat source of light

* Direct sunlight o the Tongue Fern

* See those orchidike flowers. hanging Irom vines amund the edyes of ihe forest? Thise are Lambent
Dechids, and they have interesting petak.

* Sel up a reflection system using the mirrorlike petals of the orchide:
* Start with the one orchid that sits in sunlight.

I found another Aurora Blossom. But it's not in the
sunlight!

+ Dhiect sunlight to the Aurora Blossom,
* Adjust your orchid reflection system 1o hil the blossom

I popped the pod, and the Grossamery is free. What
next?

* Drop down inlo the swamp.

+ Find the buree vine that lowers you 1o the swamp level,

* T findd the vine, explore the path you 1ook from the Torgue Fem up 10 the Auroda Blassom.
* Examine the area inside the open, hollow branch (the one lit by glowing mushrooms)

* Near the lop, where gaps in the trunk reveal the ocean outside, look for anather branch that's irayed apen
and hollow, oo,
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Edanna Swamp
What's up with these two big white plants in the
swamp?
* Remember the succulent frait you saw the mother Crossamery feeding her hatchling up in the nest?
* The sueculents come from the Nemel Lotus. The birds really, really love Memel ruit.
+ The open kotus is picked cean of fruit, the chosed lotus is urouched

Why should I care what birds like (|
to ear?

+ Remember the Lens Blossom view near your arival in Ldanna’ You saw a
ook encased in a vine cage hanging directly beneath the bird's nest.

+ Could thit be another | nasin lnking book? A

« It 30, could it be near the Edanna Age symbol? o
* The anly way 1o reach the vine tangle is via the nest,

+ The anly way 1o ieach the nest i via the bind |
= I you lind another stash ol succulents, maybe you could hitch a ride up

What does this
apen Nemel
Lotus have that
the ather, closed | |
lotus doesn'1? .

How do I open up the closed
Nemel Lotus?

= Compare its staius fo the open lobws in the other chamber,

= The open bt sits in sunlighl and is swarming with insects. The closed lotus sits in a dark chamber,
* N divect sinlight enters the dark chamber of the closed Nemel Lo, Find some indieect lighting

* Look for another Lambent Ovchid in the dack chamber.

I got sunlight shining on the closed Nemel Lotus. But
it still won't open up!

» Light only undurls the twin stamens atop the plant.

= What ehe does the open Nemel Lotus have that the closed one doesa'?

* Wher a Nemels stamen unfisrls, it presents its pallen-producing anther, which attracts gollinating imsects
+ A pollnating insect, being an incredibly intelligent entity, won't desert a good thing until it has 1o
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* You need to retract the stamen pair of the Nemel Lotus in the lighler chamber, thus hiding its pollen, or the
pollinating insects will never leive.

* Remember what element makes the stamen of a Nemel [ otus unfurl? |Himinate thal clement in the open
lotus's chamiber

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

= They just need a little incentve

+ They won't leave unless something chases them away

= Find something nearby that insects despiue.

* Imsects hate spares from the Vesuvi Mushroom, a balk-shaped fungus that grows in swamps.
* The Vst Mushiroom enupts with spores when bouc hed

* But spores only travel so s, Find a Vesuv Mushroom close enough o do the job

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

* Hop aboard the succulent expeess

= Gt insicde Lhe newly opened Nemel | itus,

* Unfortunately, you can't climb directly into the pod. You have 1o find another way in.
+ The Nemel Lotus ool is purple, hollow, and very, very long.

= Find the plant’s ool

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

» The Grossamery responds Lo the popping sound of the Iruit siem when it shools seeds.
* Pull the stem and hang on tight,

Hints for Narayan: Age of Balance

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

= They nend power,

* A generator (hat draws enery o geothenmal vents powers this nking chamber.

* The switch that channels power from the seneraton 1o e deviees s lumed off

= Find the pawer switch and tum it on
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I'm trapped in an ice shield with an angry guy with a
hammer. How do I get out?

+ Disable the ke shaekd
+ Find the shield activation controls and enter the code
» Rethernber ose deviees diwmitain?

I powered up the podium consoles, but now I'm look-
ing at a bunch eof circles—a code box, clearly. Where
can I find the code?

* Check out the tapestries
* Do any of the tapesiry ghyphs look familiar?
+ Note that each gyph Is assoclated with a ward. Do any of the lapestry words look familiar?

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

» 1 youve been thorough, you read them carlier in the game

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

+ Abrus gavie you the wiords Land their correct orderd a long time ago,
« Check your invertiory

Aha! Using the tapestries and Atrus' jowrnal, I fig-
ured out which four glyphs form each symbol. But
where does each glyph go?

= Lok low chaes in your inventony

= Don't you have some partial symbols?

= Examine your symbol sketches.

* Compare the glypls i the shetehes 1o the mantras in Al jourmal

* Look at the symbol you found in [danna. What's the fiest word in Atrus' Nature mantra? Where is that
wond's cornesponding glyph (hrom the tapestries) positioned on the Age symbol?

I finally enteved the corvect glyphs on the console that
controls the innev shield. But I can't find the tapestry
glyphs for the other console.

* They'ne in another room.
* Alter 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. But carefully consider the sitiation
anl the possible consequentes.
* Hawe you retnieved the Releeshabn book yet?
* What was the last thing Saavedro told you when you met him upstain?

= DL it sounel kinel of ominois when Saavedro painied out that “the one thing | know about linking
boaki—the: doors they open don't chse behind you*?

Saavedro wants me to open the outer shield. In
return, he promises to give me the Releeshahn book
Sor Atrus. Should I trust him? Or should T go out to
the glide ship and confroni him?

Should you trust this man?

» Saavedro wandered in a fog of insanity for 20 years,
exiled o a strange Land and separated Trom his family,
wha he now presumes i dead. And be blames Arus for
his excruciating set of personal circumstances. Think
aboul it

* Saavedro s very angry and he's been waving amund
pretty ughy-looking hammes,

* AL this point, you sheuld get Saavedro in a situation where he's under your control,
* Trap Saavedeo between the shields.

* Remember how the shiekh were deployed when you first arrived? What's the: fiest thing you did in your
altempl 1o change i?

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

* hue.

+ Alier all, Saavedro hasn't suffered enouigh yet. bwenty years is nothing, really,

* Thvink toow miach fun it would be to feave this tormented ellow strandedd with the knowledge that his civi-
liation tand perhaps family) thrives just out of reach, across the ice harries, 1t might be interesting, in a dink
cal sort of way, bo see how he reacts.

* You hearles cal
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UBI SOFT LIMITED WARRANTY

Ubi Soft warrants to the original purchaser of its products 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 resulting from use
of its products. Ubi Soft agrees for a period of ninety (90) days to either replace the 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 ar replace the
defective product at its option free of charge, when accompanied with a proof of purchase
and sent to our offices postage prepaid. This warranty is not applicable to normal wear and
tear, and shall be void if the defectin the product is found to be as a result of abuse,
unreasonable 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 obligate 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 (90) day period described above. In no event will Ubi Soft be liable for any
special, incidental, or consequential 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 andfor exclusions or fimitations of incidental or consequential 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 nights that vary from state to state.

NOTICE

Ubi Soft reserves the right to make improvements in its products at any time and without notice.

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
o replacement is necessary or available,

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 the product was
damaged through misuse or accident, or if you do not have a dated sales receipt, then this
60-day warranty is rendered void and you will need to follow the instructions for returns after
the 90-day warranty period.

AFTER THE 90-DAY WARRANTY PERIDD:

Please return the product {media only) along with a check ar money order for the amount
corresponding to your product (see replacement fees below) made payable to Ubi Soft, a
brief description of the difficulty you are experiencing including your name, address and
phione number to the address below.
REPLACEMENT FEES
Our most recent replacement fee schedule is available online. Please visit the support
section of httpy//www.ubi.com for an updated price list.
WARRANTY ADDRESS AND CONTACT INFORMATION:
Email: replacements@ubisoft.com
Phone: 919-460-9778
Hours: 3am - 9pm (EST), M-F
Address: Ubi Soft Replacements
3200 Gateway Centra Blvd,, Suite 100
Morrisville, NC 27560
Pluase use a traceable delivery method when sending products to Ubi Soft.
To order Ubi Soft preducts in the United States, please call toll free 877-604-6523.



