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General Notes

Merlin's Apprentice is another Philips Media puzzle game from CIiff Johnson, creator of The Fool's Errand,
Labyrinth of Crete and several other puzzle games. A single game of Merlin's Apprentice contains 30 different

puzzles loosely tied together in an overall theme of ancient alchemy. Several different types of puzzles are
included in each game, and three difficulty levels may be chosen for each puzzle: Beginner, Advanced and
Expert. At each difficulty level, there are four or more instances of each puzzle, randomly chosen for each game.

Merlin's Apprentice is being offered as copyrightware. For more information, visit Cliff Johnson's web site at
http://www.fools-errand.com/.

The single saved-game file acts like a status file - it gets updated with the current progress of the game - so be
sure to copy the %WINDIR%\MERLIN.DAT file if you want to return to a fixed point in the game. The saved-game
file includes the current status of up to twelve ongoing games, each of which can be played independently of the
others using a unique game piece. A main menu selection allows you to monitor your progress with each of the
game pieces.

This game runs under Windows 95, but not under Windows 2000.

Puzzle Types and Solution Hints

Several different types of puzzles in five general categories are included in each game. Categories as defined in
the game difficulty settings are: Words, Shapes, Action, Memory and Logic. For additional information on each
puzzle, refer to the online help available within the puzzle.

Arcade [Action]

This type of puzzle involves targets moving across the screen. The object of the puzzle is to click the targets
faster than they disappear at the screen margins. One or more sets of seven colored diamonds are awarded as
targets are clicked, but diamonds are lost if too many targets escape. Different sounds accompany winning or
losing a diamond. The rate at which targets appear increases with the difficulty level of the puzzle, as does the
number of diamond sets required for completion. One strategy that is often successful is to keep the mouse
cursor along one side of the screen and minimize mouse motion as much as possible by leaving the cursor in a
hit zone and allowing occasional targets to pass without being clicked. This keeps the mouse motion in a
relatively-small two-dimensional range rather than having to cover the entire screen.

Cryptogram [Words]

A letter substitution puzzle. Solving for shorter words and observing the effects of changes may make solutions
easier.

Slider [Logic]
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http://www.balmoralsoftware.com/crete/crete.htm
http://www.fools-errand.com/

These jigsaw-style puzzles vary in size from 6 to 13 pieces, and range in difficulty from easy to quite challenging.
The goal is to unscramble a jumbled picture by cycling the position of two or more pieces using either side of four
control symbols. Each side of a control symbol undoes the operation of the other side. Solution sequences
consist of control symbols identified by index, with L or R to indicate which side of the symbol is pressed. The
side portion of the symbol is omitted if each side produces an equivalent rearrangement of pieces, such as
exchanging two pieces. Symbol indices are shown next to a matrix of piece positions used to identify the location
of a distinguishing piece in the random puzzle arrangements. Some locations in the matrix may not be occupied
by puzzle pieces.

Simon Says [Memory]

Click on the symbols in the order they're flashed. Distinctive sounds are made as each symbol is lit. Three shapes
are added to the sequence at each stage of the puzzle. Longer sequences are required at higher difficulty levels.
To help complete these puzzles, the solution sections below contain image sheets that can be printed out and
numbered as sequences are disclosed. These sheets also help identify items that haven't been previously
selected. The game cursor can be used to identify one of the three new symbols added at each stage. To view
the sequence obtained so far, click on an incorrect symbol.

Alignment [Logic]
Press each symbol or symbol quadrant one or more times in order to achieve the desired pattern or color.
Polyominoes [Shapes]

Arrange the pieces so that they fit inside the solution area. Each piece is shown at half the size it occupies within
the solution area. One of the pieces in each puzzle remains unused.

Potion [Logic]

Six to twelve objects must be selected in the correct order. The online puzzle help indicates which of these
objects must be selected last. Combining each pair of the original objects results in the creation of a new object,
which is then combined with additional original objects to create further new objects until the sequence is
complete. The key to solving this type of puzzle is to realize that if the correct sequence of new objects is known,
the sequence in which the original objects are chosen can be determined by relatively few comparisons of pairs
of original objects. Let A and B be original objects whose combination creates the new object Z. If Z is not the first
new object in the sequence, then in the true sequence Z must be followed by (combined with) either A or B. If this
were not the case, we could start the sequence at the beginning with A B and obtain Z earlier in the sequence
than allowed. By continuing the sequence from Z using the remaining original objects, we could arrive at the final
new object without using up all the original objects. Since the puzzle structure requires all original objects to be
used, we conclude that in the true sequence, the combination A + B must be followed either by A or by B if said
combination is not the first new object in the sequence (that is, if A B are not in fact the first two original objects in
the true sequence).

So we can go through combinations of two original objects and note which new objects they produce, ignoring
cases where the new object is the first in the sequence. For example, say A + B produces Z. Then we make a
note that in the true sequence, Z must be followed by A or B. When we find another pair of original objects that
produces Z, we can rule out one of the original two possibilities and now know the one original object that follows
Z. Further tests of of original pairs can exclude this identified object, which significantly reduces the number of
cases we need to consider. If all new objects have not been identified in this way, as is the case with the easier-
mode puzzles, we can simply go through the sequence of unused original objects in order.



The logic of this approach is best seen by means of an example. Suppose we have an Advanced-mode Level 2
potion with 9 original objects and known new-object sequence A B C D E F (ignoring the last combination for
which the following original object is already known). Number the original objects by 1 - 9, with #4 excluded since
it is known to be the last object. Create a table for new objects:

mmoO

Here, we've excluded the first two new objects A and B since Advanced-mode puzzles allow multiple paths to
these objects. We will systematically compare pairs of original objects, updating the new-object table and making
exclusions as we go. The puzzle is reset after every pair of objects is examined. First we note that the
combination 1 2 produces F, so we know that F must be followed by 1 or 2 (we don't yet know which), and we can
update our table:

mmoO

Next, we find that 1 3 also produces F, so the only possibility for the original object that follows F must be 1 since
[(2 or2)and (1 or 3)]is 1:

Mmoo

This also means that any further combinations involving original object 1 need not be considered. The next pair in
order is 2 3, which produces D. We also exclude combinations involving original object 4 since we know that one
comes last, so the next pairs are 2 5, which produces E, and 2 6, which produces C:

Mmoo
PNNDN
U wo

Combinations 2 7, 2 8 and 2 9 each produce A, which is ignored since it is the first new object in the sequence.
Combination 3 5 produces E, so E is followed by 5 and we exclude further combinations involving 5:

6
3

Mmoo
P ONN

Similarly, combination 3 6 produces D and combination 6 7 produces C:

C6
D3



ES
F 1

Remaining combinations 7 8, 7 9 and 8 9 each produce A and are ignored. We haven't found 2, 7, 8 and 9 by this
method, so we can test which sequence involving these four original objects produces the correct third new object
C. The first such sequence that we find can be used - there may be other starting sequences that produce the
desired result if the puzzle has more than one solution. In our example, we find that

2789=C
so one final solution sequence is
278963514
and there are multiple variants of the solution with different orderings of the first four objects.

Of course, the trick to this approach is knowing the correct intermediate sequence of new objects (disclosed in
the solutions below). More combinations can be tested with the first puzzle at each level to determine this
sequence. A table can be used to keep track of results from combinations of original and new objects. For the
above example, such a table would appear as

12
F

Omnw
mm T o
mooOTo
OmMo > T~
>OMmMO>» Moo

WP OMUTO~ND U WN PR
>XWOO

OWwWoOMm

>Xmomm

>XmTmTOMm

>XOooom

OWwWoOOMm

OWwWoOOMm
OWWOoOOMmMX>>OMUOX>TO

where X represents annihilation. Filling in the lower rows of this table can be easier by clicking again on a new
object to undo the last combination and pick a new original object. Animations can be skipped using the
spacebar. We're looking for gaps or patterns in the table that will indicate a solution sequence. In the above table,
for example, there are no combinations of fewer than seven original objects producing F that don't use object 1,
SO we can assume that the final new object (a green asteroid for Level 2 potions) is produced by combining new
object F with original object 1. Only object E produces F (in combination with object 5), so we can work
backwards in the table to arrive at a solution sequence.

Level 1 Puzzles



Puzzle 1-1
An arcade game involving falling dandelion seeds.
Beginner mode: 7 blue diamonds

Advanced mode: 7 blue diamonds + 7 red diamonds

Expert mode: 7 blue diamonds + 7 red diamonds + 7 green diamonds

Puzzle 1-2
A cryptogram puzzle with various letter patterns in stone.

Begi nner node:

# # # RHHH
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I
HHH#H
HHHH
HHtHH
HH#H

Sol uti on

TR
RiRIaias
HHHH HH#
# HHRH
HHHH

Sol uti on

Advanced node:

HHH#H
HHHH
HHHHH
HH##
HHH#HH#
HHH#H

Sol uti on

Expert node:

H#HH#
HHHHH

HH#
HHBHEH

HHHH
HHHHH

Sol uti on

Puzzle 1-3

"t
TR
Hit HiH
HHHHBH

#t#
HHHHH

Sol uti on

#H#
HEHHH

HHH#H
Hit HHH
HHBH #H#

HHHH

Sol uti on

HHHIH
HH
wIHT
HHRH #
HHHH

Sol ution

Hwir
HHBHIH
Hit#
HHHH
wit HH#
HHHIH

Sol uti on

Hit#
HHHHH
HHt Hit#H
HHHIH
HHBHIH

HHHH

Sol uti on

A 3 x 2 slider puzzle of an autumn leaf.

Layout :

A B
CD
EF

A WN B

Mbde

Begi nner

Advanced

Stem Position

mTm > mTm >

EAFBDC
BEFCDA
FCDBAE
DCABEF

ECDBAF
CEBDFA
FCADBE
FCBAED

HHBHBH
Hit HHBHH
HHt HH#H
RHHH
HHHH

Sol uti on

HHt H#
wite
HHHHHH
HHHRH Ht
HUHH
Hit HHH

Sol uti on

RHHH
HHHHH

HHHH
HHBHBH

HHT
HHHHH

Sol uti on

Opti mum Sol uti on

1R 4 3 1R 4 2
2 1L 4 1L 3

4 3 1R4 2 1L
3 1L 3 1L 2 1L

2 1L 4 3L 4
4 1R 2 1R
1L 2 1L 4
3L 4 1R 4 2
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Expert

mTwm >

Puzzle 1-4

EDBACF
BECAFD
ACFBDE
FADCEB

3 1R 4 1R 3 1L
2 1L 2 1L 4 1R
4 2 1L 4

3 1L 3 1R 2

A Simon Says puzzle involving frogs and other forest creatures.

Beginner mode: 12 symbols
Advanced mode: 15 symbols
Expert mode: 21 symbols

Open image in separate window for printing

Puzzle 1-5

An arcade game involving falling leaves.
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Beginner mode:

7 blue diamonds

Advanced mode: 7 blue diamonds + 7 red diamonds

Expert mode:

Puzzle 1-6

7 blue diamonds + 7 red diamonds + 7 green diamonds

A 4 x 2 slider puzzle with one unused piece (position G).

A WNBE

Mbde

Advanced

Mode

Expert

Head Position

E*
F

C
E**

*: Tail
**: Tail

Foot Position

oITO>»

Head Position

OT>w

FHEDABGC
CFHEDAGB
ECABHFCGD
FDEHABGC

feathers in
feathers in

ECBDFAGH
FBEHADGC
DFHACBCGE
CBFEDAGH

EADBHFGC
AEHFCBGD
CBDFHAGE
FCABDHGE

posi
posi

Opt i mum Sol uti on

4L 4L 3 2 1 4L 3 4L 1
4L 4L 3 1 4L 2 4L 4L 3
4L 3 2 4R 3 1 4L 4L 3

4L 4L 3 2 4L 4L 1 4R 3 4R

tion B
tion D

Opti mum Sol uti on

312L12L

1 2L 3 4R 3 2L 4R
2L 4R 3 1 4R

4L 3 4R 3 2R 3

Opti mum Sol uti on

4L 4L 2 4L 2 4L 4L 4L 3

4L 2 4L 4L 3 4L 4L 3
3 14L 4L 1 4R 2
4L 4L 4L 3 4R 4R 2

Level 1 Potion Puzzle
Origi nal objects:
1 2 3 4 5 6

| nt er nedi at e obj ect sequence:

Pile of rocks
Bl ue rock
Red-yel | ow rock
Ruby
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Sol uti on Sequences

Mbde

346251

Begi nner

365421

234561

236541
265431

352641
562431
462351

Advanced

463521

453261

346521

Expert

354261

253641
265431
462351

Level 2 Puzzles



Puzzle 2-1
An arcade game involving falling snowflakes.
Beginner mode: 7 blue diamonds + 7 red diamonds

Advanced mode: 7 blue diamonds + 7 red diamonds + 7 green diamonds

Expert mode: 7 blue diamonds + 7 red diamonds + 7 green diamonds + 7 yellow diamonds

Puzzle 2-2
An alignment puzzle involving four planets.

Nunber of iterations
Mode Mars Locati on Earth Mar s Jupi ter Saturn

Begi nner 3:00 4 2 3 1
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Advanced

Expert

Puzzle 2-3

A cryptogram puzzle with various letter patterns on scrolls:

Begi nner node:

HHH# HHHBHE
HEHHRH
RUBHEH HHH
HHHHBH

Sol uti on

Advanced node:

HHBH HHH
HHBHBHIHH
RHBHBHIHH
HHH#H HHHHH

Sol uti on

Expert node:

HHH# HHHHH
HHRHHH
RHBHIHHHR
Hit H#HEHH

Sol uti on

Puzzle 2-4

: 00
: 00
: 00

NN B

.00
: 00
. 00
. 00

WS DNDN

. 00
: 00
. 00
. 00

N O1TWwWwiN

HHH HHBH
#H HitH
HHBHBHE H#
HHH HHHH

Sol ution

"t
HUHHBHH
HHBHBH HHH
HHBHBH HHH

Sol ution

ORI B
HHBHBH H
# BHBHHHY
HHHBH HHHE

Sol uti on

1 3
2 3
4 1
2 3
4 1
4 2
1 3
4 1
4 2
3 2
3 1

H HHBHH
HHRHBH HHH
HHBHHH
HHBHIH

Sol ution

wORIR
HHHHRHE HHt
HHHE HH#

HHHH HHHE

Sol ution

W R f
HHH HHHH
HUBHBHARHE
HHtH HHEHH

Sol ution

An arcade game involving floating bubbles.

Beginner mode:

7 blue diamonds + 7 red diamonds

w -

N WWER

A DoOw

HHH# HHH
HHHHH
HURHE #HHH
HHHHBHIH

Sol ution

wiH R
HHBHE HHH
HH HE HHHBH
Hit HH#H HHH

Sol uti on

"R R
HHH HHEHHHR
HHRHBHIH
HHH HHHH

Sol ution

N D

A EFELPDNPS

NFPFPDN
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Advanced mode: 7 blue diamonds + 7 red diamonds + 7 yellow diamonds

Expert mode: 7 blue diamonds + 7 red diamonds + 7 yellow diamonds + 7 green diamonds

Puzzle 2-5
A 4 x 2 slider puzzle of a dinosaur skeleton.

Layout :

A B

Omo
I TO
AwNPR

Col | ar bone/
Mbode Neck Position Opt i mum Sol uti on
Begi nner B EDACGFBH 1L 1L 3 2 1R 4 2 1R 2 1R
H FCEAHGBD 1R 4 2 1R 3 1R
G GHFCEADB 1R 2 1L 2 1L 4 1L 1L
A DBCGFEHA 4 3 1L 4 1L 1L 4 1L 1L
Advanced G EABHGFDC 4 1L 1L 2 3R 4 3L 3L 4 3L
A DGBEAHFC 4 3L 3L 2 1R4 1R4 3R 4
B EDFHGCBA 4 3L 3L 4 1L 4 2 1L 4 3L
H GEAFHCBD 4 1L 2 3R 4 1L 1L
Expert A DACFBEGH 34L 2 4L 1 4R 4R 1
B HDCAGEBF 4L 3 4L 1 4L 3 1 4L
H EBHCFAGD 4L 3 2 4R 3 2
G FBCHAGDE 1 4R 1 4R 2
Puzzle 2-6

A 3 x 3 slider puzzle with one unused piece (position A).

Layout :

ABC 1

DEF 2

GHI 3

4

Mode Rattl e Position Opt i mum Sol uti on

Begi nner C AFDEHBI CG 4L 1L 4L 1L 4L 3 2L 4R 2L 1L
I AGCBHFI ED 3 2R 4R 3 2R 4L
G AEHBI CDGF 3 1L 4R 2R 4R
B ADBHFI GEC 3 1L 2R 4L 2R 4L 3 1L

Advanced I AClI BEHGFD 2R 3R 1L 2R 3R 2R
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ADEFHBGCI
AEDBG HCF
AFI BEHCGD

- 0O

Expert ADGCI EHFB
AEDHCBFI G
AEGHBFCI D

AG-HCBDEI

O~ 0O

Puzzle 2-7
A polyomino puzzle on a diamond-shaped background:

Beginner Mode

Solution

4R 1R 4L 2R 3L
4L 2R 4L 1R 2R 3R 2L
3L 1R 4L 1R 2R 3R

1L 1L 1L 4 2L 3R 1L 3L
2R 3R 1L 4 1L 1L

3R 1R 2R 1R 2L 1R

4 3L 1R 4 2R 1L

Solution

Solution

Advanced Mode

Solution
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Solution Solution

Solution Solution

Puzzle 2-8
A Simon Says puzzle involving potion bottles.
Beginner mode: 15 symbols

Advanced mode: 21 symbols

Expert mode: 27 symbols
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Open image in separate window for printing

Puzzle 2-9
A polyomino puzzle on a rectangular background:

Beginner Mode
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Advanced Mode
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Solution

Solution

Mars (red-yell ow)

Venus (bl ue-green)
Jupi ter

Level 2 Potion Puzzle
obj ect s:
1 2 3 4 5
8 9
I nt er medi at e obj ect sequence:
Mercury (red)
Earth
Saturn
Green asteroid

O i gi nal
6 7

Sol uti on Sequences

Mode

123567894
987632514
561379284
987321654
987651324
985312764
125678934
982356174

Begi nner

567891324
235918764

Advanced

127685934
893652174
351726894
897263514
561937284
238179654

798263514

Expert

195637284
182379654
586791324
253918764
267185934
369852174
371526894

Level 3 Puzzles
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Puzzle 3-1

An alignment puzzle involving four quadrants of a stained-glass window.

Quadr ant

Col or se

Mbde

| ayout :

4 1
3 2

quence:

Red/ Bl ue

Bl ue/ Gr een
Red/ Yel | ow
Mul ti-col ored

Quadr ant

1

Quadrant col or & Nunber of iterations

Quadrant 2

Quadrant 3

Quadrant 4
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Begi nner

Advanced

Expert

Puzzle 3-2

Red/ Bl ue
1 iteration

Bl ue/ Gr een
3 iterations

Mul ti-col ored
3 iterations

Bl ue/ G een
2 iterations

Bl ue/ Gr een
2 iterations

Mul ti-col ored
2 iterations

Red/ Bl ue
1 iteration

Bl ue/ Gr een
3 iterations

Red/ Yel | ow
3 iterations

Mul ti-col ored
1 iteration

Red/ Bl ue
1 iteration

Bl ue/ G een
2 iterations

Bl ue/ G een
2 iterations

Red/ Bl ue
3 iterations

Bl ue/ Gr een
1 iteration

Bl ue/ G een
3 iterations

Bl ue/ Gr een
1 iteration

Bl ue/ G een
3 iterations

Red/ Bl ue
3 iterations

Bl ue/ Gr een
2 iterations

Bl ue/ G een
3 iterations

Mul ti-col ored
2 iterations

Red/ Yel | ow
3 iterations

Red/ Bl ue
1 iteration

A polyomino puzzle on an octagonal background:

Beginner Mode

Bl ue/ G een
3 iterations

Mul ti -col ored
2 iterations

Red/ Bl ue
3 iterations

Mul ti -col ored
3 iterations

Red/ Yel | ow
3 iterations

Red/ Bl ue
3 iterations

Mul ti -col ored
2 iterations

Red/ Bl ue
3 iterations

Bl ue/ G een
2 iterations

Red/ Yel | ow
3 iterations

Bl ue/ Gr een
3 iterations

Red/ Yel | ow
3 iterations

Mul ti-col ored
3 iterations

Bl ue/ Gr een
1 iteration

Bl ue/ G een
2 iterations

Red/ Bl ue
1 iteration

Red/ Bl ue
3 iterations

Red/ Bl ue
1 iteration

Mul ti-col ored
3 iterations

Bl ue/ Gr een
1 iteration

Bl ue/ G een
1 iteration

Mul ti-col ored
3 iterations

Mul ti -col ored
2 iterations

Red/ Bl ue
3 iterations
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Solution Solution

Solution Solution

Advanced Mode
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Solution Solution

Solution Solution

Expert Mode

Solution Solution
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Puzzle 3-3

Solution

An alignment puzzle involving the correct placement of nine ghostly heads.

Layout :
1 2 3
5 6 7
Mode

Begi nner
Advanced

Expert

Puzzle 3-4

4
8 9

Sol uti on sequence(s)

12345667829

134566738

15738
145789

An alignment puzzle involving four colored quadrants of a star.

Quadr ant

| ayo
4 1
3 2

ut :

Col or sequence:

Mbde

Begi nner

G een
Wiite
Red

Bl ue

Yell o
Pur pl

w
e

Quadrant col or & Nunber of
Quadrant 1 Quadrant 2 Quadrant 3
Yel | ow G een Red

4 jterations

Pur pl e
3 iterations

Purpl e
3 iterations

VWi te
3 iterations

4 iterations

G een
5 iterations

G een
4 iterations

G een
2 iterations

5 iterations

G een
4 jterations

Bl ue
5 iterations

VWi te
5 iterations

iterations

Solution

Quadrant 4

VWi te
2 iterations

Wiite
2 iterations

Red
2 iterations

Red
4 jterations
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Advanced

Expert

Puzzle 3-5

VWi te
3iterati

Pur pl e
3iterati

Red
3iterati

VWi te
3iterati

Pur pl e
5 iterati

VWi te
3iterati

Pur pl e
3iterati

VWi te
3iterati

ons

ons

ons

ons

ons

ons

ons

ons

Wit e
2 iterati

Red
1literati

Red
1l iterati

Yel | ow
5iterati

Wit e
2 iterati

Yel | ow
5iterati

Wit e
2 iterati

Wit e
2 iterati

ons

on

on

ons

ons

ons

ons

ons

Yel | ow
5iterati
Bl ue

2 iterati
Bl ue
5iterati
VWi te

2 iterati
Yel | ow
1literati
White

2 iterati
G een
1literati
Yel | ow
5 iterati

This alignment puzzle involves opening all eight parts of a locked gate.

Row | ayout :

Cick on the wall

Mbde
Begi nner

Advanced
Expert

Puzzle 3-6

oO~NO O WNPE

Press rows

= NP
= NP
P NN
N bW
N B W
N B D
w O O
w O O
w o O
E-Neo LN

7 8
8 8
4 4

An arcade game involving floating jewels.

Beginner mode:

7 purple diamonds + 7 red diamonds + 7 yellow diamonds

ons

ons

ons

ons

on

ons

on

ons

5556667778838

Pur pl e
1literati

Red
5 iterati

Pur pl e
2 iterati

Red
1 iterati

Pur pl e
5 iterati

Red
1 iterati

VWi te
5 iterati

Pur pl e
1 iterati

on

ons

ons

on

ons

on

ons

on

next to the gate to get the positions of a blind row
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Advanced mode: 7 purple diamonds + 7 red diamonds + 7 yellow diamonds + 7 blue diamonds

Expert mode: 7 purple diamonds + 7 red diamonds + 7 yellow diamonds + 7 blue diamonds + 7 green diamonds

Puzzle 3-7

A 3 x 5 slider puzzle with two unused pieces (positions A and E).

Layout :
ABCDE 1
FGHI J 2
KLMNO 3
4

Note: Solution sequences for this puzzle may not be optimal.

Beginner Mode

3R3R2R 1L 2R3L 1L 3L 2R 1L 3L 4L 4L 1R 2L 3L IR3L 3L 1L 2R3L 3L 1L 3L 4L 4L 1IR3L 3L 2L 1R
3L4R4R1IR4R 1L 4R2R 1R 4L 1L 2L 1R 4L 4L 2R 4L 1L 4L IR4R 1L 4L 1IR4L 1L 4L 1R4R 1L 4L 2L
1IR2L 1L 2R IR2R1R2L 1L 4L 4L 2L


http://www.balmoralsoftware.com/merlin/merlin.htm#Slider

4R4R1R3L 2R 1L 3L 3L IR3R1L 3L 4L 1R 3L 2L
1L 3L 3L 1R4L 1L 2R 1R 4L 1L 4L 1IR4R 1L 4L 2L
1IR4L 1L 2R1R4L 4L 2R 1R 2L 1L 2L

3R1L 4R4R3L 3L 1IR3R3R 2L 1R 4L 1L 4L 1R 4R
1L 4L 1IR4L 1L 2L 1IR4R4R2R 1R 2L 1L

Advanced Mode

3L4L 4L IR3L 3L 2L 1L 4R4R 2R 1R 4L 4L 1L 2R 4L 1IR3L 1L 3L 4R4R 1R 3L 1R 3L 1L 3R2R 1R 4L
1IR2L IR2R 1L 4L 1L 4L 4L IR4R 1L 2L



1L 3BR3R1L 3R1R3L 4L 1IR3L 2L 1L 3R4R 1R 4R
4R 1L 4R 2L 1R4L 1L 2R1IR4R2L 1IR2R 1L 2L

Expert Mode

4L 2L 4L 4L 2R 3R 4L 4L 4L 2R 4L 4L 4L 4L 3R 2L
4R 3RA4L 4L 4L 4L 4L 1IR2R 4L 2L 4R 2L 4R

2R1L 3R3R1L 3R1IR3L 4L 4L 1R 4L 4L 2R 1R 4R
2L IR2R 1L 2R

1L 2R4L 2L 3L 4L 4L 4L 4L 1L 2L 4R4R 4R 1L 4L
4L 4L 4L 1R 4L 3L 4R4R 4R 2R 3L 4L 4L 4L 4L 4L
IR2R4R 1L 4L 4L 2L AR4R4R 4R 3L 4R 3L 2R 4R
3L 2R4L 3L 2L 4L 3R



4AR4AR 2R 4L 1R 4L 3L 4L 2L 4AR2R 3R 4R 4R 2R 4L
3L4R3R4R 2L 4L 3L 2L 4L 3R4R 3L 4L 3R4R 3L
2R

1IR2L 1IR4R4R2R4R1IR4R2R 3R 4L 2L 4R 2L 3R
4L 4L 2L 3R4L 3R4R2R 4R 3L 4L 3L 4R

Puzzle 3-8

An arcade game involving daemon heads.

Beginner mode: 7 purple diamonds + 7 red diamonds + 7 yellow diamonds
Advanced mode: 7 purple diamonds + 7 red diamonds + 7 yellow diamonds + 7 blue diamonds

Expert mode: 7 purple diamonds + 7 red diamonds + 7 yellow diamonds + 7 blue diamonds + 7 green diamonds

Puzzle 3-9

A polyomino puzzle on a parallelogram background:

Beginner Mode
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Solution

Solution Solution

Advanced Mode

Solution Solution
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Expert Mode
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Solution Solution

Puzzle 3-10

A 3 x 5 slider puzzle with two unused pieces (positions | and L) made more difficult because the puzzle extends
beyond the viewport boundaries.

Layout :
ABCDE 1
FGHI J 2
KLMNO 3
4
Hour gl ass
Mode Posi tion Opt i mum Sol uti on
Begi nner D CABGFKEHI DJL 3 1L 1L 4L 1L 2R 4R 2L 4L 2L 4L
K AHEBFJDKI CGL 1R 4R 1L 1L 4L 1R 2R 4L 3 2L 2L 4L 3
J FCKAEDBHI GJL 3 2L 4R 1L 1L 4L 2R 4R 1R
A GCHBEDAKI FJL 3 2R 4L 2L 4R 2L 1L 4R 1L 2R 4L
Advanced J FHEDJ ACBI GKL 3R 1L 3L 4R 2L 2L 1R 4L 2R 4L
A GCFJEDKHI BAL 4L 1L 1L 4L 3L 1L 4L 1L
D BEKGAJDCl FHL 4L 2L 2L 1R 3R 2L 4R 1L 4L 1L 3R
K FCBDEJAKI HGL 2R 4L 3R 1L 3L 2L 4L 1R 3R
Expert A GEAJDKHBI FCL 1R 2 1R 2 3R 4R 1L 2 3R 1R 3R
D DBKGFAJHI ECL 1L 4L 1R 1R 2 4R 1L 4R 1R 4L 3L
K DEAFHIKBI CGL 4L 1R 1R 1R 4R 1R 3L 1L 2 3R 1L 4L
J FDCKBEJHI GAL 1L 3L 4R 1R 1R 3R 4R 1R 4L 2 1L
Puzzle 3-11

A cryptogram puzzle with various letter patterns on a cavern wall:

Begi nner node:

H#t## # Hi# HHEHHH # HH#### ## H#HH# #H##
HHHHH? H#HH# H#HH# H#He### HH# HHEH HHHH HHHHHE HHH
HHHHBHE HH HHHHHH H#HH#H Hit HHEHRHHHE #HH HHHHABH HHEHHH

HHH HHHHHAHHH HHHHT HHHAHH HHH HHH#HH #HH# HH# HEHH HHAHHH
HH# H#HH## #H### HHt## H#HH## HHH# HEHHHHHHHY HHtH## # H#HH##
HHHHHHH HHERH HHHHHHH #HHH HHHH#H# HHHH HHH#H HHH #H#

HHt#### HH## #HH## HHHBHBH Hi# #HH##

Sol uti on Sol uti on Sol uti on Sol uti on
Advanced node:

HH#H HHHHH HHHHE HHEHH HHHHAH HH # H HHH#

HEHHE HHHH HEHH HHHHH HHHHHHHBHR HHEHH#H HHHH
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HHH#HE HBHB HH#
HHBHE HBHBH H#H#
HIRHHT HH HHH
HHRH HEHHB
HHHHHH

Sol uti on

Expert node:

"R
HHHH HEHHRH
HHH H#HH# # HHEHHE
HHH HHEHH
HHBHBHEHR BHH
IR B
R

Sol uti on

Puzzle 3-12

HHH HHBH HHBH
HHRARR R
HUHHRIE HEt HH#
HUHHRE HEt #
HUHHH HHH

Sol uti on

wORIR
HHHH HERHBH
HH HBHE HHHBH
HUHHHR HHEH HHH
HHHHBHBHIH #H#
W R

WU

Sol uti on

A Simon Says puzzle involving a cavern.

Beginner mode:

21 symbols

Advanced mode: 27 symbols

Expert mode:

33 symbols

HHBHEHE HE H#HH#H
WU A R
HURHIHE HAHBH
HHRHBH HHH
HHHBH HHHE

Sol uti on

s s
Hit HBHEHEH
HHHH HEHHRHBHE
HHHH # BHEHHS
HHH# HHHE H#HH
wE AR R
IR wrR

Sol uti on

HHBHBHE HH
HHBH HHHHH
HHH HHHHHHR
HHHH HEHHBH
HHH HH HHH

Sol uti on

wiOHRH IR
HH HEHEHHHR
HHH #HHHRHE
HUBHBHIHR HHEH
HHH HHHHE HH#
HHBH HHHH
witRT

Sol uti on
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Open image in separate window for printing

Level 3 Potion Puzzle

Ori gi nal objects:

1 2 3 4 5
6 7 8 9 10 11 12

| nt er nedi at e obj ect sequence:

Bar nacl e

Pur pl e egg

2 chickens

Cor nucopi a
Hairy cl aw
Warts

Brai n

Y- head

2-headed |izard

Mode Sol uti on Sequences
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91012 11 2 1
9 10 12 4 11 6
9 10 11 1 4 12
10 11 12 6 1 8
9 10 11 12 6 3
9 10 11 8 12 5
9 11 12 3 8 10
10 11 12 5 3 9
9 11 12 10 5 2
6 8 12 9 10 11
10 11 12 2 9 4

Begi nner

PRRPRPRPRPPNONNPFP®
WNWNNNNWWN D
JwhAbDbhwdbhdbaoawauou
obhoonh~hUloloUO®
00 U1 0000 O O WO 0 W ™
SUENIENIENIENIENIENEENIENIENEEN

()

10 111 2 12 6 3
10 4 6 11 8 12 5
911112 4 38 10
011126 81539
9 11 12 3 6 10 5 2
4685129 10 11
11 12 3 10 8 2 9 4
10 12593 11 21
912 10 2 5 4 11 6
6 8911 10 1 4 12
011 12 2 49618

Advanced

(o]

WNRPARRREPNNREDN
JWWoOAaND®DMTNOA
R U100 00O WMNE OO W
NN NN N NN NN NN

4 11 10 126 8 1 53 9
11 4 9812 36 10 5 2
612385129 10 11
12 6 11 53 108 2 9 4
8124105931121
1281910254116
83629111014 12
1051211 249618
9108 41112 12 6 3
109 3146 118 12 5
11 256112 4 3 8 10

Expert

OCNUWAWOD R ARN
NNNNNNNSNNNN
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