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the minions of D’Sparil— 

Parthoris of D’Sparil’s taint, 

Id that cooperation with 

D’Sparil would result in a better outc was victorious, and D’Sparil 

vas destroyed. However, Corvus paid ory. 

searches for answers, he 

ind destroy it.If he can’t st 



wing the rituals of the T” Chel m 

rough in one piece. This book 

“way or another, Corvus has the gifts to succeed yet again—with your help. _ 









Before you 

CAST your First all i A 

j some basic sape properties. This includes Tips por 

well as some general Gene ‘Tips. 

o Bur liking. 1 enter the tu 

utorial. This will load th 



ec e tutorial introduces you to the ; interface and describes t 

various on-screen gaug ‘icons. It also i ces y lana, which is Corvus 
magical ammu on for all his s. E torial instructi the door 

ahead ope s, le: 

e 
Keep a close eye on Corvus’s Mana, especially in the later 

levels. Corvus is tough, but he's no match for some of the 

denizens of Parthoris without Mana to power his staff and 

spells. If you climb the barrels and jump to the ledge above, 

you can reach an area that has all the weapons in it as well. 
en = Re os = EEE 



The next area discusses 

weapons in general, and. 

to pick up and 

Experiment with each weapon you pick up and learn how to 

control it. Get used to each weapon’s area of effect—Corvus 

will suffer damage if he's caught in the blast of several of the 

weapons. 

how to use offensive and _ 

defensive spells—primarily A 

the Tome of Power that 
Corvus carries with 

| In many cases, defensive spells are more important than your 

main offensive spells. Stockpile Mana so that you can always 

use your defenses. 



prompts as yo 

everything yo 

Creeping is very important in the game, because it can keep 

Corvus from falling off a ledge as you get close to the edge. 



Y 
Become very adept with the Durhnwood Staff—it can be a 

very powerful weapon. Get used to dodging and spinning 

around the target chicken in this room to prepare for fighting 

large groups of enemies with the staff. 









As Corvus cravels chroughout Parchoris, hell make Ceo 

Me oe and other powerful weapons. | 

Corvus has access to his staff ano three other offen- 

_ sive weapons. Cach oF these items has different 

requirements for ammunition. When Corvus runs OUT oF Eo 

ammunition, be automatically swicches to another 

weapon. When he totally out of ammo, he MUST 5 slice bis 

way through the environment wich his sea Fhe $ 



OURDNWOOd STAFF 
Am x o/Mana: n/a (not applicable) 

o/Mana per Shot: n/a 

nmo per Pickup: n/a 

Max Ammo: n/a 

Damage: Varies | 

Damage Powered Up: Varies 

Jse it against non-ranged enemies an 

You can also used it to pole vz ps. This weapon 

rvus—he can climb or use ite hile holding it. In its powered- 

up state, the 

waste to anyth ng in its path. When you've got it 

watch th ts fly. 



Ammo/Mana: Ammo _ 

Ammo/ Mana per Shot: 1 

Ammo per Pickup: 50 

Max Ammo: 200 

- Damage: 7-10 per shot 

Damage Powered Up: iat 

The 

up the red, floating skulls that power up the Staff throughout Parthoris. The Hell Staff 

Jell Staff is Corvus’s first weapon that uses ammo instead of Mana. He 

fires bursts of energy in a rapid pattern that cuts down most enemies. In its powe ed 

state, the Hell Staff fires a steady, laser-like energy that slices hrough a roomful of 

enemies like a hot knife through butter. 

Ammo/ Mana: Ammo Ž 

Ammo/Mana per Shot: 

Ammo per Pickup: 5 

Max Ammo: 20 | 

Damage: 225 

Damage Powered Up: 350 

take their name from the shape of the exploding flames, which res he ohoeni 

This weapon can injure Corvus if he is standing close enough 1 to the blast. When po 

ered up, the explosion is larger and causes more damage, but it’s otherwise the same. 



Sphere of ANNIDILATION 
Am | ¢/Mana: Mana 

o per Pickup: h/a 

Max Ammo: n/a | a | 

Damage: Full charge hit: 200; Full charge radius: 50-2 

| Minimum hit: 50; Minimum radius: 12 0 

Dam ge Powered Up: 50-200 

The phere of Annihilation enables Corvus t afull charge of potent blue 

When it detonates, its damage 

the =e of the blast- 

ain: 10 per 1/4 sec; 





lickly wipe out many of 



Ammo/ Mana: Mana 

mo/Mana per Shot: > 

nmo per Pickup: n/a 

Max Ammo: n/; a 

“Damage: No Mana: 10- 13; Mont 20- 25 

Damage Powered op 30-40 

h, Sidhe and she spreaders ua as woll a as s other enemies. 



vb bulto 
Ammo/ Mana: Mana 

Ammo/ Mana per Shot: 3 

mo per Pickup: n/a 

Max Ammo: n/a 

Damage: 10-15 

Damage Powered Up: 30-40 

The Force Blast spell enables Corvus to fire a an olet tracers that shred a single 

enemy if they all hit at one time. This is also a gre von to use in a crowd, as the 

tracers spread out with distance. When powered up, spell discharges three extremely 

explode upon impact. 

Ammo per Pickup: n/a 

Max Ammo: n/ a 



Wich surricient Mana (and wich knowledge of the prop- 

er spells), Corvus can defend himself From ATTACK nearly 

as well as he can accack. The following spells can be 

TEADIEO one AT A TIME ano useo AT your oiscrecion. 

Lightning Shield 
The Lightning Shield activates spheres o ener 

that swarm around Corvus, shocking any en mie 

who approach. This spell makes quick work of a 

crowded room, enabling Corvus to pass through 

unscathed. nn . 

Ihe 

powerful meteors to 

streak out and strike targets with deadly force 
somes near. 4 

Meteor Swarm defensive spell summons 

bit around Corvus. These 

whenever an enemy 



Morph Ovum 
The dreaded Morph Ovum blasts in all directions, 
turning any enemy, path into a helpless chick- 

circumstances the spell back- 

juggernaut chicken, capable 

ck wave of 

overwhelming enemy o A 





items s CPA? Corvus can Find his 
these items co heal or assist him 

chese items work as soon as he pi 

op chem are kept in his invento | 

This is the Tom that helped Cora while he was 

in exile, teaching the ancient spells of the - 

weapons and = adding, capabilities to td they 

normally have. Corvus won’ find additional Tomes, 

but this one will help him out of many tight spots. 

their E 1s cum ative. 



Quartz Flasks contain a highly concentrated fluid 

that restores a large portion (as much as 100 per- 

cent) of Corvus’s life energy. Highly prized, they are 

rare but are always a blessing when found. 

Blue Mana is defensive N 

up some of Corvus's weapon 

e Mana used to power up 

many of Corvus's weapon spells. As with Blue 

Mana, it can be found in small and large sizes, an 
it also takes effect as soon as it is picked 



Comodo MANA 

Combo, or combination, Mana contains both 

Blue and Green Mana This item simultaneously 

recharges both th: je and Green Mana 

reserves. Combe is usually found in a large 

throughout Partie is 
Orbs, Storm A 

Don’t expect to 

ed or attainab 

These items include Hell 
‚and Phoenix Arrows. 

find U ese valuable items unguard- 
out paying a price. 

Throughout Pa thoris, there are times when Sap! 

needs to enter a locked door, but first he must find | 

a key. Most keys ar well protected, so don’ t expect | 

to find them easily. | 



a
e
 



Seraph Shrines 

magical wonders. 
Fare che séraph 

s shrihes pro- 

bestows power 1] on Corvus’s blade, making it as de 

effect is permanent and cumulative. o 



s of the Ssithra Shrine— This shrine greatly extends the amount of time 

Corvus can stay underwater. He won't become a fish, but this is the next best thing. 

Mana Shrine—This shrine bestows Corvus with 100 percent of both types of Mana. 

Power Shrine—This shrine has the same effect as the Tome of Power, but it powers 

up everything for a longer period of time. 

Reflective Shrine—T his shrine coats Corvus with a thin, reflective covering that 

ae all projectiles until the effect wears Offa a 

‚Spirit Shrine—The Spirit Shrine heals Corvus entirely, replenishing his hedieh to 1 JO J 

percent 









RETIC 11 Walkthrough 
Sorvus’s curse is at an end and he’s finally been transported back to Parthoris, but all is 

t right for the returning hero. The city of Silverspring appears deserted, and a grave 

illness has infected the Sidhe elves, turning them into plague-maddened creatures bent 

on Corvus’s destruction. It seems that the defeat of D’Sparil the Serpent Rider was 

only the beginning of Corvus's quest. 

Level 1. SıiLverspring Oocks 
Corvus's welcoming commit- 

tee is anything but friendly as 

he returns to the world he 

knows. The docks are crawling 

with rats, and plagued Sidhe 

are everywhere. Corvus must 

make his way through this por- 

tion of the city and discover 

what has befallen his people. 

Explore the area around the 

docks. From your arrival point, 

walk to the end of the dock and 

turn right. As you walk along 

the pier, several rats attack. Use 

your staff or Fireball attack on 

them, then open the door ahead 

on the right. Kill the plagued 

Sidhe inside and pick up the 

Crystal Vial as well as the 

offensive Mana. 



Jump through the hole in 
the floor of this room and 

swim under the dock—if you 

destroy the chest on the bottom, 

it reveals a Quartz Flask. 

Enter the town. Once you've 

explored the docks, the quickest 

way to enter town is to climb 

the crate near the wall in front 

of the dock, then jump up to 

the roof above. Walk across the 

roof and drop down on the 

other side into a small courtyard. 

ALTERNATE TOWN ENTRANCE 

There’s another way to get past the docks, but you’ll have to fight two plagued 

Sidhe and more rats to do it. Instead of climbing the crate, you can open the doo | 

that are to the right of the dock as you face the water. Two plagued Sidhe attack. | 

you from behind the door, so kill them and then enter. Follow the passage to your 

right and kill the rats in the next room—climb the crates if you need a breathér / 

and use your Fireball to clear the room. Break open the barrels, because they 

may contain Crystal Vials. Climb the ledge in this room and drop thron sh th 

hole in the floor to reach the small courtyard mentioned earlier. x 



Get past the courtyard 

and open the town gate. 

Kill the rats and plagued 

Sidhe once you're inside the 

town. Get the Mana and 

Crystal Vial on the crates 

above. Search the barrels for 

a Crystal Vial, then walk 

through the shattered gate 

and push the button on your 

left to open the next one. 

Kill the Sidhe on the ledge above and jump up to his platform. Get the Mana and 

press the button to your right to open a passage ahead. There is a Quartz Flask hidden 

behind the cracked wall under the platform. Get it if you need it. Before you proceed 

to the next passage, climb onto the ledge above the short hall to open a secret door and 

find another Quartz Flask. Kill the rats that drop down from above. 



You can kill rats by vaulting into them, or by jumping and 

stepping on them. Never waste magic on rats if you can help 

it—they are fairly easy to kill. 

Enter the courtyard ahead. Ward off the two attacking Sidhe. A third runs through 

a gate to your left. Blow up the barrels for more Mana and a Crystal Vial. Use the 

lever on the wall to go through the gate the Sidhe just ran through. 

EXPLORING The SEWERS 

Enter the courtyard beyond the gate across from the locked tavern door. You must 

battle several more plagued Sidhe, as well as rats. Go through the next arch and 

behind the building. Kill the Sidhe and grab the Tavern Key. You’ll find a grate. 

that leads down to the sewers. Blow it off and jump down into the sewers. You’ll 

find several Sidhe below, as well as plenty of rats. To get out of this area, walk 

toward the gate on your left. It closes, but this opens another gate across from you. 

Get the Quartz Flask and Mana in this room, then throw the switch inside to’ 



open the other gate again. Swim down the channel and kill the Sidhe at the end to 

make your way from the chamber at the end. There may be more plagued Sidhe 

beyond the gate; fight them off, then open the doors nearby to reach the docks. 

Make your way back to 

the tavern door. Use the 

Tavern Key to get inside. 

Once you're inside, walk 

around the corner. The stairs 

in this room collapse, leaving 

you to face two plagued 

Sidhe. Once they're gone, 

exit through the doorway 

near the bar, then walk out 

into the alley behind the 

tavern, claiming your Ring 

of Repulsion spell on the 

way. Climb the crates in the 

alley once the horde of 

attacking rats and Sidhe are dead, and enter the window to reach the upper level. Open 

the door across from you to get onto the ledge overlooking the front of the tavern. 



Fight your way to the | 

Health Shrine on the ledge 

to your left, and step up to 

it to use it. Your health is 

completely restored by this 

powerful shrine. Finish off 

any remaining rats, then 

jump up to the narrow land- 

ing and open the door. 

Fight the plagued Sidhe 

inside, as well as the other 

one at the bottom of the 

spiral stairs ahead. Once you 

get past him, you can reach a __ 
Quartz Flask. Step onto 

the lift to your right, which © 

takes you to a small chamber 

above. Get the Quartz 

Flask near the lift, then 

destroy the barrels to find- 

some Green Mana. 
if says brat. ori bappe 

Pring, am our people? 

Shatter the grate on the floor and drop down through the hole into the room 

below. A lone Sidhe attacks from the balcony; finish him off, then step onto the balcony. 

Jump to reach the Green Mana to your left, then slide along the ledge to reachythe ~ 

balcony again. Walk inside and step into the next room to talk with Dranor, the 

Harbormaster. You'll discover that a plague has devastated your people, and that you 

must travel to Andoria to find a cure. As the Harbormaster tells you about the Plague 
spreaders, the wall behind him explodes, killing him in mid-sentence. 



Kill the plague spreader 

behind the wall, but keep 

your distance. The deadly 

mist 1t spreads is death to 

you in such a small area. Use 

your Flying Fist attack, 

fleeing to the courtyard if 

you need to. 

Enter the chamber behind the wall and get the Quartz Flask and Crystal Vial. 

Cross the room with the hole in the floor to reach a Mana Shrine that completely 

recharges your Green and Blue Mana, then climb down the rope (or jump into the 

hole) to enter the area below. 



Level 2: 
SILVERSPRING Warehouses 

The next section of Silverspring that Corvus must explore 

is che warehouse Oiscrict. The area is crawling wich more 

plagued Siohe, rats, ano plague spreaders. Corvus has To 

make his way through all of them to continue bis journey 

Attack the two plagued 

Sidhe ahead, then walk down © 

the stairs to the street below. 

Several spellcasters and other 

Sidhe are roaming the streets, 

so watch your back as you turn 

left and follow the street u 

around the corner. 

Climb the boxes in the 

basement of the building at 

the end of the street and 

climb into the room above. 

Kill the plagued Sidhe that 

attacks you, then use the 

ledges to reach the window. 

Grab the Hell Staff, and 

then step through the win- 

dow. 



Kill the attacking Sidhe that 

come from the building ahead. 

Stay on top of the crate to gain 

a defensive edge, and use your 

Fireball spell to finish off the 

Sidhe. Get the Hell Orbs in 

the corner. 

Enter the next courtyard 

and fight off the plagued 

Sidhe that ambushes you. 

Use the Silver Armor Shrine 

ahead on your left, and kill 

the plague spreader on the 

balcony above. 

Walk into the corridor 

ahead and kill the plagued 

Sidhe behind the barricade at 

the bottom of the stairs. Grab 

the Hell Orbs behind the pil- 

lars. Continue around the cor- 

ner and heal with the two 

Crystal Vials. There are more 

rats and another Sidhe inside 

the area behind the doors on 

your right—enter it and kill 

them all. 



Enter the warehouse 
around the corner after 

eliminating the rats and 

Sidhe guarding the entrance. 

Once inside, kill the two 

Sidhe and rats waiting for 

you. To your left is a Quartz 

Flask. Get it and the Mana 

around the corner. 

Explore the upper and 

lower levels of the ware- 

house. There are several Sidhe 

guarding the lower level, as 

well as plenty of rats to make 

things interesting. You’ll find 

enough Mana, Health, and 

other items to make it worth 

the effort, so keep looking 

until you find it all. Walk to the 

back of the warehouse, killing ~ 

any Sidhe along the way. To 

reach the upper level from _ 

below, push the second button ~ 
on the wall to lower a crate. Ride the crate up. Kill the Sidhe on the landing and make 

your way across to the opposite side of the room. Use the Health Shrine just inside and 
explore the area in the next room. 



Climb onto the platform 

above the jammed door and 

push the button on the wall. 

The crate outside falls, smash- 

ing through the door across the 

street. Step onto the small ledge 

outside the window, and jump 

to the Mana Shrine on your 

left to restore your Mana. Drop 

down and enter the door across 

the street, 

Walk upstairs and wipe 

out the unlucky Sidhe. 

Jump down until you are 

facing the bottom of the 

waterfall. Make a left, and 

then go up the ramp around 

the corner. Kill the plague 

spreader on the platform. 

Push the button at the top 

of the ramp. This opens a 

\door underwater at the bot- 

tom of the ramp. Before entering it, drop down to the lower platform and walk into 

the back corner to find some Green Mana in a dark alcove. 



Dive into the water and 
swim into the hole below the 

ramp. Surface as soon as you can 

in the next room, and swim to 

the right to find a ledge you can 

climb onto. 

Enter the room to the 

right and fight off the rats 

to reach the next room 

behind the crates. Climb the 

crates and kill the Sidhe in 

front of you. Get the 

Crystal Vial and decimate 

the hordes of rats and anoth- 

er Sidhe. Use the lift in the 

next room to reach the land- 

ing across from you. The 

door at the top of the short 

flight of stairs leads back to 

the area near the waterfall. 

Open it to find another 

Crystal Vial. 

Walk onto the small 

landing in the corner and 

push the button on the wall. 

This causes the crane to pick 

up a crate and drop it onto 

the doors below. Drop 

through the doors to enter 

the town proper. 



Corvus is nearing che Palace, but before he reaches ic 

hell have co make his way through che Siohe blocking 

bis pach. Look for ambushes everyuhere—chis area is 

small, making ic tough to avoid chem. 

Walk through the narrow 

street ahead and kill the rats 

and plagued Sidhe that attack 

you in the next open area. Get 

the Crystal Vials beneath the 

platform on your right, then 

continue down the street. 

Watch for ambushing 

Sidhe as you follow the 

street; one comes from your 

right, and the other from 

behind the locked door on 

your left as you pass. Once you take out them both, go through the now-unlocked 

door to get some Mana. Exit this room and cross the wooden floor on your right. 



From the wood-floored 

area, enter the next 

chamber. Kill the Sidhe 

here, then walk up the stairs. 

Kill the plague spreader on 

your right, as well as the 

Sidhe once the wall explodes 

as you approach. Open the 

door ahead and kill the 

Sidhe in this room, and the 

other Sidhe in the next 

room as well. Get the Hell 

Orbs and the Town Key. 

Enter the chamber at the 
end of the corridor and get the 

Thunder Blast spell from the 

platform. This spell makes 

quick work of the plague 

spreader that appears behind 

the door ahead, as well as the 

Sidhe with him. Once the 

room is clear, walk into the 

alcove the plague spreader 

came from, get the Quartz 

Flask, and push the button on 

the wall. This opens the door 

to the room, as well as the gate 

near the wooden floor you 

crossed earlier. 



Exit the room through the 

other door, and go down the 

stairs to the room below. Kill 

the Sidhe in this room and exit 

to the courtyard ahead. Use 

your Flying Fist spell on the 

bars beneath the landing, and 

get the Crystal Vial inside the 

room. 

Walk back outside and 

use the lift located in the 

small alcove on the street to 

reach the guard chamber 

above. Turn left and walk up 

the stairs to use the Town 

Key on the doors at the top. 

Get the Combo Mana 

ahead and kill the two 

plagued Sidhe that attack 

you. Another plague spreader 

comes out after them. Kill it 

and proceed around the cor- 

ner where you'll find anoth- 

er shrine. Use it, and then 

clear out the courtyard in 

front of the Palace. 



After going under the 

stairs, use the Silver 

Armor Shrine on your 

left. Turn around and jump 

down the hole into the 

water below. The current 

takes you downstream into 

the Palace underground. 

Once the courtyard is 

empty, get the Hell Orbs at 

the top of the stairs. The Palace 

doors are blocked, so go beneath 

them. 



Enter the next small 

/chamber and get the 
Crystal Vials inside. Open 

the door on your right and 

take the lift upstairs. On your 

left is a large room full of 

plagued Sidhe. Your best 

move is to run to the oppo- 

site end of the room and turn 

around to face your attackers. 

These Sidhe have the ability 

to become invisible, so watch 

your back. If you run out of 

Mana, use the Mana Shrine 

to the right of the room. 

The Celestial Waccher has sealeo the town. Corvus must 

get past him to leave che Palace ano continue to Andoria. 

Swim down the channel and 

climb out to the right. Push 

the button in the corner to acti- 

vate the crane. Do this twice to 

put a hole in the entry. Go 

through it, and then turn left 

into the next area. Kill the spell- 

caster on the crate to your left, 

then use the lever to open the 

gate ahead. Fight off the horde of 

rats and giant rats you attract as 

you enter the next room. Kill the 

spellcaster on your right. Keep 

going and you pass through a 

room with pillars on either side. 

More rats attack you here, so you 

may need to fall back to the cor- 

ridor to destroy them. 



Open the door and walk up 

two sets of stairs. Along the 

way some more Sidhe and a 

plague spreader attack. Get past 

them and grab the Combo 

Mana on the landing above. 

Enter the next chamber, turn 

right, and approach the door in 

the corner. 

Switch to your staff and 

open the door. Jump from 

the platform beyond the 

door to the right of the 

ledge along the walls. Get 

the Hell Orbs, and then 

jump again to reach the 

walkway opposite the door. 

Make sure you jump to the 

beginning of the walkway, 

because it collapses as soon 

as you land on it. Step into 

the chamber ahead and get 

the Cog puzzle piece and 

Quartz Flask, then jump 

back across and return 

through the door. 



Open the doors ahead to 

reach the Dining Hall. Kill 

the plagued Sidhe in here, then 

carefully step into the fireplace 

to reach the Quartz Flask 

inside it. Slide along either wall 

of the fireplace to avoid getting 

burned. Enter the doors to 

your left and kill some more 

plagued Sidhe beyond them. 

Then follow the corridor to 

reach the large Hall. 

Kill the plague spreader 

and plagued Sidhe. 

Opposite Corvus’ statue is a 

set of double doors. Open 

them and kill the Sidhe in 

the next chamber. Ignore the 

three archways for now. 

Instead, enter the doors to 

your right and fight your 

way past the plague spreader 

to reach the balcony above 

the Statue Hall. Open the 

chest at the end of this bal- 

‘ cony to get a Quartz Flask. 

Use the Golden Armor Shrine 

on the opposite ledge; vaulting 

with your staff enables you to 

reach it. 



Avoid the ambushing 

Sidhe that lurk on either 

side of the door, then enter 

the antechamber ahead. Lure 

the Sidhe and plague spread- 

er in the next room into the 

antechamber one at a time 

by showing yourself to 

them, then wait for them to 

attack. Use Force Blast on 

the plague spreader to make 

quick work of him. 

Return to the chamber 

with three archways and use 

the Cog puzzle piece on the 

machinery in the right-most 

archway. This extends the floor 

beyond the center archway. 

Enter the center archway and 

open the door on the other 

side. There's a Crystal Vial 

located in the left-most arch- 

way if you need it. 



Climb the stairs and enter 

the small chamber between the 

stairs. There is a force field 

blocking the other entry. You 

also come across a clue you will 

need shortly —“Season of the 

Sun.’ Get the Quartz Flask at 

the end of the walkway. To the 

left of the flask, when you're 

facing the walkway, there is a 

button on the floor. Step on it 

and go through the door it 

opens. Press the three buttons 

on the wall ahead. This deacti- 

vates the force field blocking 

the entrance at the end of the walkway. Power up at the two shrines, then drop down 

the hole and backtrack to the entryway that used to have the force field. 

Go up the stairs to the 

chamber above. This 

chamber has a huge globe in 

the center, with constella- 

tions on the ceiling, as well 

as seasons carved into the 

globe’s pedestal. From the 

entry hall, you can see two 

platforms above you. The 

/one on your left rotates the 

golden pointer, while the 

other rotates the moon. Use 

the switches on each plat- 

form to rotate the golden 
pointer until it points at the Season of the Sun on the globe’s pedestal. Then rotate the 

moon until it points at the Raven constellation above. This opens the door that leads to 

the Celestial Watchers chambers. 



You now must face the 

Celestial Watcher, the evil 

mastermind behind 

Silverspring's isolation. You 

discover that the Watcher 

came to Parthoris after 

Corvus killed D’Sparil. Fight 

the Watcher with your new- 

found Meteor Swarm and 

your Thunder Blast. Run 

from the Watcher's earth- 

shattering beam of light, but 

don’t let him get you cor- 

nered. Once he’s defeated, he 

explodes and the room 

collapses. 

Kill the plagued Sidhe 
guarding the next room and 
walk up the stairs. Get the | 

Combo Mana and Quartz 

Flask. In an alcove on your 

left, you find a new spell—the 

Meteor Swarm. Get it, then 

open the door at the end of 

the hall to enter the Celestial 

Watcher's audience hall. 



Corvus’s battle wich che Celestial Waccher has left bio 

infected wich che plague. The Tome of Power he car- 

ries can protect Corvus for a short time, but he must 

quickly make his way through che deadly Oarkoire 

- Swamps to reach Anooria and Fino a healer 

Oue co the nature op che swamps, chis walkchrough is a 

liccle diprerent chan che others. Specific jumps ano 

areas chat you Need To know about are mentioned, IF 

they are crucial co continuing, but every single step 

isnt mapped out. Following are some tips For successfully 

navigating the swamp: 

Don’t ignore the Harpies that attack you from above—they are tough to kill, but are 

dangerous because they can knock you into the swamp muck. 

‚Use your staff to make long jumps and gauge your distance carefully before jump- 

ing. If you get too deep into swamp muck, you'll drown. 

When you reach a rope, jump to it and press Fire to swing back and forth. 

When the rope is swinging far enough, jump forward off the rope to reach the next 

platform. 

u Try to fight from solid ground instead of from one of the platforms. It’s tough to 

avoid attacks and keep from falling into the swamp. 

Search for health and other items in out-of-the-way areas, but only if you're sure 

that reaching them is worth the risk. 



Jump to enter the center 

and right-hand drain 

pipes when you reach the 

first large platform. Inside 

them you'll find Hell Orbs 

and Mana. Fight the 

g’korkon ahead and contin- 

ue to follow the path. 

Use the rope ahead to 

reach solid ground. Grab 

the Crystal Vial and fight 

off the gorgons that attack 

you. Don’t let them corner 

you—they’re deadly in 

groups. 

Make your way across the 
platforms, watching for 

harpies overhead. When you 

reach the rope, swing across to 

the next platform and keep fol- 

lowing the platforms. 



Dive into the water near 

the bridge to find a Quartz 

Flask and a Silver Armor 

Shrine. Swim back out 

quickly—there are deadly 

myxini here that will kill you 

if youre in the water too long. 

Fight off the multiple 

g’korkons ahead. 

When you reach a fork 

in the path, choose the 

left fork. Use your staff to 

make a jump to the rope 

overhead, then swing to the 

next platform. Continue 

along the platforms and logs 

until you reach dry ground 

just outside Andoria' gates. 

Collect the Hell Orbs 

and Mana near the gates, 

and fight off the gorgons 

that attack you from behind. 

The gates are blocked, so 

follow the other path that 

leads from them. 



Jump across the ravine 
ahead, and explore the building 

that appears from the mist as 

you continue. Inside, you’ll find 

a Hell Orb, Combo Mana, 

and Quartz Flask. 

Walk behind the walls 

ahead. Don’t stand around 

in the open for long, because 

the area is swarming with 

harpies. Run down the stairs 

ahead to enter the city. 



el ©: ANDORA Dealer 
Corvus has crosseo the swamps and gained entry to che 

catacombs under the city He musc Find his way into 

che city itself ano seek out che Andorian healer co 

rio himself of che plague. 

Walk up to the statue and 

read the message engraved on 

it. You must find the Warrior’s 

Shield to enter the doors 

beside the statue. Kill the rats 

behind you, then walk around 

the corner. 

'Kill the plague spreader 

on the ledge ahead. Then 

use a long-range spell, such 

as Fireball, to kill the plague 

spreader on the lift. 



Jump onto the lift to lower 
it into the chamber. Dispose 

of the plague spreaders and rats, 

then push the switch on the 

wall. This causes two long rods 

to extend into the brackets on 

the lift. When the lift raises, the 

brackets and the stone below 

them get destroyed. 

Enter the new area 

revealed by the broken 

stone and wipe out the 

plague spreaders below. 

When you reach the first 

open area, beware of the saw 

that drops from the ceiling. 

Power up at the Health 

Shrine on the left. 

After eliminating the plague spreader guarding this room, climb 

all the pillars to retrieve the Mana and Hell Orbs above. 



In the next chamber, walk 

around the corner and 

jump to reach the broken 

tomb before the rats and 

plague spreader can reach you. 

Push the symbol in the lower- 

right corner to open the center 

symbol. Get the Warrior’s 

Shield hidden behind the sym- 

bol, then fight the creatures 

behind you. 

Return to the statue near 

your starting point, and 

use the Warrior” Shield 

on it. This opens the door 

beside it, unleashing another 

plague spreader. Use the cor- 

ridor behind you to lure 

him out, and then enter the 

chamber he came from and 

get the Storm Bow. Use it 

to finish him off. 

‘4 Jump from this new 

‘chamber into the water 

below and collect the Hell 

Orbs, as well as any Crystal 

Vials. Don’t swim around 

too long—the fish in the 

water are deadly. Beneath the 

bridge that leads to the 

locked doors is a switch on 

the wall. Swim under and 

activate it to open the doors. 

Climb onto the platform, 

then walk into the hall 

beyond the doors. 



Swim back up and battle 

the mutant ssithra. Avoid 

their arrows and take them 

out from a distance if possi- 

ble. The room ahead con- 

tains a chest with a Large 

Blue Mana; there's a Blade 

Shrine nearby. When you use 

the shrine, a wall behind you 

opens and releases two 

plague spreaders. Follow the 

passage to another room 

with water on the sides. Kill 

the ssithra guards, and leave 

the chamber at its far end. 

Several mutant ssithra 

jump from the water lining 

the hall. When they do, 

immediately dive into the 

water and swim down into the 

passage below. This leads you to 

a chamber with a Silver Armor 

Shrine, Mana, and Crystal 

Vials inside. 



You should now see a hole 

in a pipe in the ceiling. This 

is where you need to go. There 

are levers to the right and left. 

Flip them and return to the 

center. Walk up to the valve 

and turn it to fill the room 

with water. Float up to the hole 

in the pipe and enter it. Kill the 

rats, and then follow the pipe 

until you see daylight. Climb 

up into the city of Andoria. 

Chinabethe wall-ahead and 
kill the ssithra on guard. Step 

on the floor switch to reveal 

a lever. Push it to rotate one 

of the huge ssithra statues 

above you. Cross to the 

other side of the gates, and 

repeat this on the other side 

to turn the other statue and 

open the doors. You’ll have 

to battle several ssithra dur- 

ing this process. 

Enter the city and follow 

the corridor. There are sever- 

al ssithra inside, so greet them 

warmly. When you reach a 

small portion of the hall with 

water on either side, dive into 

the right-hand pool. Below, 

you ll find a Mana Shrine. Use 

it, and then climb out and con- 

tinue down the corridor. 



The Healer is at the end 

of the corridor. After you 

get instructions from the 

Healer, collect the Mana 

and step onto the metal 

platform with the railing 

around 1t. 

I an protected... by a Tome of Power. 
But ES power urti Net tast, I need 

a cure, car you beto me? 

Use the Health Shrine 

above, and then climb the 

rope near it to reach an upper 

chamber with two Storm 

Arrow quivers inside. Step out. 

the window and slide down 

the wall into the water below. 

Follow the water until you 

reach a stairway to your 

right. Walk up and fight off 

the harpies guarding the exit 

to the Andoria Plaza. Get 

the Hell Orb on the ledge 

across from the door, then 

enter the door to head to 

the Plaza. 



Level 7: ANOORIA PLAZA 
Corvus enters che Plaza prow che Healers portion of 

che city He must pino the three items che Healer 

needs co cure bio, but the city is crauling wich 

mutant ssichra bent on destroying bio First. 

Grab the Storm Arrows and 

the Morph Ovum spell 

(chicken egg) ahead. The shrine 

beneath breaks away to reveal a 

waterway. Swim straight ahead 

and up into the fountain. 

Dodge the myxini and head for 

the steps, where two ssithra 

guards attack. You must kill 

them, because you’ll return 

here, and you can’t let them pursue you into the next room or you'll face insurmount- 

able odds. Grab the Small Blue Mana and Green Mana near the waters edge. Push 

* / the button opposite the doors ahead to open the doors. 



Follow the passageway to 

the right, and then go left. 

Prepare for a fight, because 

this is a trap. The doors 

ahead slam shut before you 

get there. A section of the 

floor falls away, and two 

ssithra guards come out of 

the water to greet you. At 

the far end of the sunken 

section 1s the button that 

opens the door. You don’t 

need to push the Action 

Key; instead, dive into the 

water, and bump into it. You dont have to kill all the guards, but if you don't, most of 

them will likely pursue you into the courtyard. 

To your left is a door that | 

leads out of the courtyard 

and across a bridge. Grab the 

Hell Orbs to your right and 

left. Follow the bridge and go. ` 
around the buildings to the 

right until you come toʻa pas- 
sageway leading to a door. A 

crowd of ssithra guards (includ- 

ing some big ones with armor 

and nasty rockets), a host of | 

rats, and several harpies swarm you here. There are some Storm Arrows and a Health- 

Potion in the guard shack, but they may not be worth the trouble. | 



There is another option here. Instead of crossing the bridge, 

hop off it to your right (toward the big fishhead fountain) and 

try to swim faster than the carnivorous fish and ssithra guards 

that are waiting for you. Swim through the underwater pas- 

sageway beneath the buildings until you reach the water eleva- 

tor. Swim up and kill the guard. Grab the Large Combo 

Mana and take advantage of the Silver Armor Shrine. Then 

head down the ramp to the passageway mentioned earlier. 

Turn right once you reach it. 

Go up the ramp into the 

small room. There is a 

Small Blue Mana in the 

chest in the corner. Kill the 

numerous ssithra guards from 

the relative safety of the 

doorway. Beware of the 

three harpies hovering out- 

side. As you look out the 

doorway across the court- 

yard, you should see a bal- 

\cony with a couple of pillars 

framing a doorway. If you 

‘have some Phoenix 
Arrows, shoot them 

between the pillars near the 

doorway to soften up the 

ssithra guards who are hiding 

there. 



because they are fire traps. Enter the door and take the water elevator up. Kill the ssithra 

guard, then finish off the two plague spreaders just outside on the balcony. Go back 

inside and grab the 

Health Vial. 

Go down the short ramp 

to the passageway and 

turn right at the intersec- 

tion. Kill the rats, then go 

through the door and ven- 

ture onto a balcony over- 

looking the first courtyard 

you saw. Kill the ssithra 

guard, then follow the bal- 

cony to the other side of the courtyard. Watch out for the harpies and rats. Pick up the- 

Small Blue and Green Manas on the way. Enter the door on the far side. 

Cross the courtyard to reach 

the doorway beneath the bal- 

cony. Just before you get there, 

there are a couple of bronze 

vases to the right, next to a 

door that doesnt open. One 

hides a Large Combo Mana. 

Don’t walk in front of the 

stone dragon heads in front of 

the door at ground level, 



£ 

exposes a secret opening in 

‘two Health Potions. Dont 

Follow the passage around 

the first corner. Kill the 

ssithra guard and grab the 

Health Vial. Another ssithra 

guard is just inside the door 

ahead. Kill it and proceed onto 

the balcony above the fountain 

room you first entered on this 

map. 

Go to the right, killing the 

ssithra guard. Grab the 

Large Combo Mana (if 

you need it) and pray at the 

Health Shrine. Proceed 

around to the left side, kill 

the ssithra guard, and push 

the button on the wall. This 

the fountain floor containing 

> jump down to retrieve them, 

or you'll have a long walk back. 



Proceed through the 

door to the left. Follow 

the hallway into the next 

room. Kill the two ssithra 

guards and the plague 

spreader. Pick up the Large 

Combo Mana and the two 

Hell Orbs. Take the water 

elevator down, stomping on 

the rats and killing the two 

ssithra guards. There's some 

defensive Mana and Storm 

Arrows in the corners of 

this room. 

Go outside and turn right. 

Watch for the ssithra guard and 

the two harpies hovering ¿e 

above. After eliminating them, 

grab the Large Combo 

Mana from the small fountain 

to the right, as well as the two 

sets of Storm Arrows, then 

head through the door to the 

left into the water room. | 



Kill the multiple ssithra 

inside, then climb up the ledge 

near the door you came in. 

Here you find Storm Arrows. 

Kill the plague spreader that 

waits on the ledge, then jump 

down and look for the stone 

blocks on the left-hand side. 

Climb them and push the but- 

ton in the alcove above. This 

opens the hiding place for the 

j Empty Container for the 

Earth Blood. Grab the Large Combo Mana, jump down, and secure the 

Container. Push the button behind it to open the exit. Snare the two Hell Orbs and 

numerous Crystal Vials in this area on your way out. 

Kill the ssithra guard and 

the rats just outside, and then 

enter the building beyond. 

Kill the plague spreader, 

i squash the rats, and go 

through the door to the left. 

Watch out for the rat pack 

and the harpy outside, as 

well as falling boulders. Bag 

the two Large Combo 

Manas. Walk through the 

door beyond to enter 

Andoria’s Slums. 



Level 8: ANDORIA'S Slums 
Corvus now has one of the three items che Healer 

requires in order to heal him. His pach now takes him 

through Andorias slums, a seedy place before the plague, 

ano An even worse place now. 

Pray at the Lungs of 

Ssithra Shrine. Enter the 

water tunnel and swim down 

the first turn to the right. As 

you swim up, you're immedi- 

ately jumped by four ssithra 

guards. Slice and dice them 

with your staff. On the wall to 

your left is a shield. Destroy 1 

with your Flying Fist spell ( 

Arrows and a Health Shrine. Grab the Large Combo Mana just to the right 

second button. 



Mana respectively. 

Go back to the main 

entrance and kill the rats. 

Climb up the rope, swing 

toward the ledge, and jump 

onto it. Grab the Phoenix 

/ Arrows, Storm Arrows, 

~ and the Small Blue Mana, 

and then jump down. There 

is also a Health Vial hidden 

in the stack of vases in the 

corner. Exit through the 

hole in the wall beyond. 

Go up the stairs and go to 

the right side of the entrance to 

collect some goodies. There are 

two Hell Orbs to the left of 

the entrance. Just beyond that, 

tucked in the corner, is a chest 

containing a Large Combo 

Mana. Farther to the left of the 

main entrance 1s a passageway. 

Just inside the passageway to 

the right is a Silver Armor 

Shrine. Kill the nearby ssithra 

guard, and follow the passage around the corner to a small room with another entrance 

to the underwater labyrinth. The bronze vase left of the entrance contains a Health 

Vial, while the ones at the back of the room contain a Large Blue Mana and Green 



Step up to the altar to receive 
the Fire Wall spell. After doing 

so, the wall behind you falls 

away, granting you access to the 

rest of the slums. Through the 

hole is a ssithra guard hidden on 

the left; he's quickly joined by 

another. There are also several 

hungry harpies overhead. This is 

a good time to break out your 

Hell Staff and take care of 

them. Jump down and continue. 

There is a Health Vial and 

a Health Potion hidden in 

the vases in the left corner. 

There are also some Hell 

Orbs and a Quartz Flask 

on a ledge to your right, but 

you cant jump to them from 

the entrance point. You must 

climb to them from the rub- 

ble below. Also to the right, 

but a little farther, is a Mana 

Shrine tucked away near a 

door that won't open. 

Go up the stairs and 

enter the building. The 

bronze vase on the right 

contains a Health Potion. 

Break out your heavy 

artillery now and use your 

Tome of Power to power 

up your weapons. Go 

through the hole in the wall 

and battle the monstrous 

mutant ssithra! Use your 

“Tomed-up” Storm 

Arrows or Sphere of 



A: inihilation. The mutant ssithra retaliates with a giant blast from his crossbow. If you 

need some health during the fight, there are several Health Vials scattered about, as 

well as two sets of Storm Arrows on a ledge. 

When the mutant ssithra 

finally bites the dust, enter 

the wrecked building on the 

left. The ceiling of this room 

falls in and two ssithra attack. 

Finish them off, then pole vault 

to the ledge on your left. The 

vase at the back of the room 

contains a Health Potion. 

Follow the passageway 

into a big grotto. You now 

have several ssithra guards to 

contend with. Nail the 

sniper across the way with 

your bow, then drop down 

from the ledge and grab the 

Large Blue Mana. Follow 

the path around the water to 

the Large Green Mana on 

the far side. Above on the 

ledge are two Health 

Potions if you need them. 

At the back of the grotto 

(near the water) is a Lungs 

of Ssithra Shrine. Pray at the 

shrine, then look for the 

underwater passage on the 

right-hand side. 



Grab the Ssithra Shrine 

again, and drop down into 

the entrance to the under- 

water labyrinth again. Swim 

back to the entrance of the 

level and head toward 

Andoria’ Plaza, the way you 

came if, 

To get to the water ele- 

vator leading to the Andoria 

Academic Quarters, go 

through the doorway in 

front of you and enter the 

chamber ahead. Kill the 

ssithra waiting for you, and 

exit to your right. 

Swim through the passage 
and climb out of the water. 

Fight the ssithra guards on terra 

firma. When they are all dead, 

walk into the next room, and 

pray at the Ssithra Shrine. 

Swim down to the Earth 

Blood Pool, and use the 

Empty Container on it. 

Collect the Full Container 

and head for the surface. 



Enter the next building to 

face off with another large 

mutant ssithra. You don’t neces- 

sarily need to fight him. Ignore 

him and run through the door 

on your left—he won’t follow. 

Turn right into the next 

chamber and go up the 

water elevator. Exit again 

going left until you enter a 

passage. Follow the passage 

to its end and exit the door 

ahead. Follow the balcony to 

the other side of the court- 

yard, and enter the door on 

the far side. 

\ 

Go left to enter a cham- 

ber with a water elevator. 

Pass it and make a right. 

Enter the door ahead and 

kill the ssithra that awaits. 

Jump on the ledge of the 

water elevator to get the 

Storm Arrows. Jump down 

a level and power up at the 

Mana Shrine. Enter the 

water elevator and swim 

down through a tunnel. This 

tunnel takes you to the 

Andoria Academic Quarters. 



Level O: ANOORIA 
ACAOEIDIC QUARTERS 

From che Plaza, your next stop is che Academic 

Quarters. Corvus must complete his quest to stop the 

plague, or else suffer the consequences of failure. You 

must recrieve che Sea Crystal and make your way back 

to the Healer before Corvus runs out of Time. 

From Andoria Plaza, use the \ 
split-level water elevator near the © 

Mana Shrine to reach the 

Academic Quarters. Swim up 

and climb out of the water. Exit - 

the water elevator and go to the»... 

right. There is a plague spreader 

Just outside the door, and one ~ 

more down the ramp to your 

right. Just beyond that, to the 

left, is an open doorway with yet 
another plague spreader just - 

inside the doorway. Ai 

There are four bronze 

vases behind the room con- 

taining the elevator. Two of 

them contain Large Manas, 

while the other two have 

Health Vials. There are also 

four Health Vials up on 

seemingly impossible perch- 

es; however, you can pole 

vault to them from the 

ledge. 



The doorway to the left 

contains nothing of use. The 

waterway beneath the fish head 

leads to a large pool, which is 

full of myxini and harpies. It is 

surrounded by high walls and 

pillars you can’t climb. Look for 

a small outcropping from the 

wall where you can climb out 

of the water. Try to fight from 

this location. Storm Arrows 

are a good choice here, if you have some. When the bad guys are dead, drop back into 

the water. Look for the Silver Armor Shrine, with a Large Combo Mana below it, 

and then return to your precarious perch. Break the wall above your head and climb 

up. 

Kill the ssithra guards. 

The passageway to the right 

leads back to the big room 

with the fish head. Now you 

have some fancy footwork to 

“do. From your position 

above the water, you should 

be able to see seven pillars 

rising up. Your goal is the 

small doorway similar to the 

one you are standing ın, 

which is on the other side of 

the pool. Do not jump to the big door in the center—it’s locked. First, pole vault to the 

nearest pillar and then to the one beyond. Turn 90 degrees and do it again. Finally, pole 

vault to the doorway. If you fall in the water, you must swim back to the ledge and try 

again. 



Follow the passage to the 

right and into the room with 

the fountain. Kill the ssithra 

inside. The nearest vase holds a 

Health Vial. To your right is a 

doorway. Jump on the button 

next to it to open it up. Just 

inside is a ssithra guard and 

some Hell Orbs. Get all of 

them, then step on the button to 

your right. Continue into the 

room beyond, which contains a 

fountain similar to the one you 

just saw. 

Two ssithra guards jump 

from the fountain and 

attack. On the right is a 

large button near a pair of 

tables disguised as a decora- 

tion. Press it to reveal a 

secret stash of Storm 

Arrows and a Health 

Potion. Both fountains—the 

one just ahead and the one 

in the room you just left— 

have a button at the bottom. 

Go down and push both ITA 

buttons. The brief cinematic shows that the door by the Hell Orbs is now open. Three 

more of your little green buddies come running in, so be ready. 



Enter the big area just 

revealed. The vases flanking 

the door each contain goodies. 

Finish off your enemies in this 

area, and then claim all of your 

prizes. There are decorative 

doors on the rear wall (on both 

the right and left). Enter the 

one on the left, follow the pas- 

sage up the stairs, and kill the 

ssithra guards just ahead. Grab 

the Hell Orbs and the Storm 

and Phoenix Arrows lying 

about. 

Go up the stairs and through 

the door to throw the switch 

that reveals the Phoenix Bow. 

Use the two nearby Health 

Potions if necessary. Kill the 

three ssithra guards before 

entering the now-open door 

behind the Phoenix Bow. 

If you go back out and down the stairs, the stairs serve as a 

lift and lower you to a secret passage. Power-up at the Mana 

Shrine and return up the stairs. 



Kill any remaining guards. 
There is a Health Shrine on 

the left wall and a water eleva- 

tor located in the floor in front 

of you. Don’t walk in front of 

the square stone protrusions in 

the wall on either side of the 

elevator—they’re fire traps. 

Take the elevator down. 

Kill the ssithra guard and “on 

the rats, and then enter the | _ M a oo 

underground grotto. Deal nn = En 
with the two ssithra guards 

who pop out of the green 

pool ahead. Underneath the 

bridge crossing the pool are 

two Large Combo Manas. 

Snare the two Hell Orbs as 

well, and enter the room 

beyond. Do not walk in 

front of the square stone on 

the wall behind the location 

of the Hell Orbs—it’s also a 

fire trap. 



Enter the area beyond, 
watching for the ssithra 

guards as you go. There is a 

Health Potion on the 
right. Get it and go up the 

ramp on the left side. There 

is an assassin at the top who 

throws some knives at you, 

so throw something stronger 

back at him. Ahead you can 

see your prize—the Sea Crystal. Beware the dropoff around it—it’s fatal. There are 

Small Blue and Green Manas at the back of the room if you need them. 

Continue up the next ramp. 

When you get near the top, the 

grate on the left blows open 

and you're attacked by two 

ssithra guards. There’s a Crystal 

Vial in their cell. Continue 

into the next room, kill the 

plague spreader, and take the 

water elevator up. Kill the 

u : guard and the plague spreader 

| A: at the top of the elevator, and 
then throw the switch on the 

wall. The gate opens, letting you back into the big room with the fish head. There is a 

Health Potion in the room if you need it. Return through the water elevator you 

originally entered so you can swim back to the Plaza. 



Once you have the con- 

tainer full of Earth Blood 

and the Sea Crystal, 

return through Andoria 

Plaza. Dodge the ssithra and 

make your escape through 

the fountain to the Healer’s 

domain. Kill any plague 

spreaders and ssithra guards 

near the entrance before 

going in, to prevent them 

from following you. Rescue 

the Healer from the plague 

spreader and assassin. 

Take the elevator to the 

Healer’s laboratory. Use the © 

items you have collected in the 

objects against the wall on the 

right, then return to the Heale: 

with the potion. Take the ramp 

up to the opening in the wall 

near the elevator and use the-- 

World Ripple to leave”. 

Andoria and enter the 

Kell Caves. | 



Corvus must swim through myxini-infesteo waters ano 

unstable caverns co reach the end of this level. Watch 

your air level when underwater—ics easy to lose track 

of ic wich all che fighting going on. 

Jump into the water and 

swim to your right into a cave 

to receive some Mana and 

Crystal Vials. Watch out for 

the hungry myxini who are 

waiting for you. Swim back up 

to the platform and walk up 

the set of stairs on the right to 

the platform. You'll be met by 

two g'korkons. Destroy them 

then continue to the next 

room. 

Continue around the 

corner and cross the bridge. 

Be careful—there are some 

bloodthirsty gorgons waiting 

for you. If you need extra 

health, you can jump into 

the water and retrieve two 

Health Vials off the ledge. 

You'll need to climb the 

broken pillar, and then jump 

onto the ledge. After retriev- 

ing the vials, swim back 

across to the other ledge and 

climb the rock ledges on the 

wall to return to the bridge. 



Turn right and break open 

the two vases to reveal a 

Crystal Vial and Mana. If you 

try to go forward, boulders 

drop down to block your pas- 

sage. Go back and run past the 

entrance to the bridge. You’ll 

enter another cavernous hall- 

way. Crouch and roll to get 

through this hallway. If you 

don't, traps in the wall will get 

you. 

Turn right and go up the 

stairs. You should see several 

gorgons feasting on some 

deceased plagued Sidhe. If 

they ignore you, do the same 

to avoid any unnecessary 

confrontation. Otherwise, 

you have to fight them all. 

Go to the corner and grab 

the Quartz Flask and the 

offensive Mana to recharge 

after the fight. 

Walk down the winding 

set of stairs until you reach 

the bottom. Hit the vase 

across from you with a 

Flying Fist to reveal some 

offensive Mana. Pole vault 

over and grab it, then jump 

into the myxini-infested 

waters and destroy them as 

necessary. Swim through the 

pillars and retrieve your 

prizes below. 



until you reach an area 

where you can stand. Across 

from you is a platform with 

witch on it. Pole vault 

Action key to open an 

entrance below. Pole vault 
ap to the highest platform in 

the middle of this area to get 

“some more Mana and a 

Quartz Flask before pro- 

ceeding. 

Jump back into the water 

and swim through the pas- 
sage. Get extended breathing 

ability from the Lungs of 

Ssithra Shrine. Swim to the 

next chamber and get both 

sets of Mana. As you contin- 

ue swimming, the waters 

become more and more 

treacherous with myxini and 

gorgons. Get out as quickly 

as possible by climbing on to 

the rock ledge ahead. 
+ 

You’ll need to crouch to 

continue through the next 

passageway. Jump into the 

water and swim through the 

underwater tunnel collecting 

Crystal Vials as you go. 

Watch out for falling rocks 

here. When you reach the 

end of this area, climb over 

the rock ledge and pole 

vault over to pick up the 

Mana. 



Turn around and climb up 

to the next passageway. Ahead, 

several gorgons and a g'korkon 

are ready to make a meal out 

of you. Finish them off and 

continue down the passageway. 

LeveL lO 

In the next area you must 

defeat several g’korkons. 

Eliminate them and claim 

your rewards. Io your right, 

you ll find two Hell Orbs 

and a Quartz Flask. To 

your left, you'll find both 

kinds of Mana. To the 

immediate right of the 

Mana is a ramp you can run 

up and jump to the next ledge. 

Continue your climb to the top. 

Power up at the Health 

Shrine. If you jump down 

in the small area to the left 

ofthe rock bridge, you can 

get more Mana. Climb back 

up and cross the bridge. 

Follow the passage around to 

your left, but avoid any 

falling rocks. Continue to 

the end of the passage to 

enter the canyon area. 







el ll: KATLICK CANYON 
Corvus must Find che entry co che tchekrik hive. On 

che way, he meecs skillful ano ruchless assassins. You 

must be quick to avoid their knives. Slay chem with 

your powereo-up scapp—chey Follow you everywhere 

ano dodge projectiles very well. 

From your arrival point, 

continue forward and kill the 

g’korkon and harpies. Just out- 

side the cave, climb the rock 

ledge to your right. Another 

harpy awaits. Slay it, then col- 

lect your Mana and Crystal 

Vial rewards. 

Jump down into the 

water and swim through the 

“ underwater cave. Collect the 

Quartz Flask to your left, 

then climb up to the land 

ahead. 



For more of a challenge, jump directly across instead. You? ll be 

met by another g’korkon and a harpy above. Annihilate them 

both, then run around to the right. Use your Flying Fist 

attack to slay the g’korkons on the ledge ahead. Jump to that 

ledge and collect the Quartz Flask. Jump off this ledge down 

just past the water. | 

Collect the Mana ahead but 

a | o m watch out for the g'korkons. 

a Get the three Hell Orbs and 
exit the cave while killing the 

g’korkon that blocks your way. 

In this area, several harpies 

ambush you. Try to take them . 

on one at a time. Duck back 

into the cave whenever you 

need a breather. 

Climb up the left side of 

the cliff wall collecting 

Mana and a Crystal Vial as 

you go. Watch out for the 

nesting harpy by the Crystal 

Vial. 



Pole vault across the cavern 

and collect the Quartz Flask. 

Then kill the g'korkon to your 

left. Climb the ledges ahead to 

meet the ill-fated scout. He has 

some useful information to 

help you on your journey. 

He cured me. And now 1 lie Here... 
facing death. Unable ta tett min. 

Continue around the 

corner and slaughter the 

gorgon ahead. Proceed 

through the passage and pole 

vault across the broken 

bridge. Watch out for the 

harpies above as you do this. 

Grab the Quartz Flask, run 

up and around, and pole 

vault across the next broken 

bridge. 

Up ahead is an assassin. 

The best way to deal with 

him is to run and pole vault 

to the other side, hide 

around the corner, power up 

your staff, and wait for him 

to appear in front of you. 

The moment he does, slash 

him to pieces. 



Eliminate the harpies in 

this area, then run across the 

bridge. Be sure to jump over 

the crack in the center. At the 

end of the bridge, you get a 

Sphere of Annihilation spell. 

To your left is a Light of the 

Seraph Shrine. 

Continue through the 

passageway and slay the 

gorgons ahead. To get out of 

this pit, straight ahead is a 

ledge to which you can 

jump. Turn right and jump 

from ledge to ledge. Collect 

the Mana and turn left to 

jump to the next ledge. Slay 

the gorgon waiting for you, 

then trot down the passage- 

way to your right. 



There is Mana ahead, as well 

as a flesh-hungry gorgon and a 

vicious assassin. Eviscerate 

them, then climb up the ledge 

to your left. Grab the Crystal 

Vial, then proceed down the 

path you were just on. 

Up ahead, things are 

about to get nasty. To 

your right is a nesting harpy. 

To your left are two extra- 

large gorgons and above 

them are two more harpies. 

Take them on one at a time 

if possible, then proceed 

down into the cave ahead 

until you see water. 

Don’t enter the water 

‘yet. Kill whatever myxini 

you see with your long- 

range weapons. Turn left and 

stay along the wall to collect 

some Mana. Jump down 

and turn right into the 

Health Shrine. 



Swim across to the other 

side. Get out quickly to 

avoid being sucked under 

the water mill. Another 

knife-throwing assassin 

awalts your arrival. After you 

defeat him, turn right at the 

sign and go through the pas- 

sageway. 

Four male t’chekriks 

guard the entrance to the 

hive. Power up your staff and 

weave through their fire to 

them. Once you start slash- 

ing, don’t let up. You have to 

be relentless or they’ll bear 

down on you quickly. Use 

your ranged weapons, such 

as your newly acquired 

Sphere of Annihilation, to 

eliminate the t'chekriks on 

the balcony. Once you've 

finished them off, get the 

Canyon Key puzzle piece 

to the left and use it to enter 

the hive. 

Jump into the water and 
swim through the opening just 

to the right of the waterfall. 

Continue down the passageway 

until you reach the water mill 

below. Kill the assassin who 

appears here, then jump down 

to your right to retrieve a 

Quartz Flask. 



This level is che ulcimace test of skill. You will pace 

many Tchekrik warriors ano assassins, orten ac the 

same time, as Corvus seeks che right of passage through 

cheir lanos. 

Enter the next chamber and 

use your long-range weapons 

to eliminate the t'chekrik males 

in the balconies. Collect the 

power-ups as needed. To your 

right is a Health Shrine. If you 

should enter this area, there are 

two g’korkons waiting to block 

your way, so kill them quickly. 

Enter the passage to your 

left. A g’korkon awaits your 

arrival. Slaughter it, and then 

proceed with caution past 

the fire traps along the wall. 

You must pole vault over the 

first set, then roll under the 

second set while picking up 

the Hell Orbs along the 

way. 



In the next chamb r you'll | 

meet a powerful and menacing > 

female t'chekrik. Dodge her 

deadly but beautiful fireballs 

and finish her off. To the right 

of the entryway there's a but- 

ton you must push. To the left, 

you'll see the Crystal Statue 

that requires the Warrior’s 

Amulet. Explore this area, and 

then push the button. 

Proceed back to the area 

beyond the firetraps. 

There you’ll meet up with 

more male t’chekriks. 

Decimate them and go to” 

the shrine on your right to 
get the Golden Armor. __ 

Proceed to the main cham- 

entrance to your left. (This entrance opened up when you pushed the button earlie 

Continue down the passage ahead and slaughter the g’korkons. Make sure you are at 

against the multiple t’chekriks and g’korkons you facing. The best strategy i is to > 1 

them into the passage and finish them off one at a time. i 



Once you’ve slaughtered 

them, make a right and kill the 

g’korkon in the passageway. 

Head forward to an area with a 

pool of water. Eliminate the 

t'chekrik, then jump into the 

water. Grab all of the Mana 

you see. 

Swim through the pas- 

sage at the center of the 

pool. Halfway down there's a 

Lungs of Ssithra Shrine. Be 

sure to get extra breathing 

power there. Swim all the 

way down and through the 

opening at the bottom. 

When you come up, get 

ready to battle an assassın. 

If you stand on the plat- 

form and face the fire, 

there’s a passageway to your 

right. The wall is shaded 

darker to represent the 

entrance. Go through it and 

kill the assassin inside. Make 

a left and get ready to meet 

another t’chekrik. Slay him 

and push the button on the 

wall. Pick up the power-ups 

in this room. 



Here you’ll encounter 

more t’chekriks. Battle 

them and power up at the 

Health Shrine as needed. 

Grab the Lightning Shield 

defensive spell and exit 

through the door to the next 

section of the Hive. 

Go back to the water. You’ 

have to battle more t’chekriks 

along the way. Return through 

the underwater passage and 

swim all the way to the top. 



‘Chekrik Dive, part 2 
Corvus must Find cwo puzzle pieces to open the 

Warriors Tomb that contains the Amulet. This area is 

Fall op tchekriks guarding the hive, so ic wont be easy 

Remember to save your game opten to make ic chrough 

in One piece. 

To cross the bridge ahead, 

you'll have to slay the three 

t'chekriks blocking your pas- 

sage. Once you've finished 

them, continue down the pas- 

sage and battle the t’chekrik in 

the next chamber. 

Walk up the ramp and 

battle the t'chekrik ahead— 

watch out for the steam traps 

by the tomb. To get to the 

Phoenix Arrows, Quartz 

Flask, and Hell Orb on the 

platform, stand against the 

left wall and throw a 

Fireball at the button on 

the pillar across from you. 

The platform then raises to 

the level of the power-ups. Get them, and then jump down. Kick the button on the left 

wall by pole vaulting to it. This opens a secret entrance ahead. 



Go down the left 

passageway. Battle the 

t'chekrik and g’korkons in the 

next chamber and power up at 

the Mana Shrine if necessary. 

Break open the vases ahead to 

get two Quartz Flasks and a 

Hell Orb. 

To your right there’s a 

chamber with a water 

fountain. Jump in it and kill 

the assassin. Swim down and 

through the open passage at 

the bottom. You’ll swim up 

to a chamber with two 

Quartz Flasks and a Blade 

Shrine. To the right of the 

shrine is a secret door that 

automatically opens when 

you stand in front of it. 

Collect the Crystal Vials to 

regain your strength. 



Jump into the water and 

go through the fountain. 

ll the patrolling t’chekrik 

this area, then climb the 

platforms around to the top. 

Keep making lefts until 

you are across from the 

Combo Mana and Quartz 

Flask. Pole vault over to 

claim your prizes, then pole 

vault back and proceed to 

the entrance of the next pas- 

sage. 

If you stand in front of this 

entrance and look at the wall 

across the way, you can see a 

crack in it. Behind this wall is a 

secret area. Throw Flying Fists 

at the wall until it crumbles and 

gives you an opening. Pole 

vault in and gather all the 

power-ups you can. Pole vault 

back to the previous ledge. 



Proceed down the passage- 
way. Ahead, you'll see a rope 

and to your right you'll see 

three paths leading to buttons. 

Kill the t’chekrik charging at 

you from the right. If you push 

the first two buttons, you get 

shocked by a Lightning Bolt, 

but they open doors leading to 

Mana and a Quartz Flask. 

Push the last button to get the 

Heart Gem puzzle piece 

you'll need later. 

Climb down the rope you 

saw earlier, then go through 

the door on your right. 

Another assassin awaits you | 

here—eliminate him and con- 

tinue to the next chamber. 

Kill the three t’chekriks 

ahead with your ranged 

weapons. Go right into a 

chamber that contains two 

Quartz Flasks and a Gold 

Armor Shrine. Take a right 

out of the shrine chamber. 



The next passage is full of 

fire traps. Crawl under the 

first, pole vault the second, then 

crawl under the next two. At 

the end of this passage, a plat- 

form lowers for you. Get on it 

and it raises you to another 

level. 

Crawl under the fire trap 

ahead to get the Quartz 

Flask. Jump on the button, 

go through the open door, 

and grab the Mana and 

Quartz Flasks. Jump down 

the hole and go through the 

exit closest to you. 

To the right a t’chekrik 

and an assassin guard the 

next passage. Kill them both 

and continue through the A 

passage until you get to 

another open area. There's a 

Health Shrine on your right; 

use 1t before continuing. 



more power-ups, but they don’t go anywhere and you'll have to battle two t’chekriks 

per chamber.) Go left into the next chamber to meet two more t'chekriks. 

Jump on the button 

ahead and get in the lift. 

This takes you back to the 

chamber near the one with 

the fountain. Battle the 

t'chekriks waiting for you. 

Walk around the cylindrical 

center piece until you see 

some steps. Go up the steps and 

claim the Spear puzzle piece 

that appears in front of you. Go 

down the steps and enter the 

chamber to your left. (You can 

go to the other chambers for 



Backtrack to the tomb and 

place the Gem piece on the 

statue to your right. The tomb 

then lowers. Place the Spear 

on top of the mummy in the 

tomb and the entrance to the 

next chamber opens up. Enter 

this room and get the 

Warrior’s Amulet as well as 

all the power-ups inside. 

Jump down the hole in 

the center of the room and 

proceed through the passage. 

Kill the g’korkons in your 

way. Climb up to the level of 

the bridge and cross it. This 

takes you back to the first 
py : 
section of the hive. 



Back in the first section, 

jump into the water ahead 

and swim through the first 

opening you see—don’t 

swim all the way to the bot- 

tom. Exit the fountain and 

battle any t'chekriks you 

encounter. 

Walk through the entrance 

and make a left. You’ll have to 

deal with many t'chekriks along 

the way. Go all the way around : 

the chamber to the other side _ 

and push the button on the wall. 

Go through the door that opens 

and put the Amulet on the _ 

Crystal Statue. You now have to. 

go through the gauntlet to earn — 

permission to see the Hive. 

Priestess. = 



el 14: Che GAUNTLET 

Corvus has co go through a series of traps ano puzzles 

to earn the right To see che Hive Priestess. 

Run quickly across the land 

bridge ahead. Hurry—the 

bridge crumbles beneath your 

feet. Along the wall are some 

power-ups. Climb up to get 

them, and then go back and 

proceed down the open corridor. 

¡Through the next pas- 

sageway are two steel jaw 

traps. Pole vault over them. 

Once you go over the first 

trap, you'll have to fight 

off an assassin and several 

g’korkons. 



Stop just short of the next entrance. The floor has spots with a pattern and spots 

with no pattern. The spots with no pattern are actually deadly lava pits. The spots with a 

pattern are platforms to which you must jump to cross this area. You’ll notice that some 

of the platforms have green splatter marks. This is where something or someone got 

squished by a large, pulverizing pillar. If you must jump on one of these platforms, be 

quick about jumping off. 

Directly to your left is a 

Health Shrine. Dont go 

there if you dont need to. 

Straight ahead is the 

entrance to the next passage. 

Jump and pole vault across 
to 1t. 



Through the next pas- 

sage you see a pit with 

spikes at the bottom. If you 

stand on the very edge, 

you’ll see a button on the 

left wall. Throw a Flying 

Fist at it, to activate a rotat- 

ing platform. Jump on the 

platform as it nears you and 
jump off it to get to the 

other side. You can use your 

Fireball to deactivate the 

At the very end of this pas- 

sage is a lift. Grab the Hell 

Orbs and Combo Mana in 

front of it. Take the lift up to 

the next level, where you are 

surrounded by several 

t'chekriks and an assassin. You 

must move quickly to eliminate 

them—use your defensive spells 

wisely. Once you've finished 

them, jump onto one of the 

4 pillars in the lava and then up to the platform above. On this platform you'll find a but- 

ton. Push it and a doorway opens. Jump over the lava and into this doorway. 

platform as well. This is necessary to get to the secret area on the right side. Stop the 

platform, and then use your Fireball to break open the doorway and get the Quartz 

Flask. 



Immediately turn right, 

then go left to the very edge 

of the platform. If you don’t 

do this you’ll be stabbed to 

death by spikes. Don’t go left 

first—if you do, you have to 

fight an assassin below. 

(Avoiding a battle with an 

assassin 1s always a good 

thing.) 

Once you’re across to the 
other side, there’s another lift. 

Get in and ride it up to the 

next level to get some Mana, 

and then proceed through the 

passageway. Watch out for the 

fire traps ahead. Pole vault over 

them onto the moving plat- 

form when it nears you. When 

the platform gets close to the 

other side, jump off. Run 

through the passage and grab 

the Quartz Flasks and Mana. 

Jump down the hole in the 

center of the room. 



Timing is everything for 

these next sets of traps. Jump 

across the lava and run through 

the spinning traps ahead. Be 

sure to save your game before 

this, since you might have to 

take a few tries here. 

Hop on the bobbing 

pillars one by one to get to 

the other side. When you get 

to the solid platform, run 

quickly to the other side. It 

moves back into the wall 

leaving you with nothing to 

‚stand on otherwise. Run 

through the Sidhe choppers 

and more spinning traps to 

the next passageway. Io your 

right is a Health Shrine. 

Power up there, and then 

turn left and jump into the 

hole. 



Level IS: Dive TRIAL pic 
Corvuss stay here will be shorc—one quick battle and 

then he can meet che Hive Priestess (if he survives 

the bactle, of course). 

Go through the door ahead and into the chamber on your left. Grab the Hell 

and Phoenix Arrows. / 
Orbs - 



nter the trial pit through 

her of the doors. Lights 

some on and you are chal- 

lenged to a duel to the death 

with a ferocious beast. Dont 

bother fighting him. Run 

under and around the plat- 

form above until he crashes 

into both pillars and the 

platform falls on him. 

Power up at all of the 

shrines, then go through the 

next exit. Get the Iron Doom 

spell and leave to see the Hive 

Priestess. 



Level 10: Chekrik, 
Lar of the Mothers 

Y 
Corvus has earneo che right to see che Hive Priestess 

but Firse he must fight his way co her 

Check the room for power 

ups, and then go straight ahead 

through the door to the cor- 

ner. Turn left (the only direc- 

tion you can go). Kill the two 

g’korkons and raid their stash 

of power-ups. 

Head up the passage to 

the corner and turn right. 

Just outside the doorway off 

to the sides are a male and a 

female t’chekrik. Kill them if 

you want, but dont get 

knocked over the edge—it’s 

fatal. Instead, just run up the 

bridge beyond. They fire at 

you, but they won't follow. 

They are also reinforced by 

an assassin up above, so avoid his attacks as well. Save your 

Health and Mana for the bigger fights ahead. 



Cross the bridge and enter 

| he door, Straight ahead and 

ff to each side are two male 

t’chekriks. Try not to suffer 

ch damage from them. 

Keep dodging as you run 

toward them so they have 

difficulty hitting you; blow 

through them with your 

special staff attack. Take care 

not to fall over the edges. 

Watch for a female 

t’chekrik ahead as you round 

the corner to the right. If you 

don’t see her, she’s behind the 

door up ahead. Use a high- 

speed, powered-up staff attack 

to bring her down. Stop when 

you reach the corner. 

Turn left into the passage- 

way and ready your big 

weapons, if you have any. 

Halfway up the corridor, the 

side walls raise up and you're 

ambushed by several t’chekriks. 

Immediately retreat back the 

way you came. Fire your 

Phoenix Bow or Storm Bow 

into the crowd, dodging their 

return fire. Repeat as necessary, 

until all is quiet. Pick up the 

Blue and Green Mana if you 

need it; if not, leave it—you'll 

pass this way again. 



When you reach the cor- 

ner, the ceiling falls down 

and two assassins drop in. 

Don't spare the Mana—kill 

them quickly or they’ll kill 

you. If you want to keep 

your distance, use your 

Phoenix Bow, but beware 

they don’t run up close and 

make you frag yourself. Use 

your powered-up staff to 

make quick work of them. 

Head down the corridor to 

the right. Go through the door 

to the hatchery. Expect a warm 

reception from two female 

t’chekriks and maybe another 

assassin. Do NOT fall in the 

green acid—it’s fatal. 

Jump or pole vault to the 

ropes hanging from the 

ceiling. Climb up the rope, 

as high as you can. Swing 

toward the ledge and jump 

onto the upper level. Watch 

out for a couple of 

g’korkons and a possible 

female t'chekrik. You can 

ignore the enormous queen 

t’chekrik—she’s a waste of 

ammo. 



Check behind the pillars for 

Phoenix Arrows. You see two 

doors. Go through the 

unlocked one and kill the 

female t'chekrik behind it. Go 

up to the corner ahead. Turn 

left and get ready to be 

ambushed from the ceiling by a 

male t'chekrik. A single well- 

timed Phoenix or Storm Arrow might take him out. Continue ahead until you reach 

the cocoon room. Beware of the female t'chekrik hiding there. 

Do not jump on the 

ledges you see—they are 

deathtraps that collapse 

under your weight and the 

green acid below is instant 

death. Instead, gain some 

running room next to the 

doorway and pole vault out 

to the rope. Climb up the 
rope to the top. Then swing 

toward the upper level and 

jump onto it. 



Ahead is an intersection 

with a female t'chekrik just out 

of sight to the right. To the left 

is a Golden Armor Shrine. Pray 

there and at the Health Shrine 

on the other side, then hurry 

along before you run out of 

power. 

Run up the ramp (beware 

of the g'krokons in your 

path) and kill the two female 

t'chekrik guards quickly 

with your supercharged 

arrows or spells. Grab the 

Health Vial if you haven’t 

already done so. Then head 

toward the far end of the 

room. There’s a short wall 

there—climb it and the Door key you need is yours. Picking up the key lowers the... 

wall you just climbed and also unleashes several t’chekriks you must fight. Make 4 left 

into the passageway. y 



Immediately ahead, another 

two male t'chekriks drop down 

from the ceiling. Kill them so 

they don't shoot you in the 

back, because there is a female 

up ahead you need to fight. 

Round the corner to the 

right and kill the female 

t'chekrik on the left side. 

You see something that 

looks like a manhole cover 

nearby. If you're ready for 

added excitement, continue 

around the corner (1f you're 

not, just drop through the 

| manhole and skip the rest of 

e this paragraph). There a male t'chekrik drops out of the ceiling and two female 

/tchekriks (one on each side of the intersection ahead) are waiting. Kill them, and then 

get your Mana reserves topped off at the shrine. Your path is now clear to the bridge, 

but dont go there yet. 



You need the Hive 

Symbol to make the bridge 

solid so you can cross. So 

return to the manhole and 

drop down through it. You 

find yourself in familiar sur- 

roundings. Retrace your steps 

to the hatchery. Climb the 

ropes and swing onto the 

upper level as before. Proceed 

to the locked door and use 

the Door key on it. There's a 

female t’chekrik just inside 

the door, so be ready. 

Go around the corner to 

the left. The room ahead 

has some beams you need to 

climb to reach the doorway. 

Watch out for the two 

g’krokons in the room. One 

is low to your left, the other 

usually to your right, above 

or near the door. 

Proceed through the 

doorway and around the 

corner to the left. Prepare for 

the ambush in the intersec- 

tion by a female t’chekrik. 

There's a Health Shrine and a 

Mana Shrine at the intersec- 

tion. Get the Mana for the 

big fight coming up next or, if 

you have reserves, save the 

shrine until after the fight, 

when you can top off for the 

next level. 



Go around the corner to the 

left. Watch for a couple of 

e'krokons just ahead. When you 

reach the honeycomb wall, you 

can go left or right. Go both 

ways. There are Hell Orbs to 

the left and Storm Arrows to 

the right. Once you grab the 

Hive Symbol, you're ambushed 

by several female t’chekriks. Try 

to take them all out at once 

with a big weapon. Take the ele- 

vators back down to the upper 

level of the hatchery. 

Go back through the original 

unlocked door and retrace your 

steps to the bridge, pausing 

only to take out an ambush 

there, if you have not already 

done so. Use the Hive 

Symbol on the bridge pedestal 

to open a portal. Go through 

the portal to the Hive 

Priestess's chambers. 
EL 

brer ar“ 
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Battling the Hive Priestess is grueling. Use whatever shelter you can find to hide 

from her fierce attacks. When you start running out of ammunition, power up your staff 

and get in a few good whacks to finish her off. Once you’ve done her in, she reveals to 

you Morcalavin’s astonishing past and explains the true roots of the plague. She also 

teleports you into the next level. 



LeveL 17: Ocle Mies 
Corvus is nearer co his goal, but co get chere he must 

traverse che Ogle Mines, which are crawling wich seraph 

guards and overlords. Ics time por che ogles enslavement 

TO come TO AN ENO, SO EXPECT support From chem. 

Go forward and pick up the 

Teleport spell on the left. 

You receive a new set of 

objectives, so be sure to check 

them out. Continue ahead e 

until you see the mine shaft. 

Jump to the rope and climb 

down to the bottom. 

Go forward, following the 

catwalk around to the left. 

Pick up the Large Combo 

Mana ahead. Don’t walk 

through the steam, as 1t will 

hurt. Don’t fall off the cat- 

walk into the Earth Blood 

below—it’s fatal. 



I ide the room just ahead are two overlords. Try to take them on one at a time. Hit 

the  first:one with a Flying Fist to get his attention, then knock him back into the 

oom with your staff. Leave him to the ogles while you turn your attention to the other 

ne. 

There are a pair of 

barrels across from the 

entrance. One of them con- 

tains a Small Blue Mana. 

To the right near the tall 

ledge, there is another pair of 

barrels. One of these holds a 

Small Green Mana. 

Against the wall to the right 

is a Health Shrine. After you 

tank up, climb up the tall 

ledge to the right of the 

entrance and enter the pas- 

sage beyond. 

Follow the passage to 

the corner and go left. 

Grab the Hell Orbs on 

‚the way. As you enter the 

hext area, you have to fight 

Jan assassin. You're now at a 

semi-circular fork in the 

road. Either way takes you 

where you want to go, but 

the one to the right takes 

you through more ene- 

mies—two overlords, some 

rats, including a couple big 

ones, and a gang of ogles, who attack you en masse if you accidentally hurt one of their 

number. Go left unless you're in excellent shape. 



There is an assassin standing 

guard up ahead to the left. Get 

past him to the left and keep 

going, or hit him with some- 

thing strong. Don’t lose all of 

the health you just got at the 

shrine in a prolonged fight 

with him. 

Hop down behind the 

pump and grab the Large 

Combo Mana there, as well 

as the two Health Vials on 

the way out. Follow the pas- 

sage around to the left. Kill 

the overlord, or wound him 

with your staff and let the 

ogles finish him off while 

you continue on to the ele- 

vator. Throw the switch and 

make your getaway. 

Load up your Storm 

Bow if you have one. When 

you get off the elevator, the 

ceiling ahead caves in, drop- 

ping an overlord on your 

head. Kill him, but keep an 

eye out for the assassin sta- 

tioned up ahead. He might 

just decide to join the battle. 

Use your staff to knock him 

off into the deadly Earth 

Blood. (Just don’t fall in 

yourself.) 



When they are dead, grab 

the two Health Vials and fol- 

low the catwalk. There's a 

Large Combo Mana below 

and to your right—don’t jump 

down to retrieve it. You’ll never 

get back to the path. Ahead you 

see a fork in the road and some 

barrels to the right. They hold a 

Small Blue Mana and a 

Health Vial. 

Ahead are two broken 

bridges: one going left, the 

other right. The one to the 

left leads to the map exit, 

but you need to get the 

Cart Wheel puzzle piece 

before the cart will work. So 

take the bridge to the right. 

Try not to walk through the 

steam, as it will hurt. Open 

the door and quickly dis- 

patch the assassin on the 

other side with a Phoenix 

Arrow or similar weapon. 



Hit the overlord ahead with a 

spinning staff attack, and then let 

the ogles finish him off. 

Meanwhile, you hop on the ele- 

vator, flip the lever to the left, 

and continue on your way. 

Follow the passage to the right. 

IN 
ci 

N Sar 

A note for users with lower-end systems: Tf you start experi- 

encing really low frame rates in the Ogle Mines, you might 

try murdering all of the ogles. As harsh as this sounds, their 

Joyous celebration of their new-found freedom can seriously 

bog down your system. 

Prepare to battle three 

overlords. The ogles are not 

much of a factor in this 

fight, so try to fight the 

overlords one-on-one. You 

may find reasonable safety by 

remaining in the elevator 

and using ranged weapons. 

When all three are dead, 

grab the Storm Arrows on 

the ledge to the left. There is 

also a Crystal Vial in a bar- | 

rel and another in a barrel on the platform at the back of the room. Under 4 

the ledge to the left, there is an ogle-sized hole in the wall. Crouch down ` 

and then roll through it. 



Come up swinging—there is 

an overlord in your face and 

another at the back of the room 

who joins the fray. Use the ogles 

as your allies. Bloody an over- 

lord with your staff or Flying 

Fist spell, then put some of the 

little miners between you and 

him as you go after the other 

4 slave driver. The ogles are quite 

- efficient at finishing off overlords. There is a Large Combo Mana on the right near the 

back ofthe room. There are also two Health Vials in barrels nearby. 

There is a passageway up 

above that you need to 

reach. You should see a large 

pipe used for transporting 

Earth Blood to your right. It 

has a damaged support. 

Finish the job by hitting it 

(preferably with a ranged 

weapon). When it collapses, 

‘ 

you can run up the pipe to 

the passageway. 



In the chamber ahead are 

three overlords and an assas- 

sin. Run into the room so 

they all see you, then run 

back out, launching two or 

three Storm Arrows into 

the doorway. Break out your 

staff and station yourself just 

behind the resulting storm. 

The overlords run into the 

storm after you and then stand in it as they try to attack. This should weaken them sub- 

stantially and enable you to dispatch them quickly. Kill the assassin and the room 

secure, 

Load up your Phoenix Bow 

and ease around the corner to 

the right. There is an assassin 

guarding a Gold Armor Shrine 

just ahead. Snipe him and grab 

the shrine. You see some tracks 

that lead to a door up on a 

ledge to your left. This is where 

the Cart Wheel puzzle piece 

is located, but you need to 

unlock the door first, so con- 

tinue on to the right. 



There is a lever lying on its 

side atop a bridge-like catwalk. 

Ignore 1t—1t does nothing. 

There is a “Control Tower” 

structure located on a high 

ledge near the rear of the 

chamber. The switch to unlock 

the door is there. To reach it, 

you need to make a tricky pole 

vault. Look for a pile of rubble 

in front of the left side of the 

ledge. On the left-hand side, 

there is a broken angled piece about chest high that you can climb up on. From there, 

you need to pole vault to the ledge and climb up. Enter the structure and flip the lever. 

Hop down and go back to the formerly locked door. 

Walk up the tracks and 

into the room beyond. There 

you find the Cart Wheel 

puzzle piece you need. There 

1s also a Small Green and a 

Blue Mana and a pair of 

Health Vials. Grab all the 

‘loot and retrace your steps 
back to the two broken 

bridges. This time, take the 

left side. 



Grab the Phoenix Arrows on the platform, and then apply the Cart Wheel puzzle 

piece to the broken cart on the tracks. Enjoy the ride to the lower level of the Ogle 

Mines. 

Get a running start and do a 

forward jump onto the piece of 

the bridge in the middle of the 

Earth Blood. It's an easy jump, 

but take care not to overshoot— 

landing in the green stuff is fatal. 

Use a ranged weapon to take 

out the overlord ahead before 

you try to make the next jump. 



Corvuss wild ride has taken him deeper into che Ocle 

Mines, but much closer co Morcalavins dowain. Expect 

plenty of resistance here—youre getting close. 

Ease around the corner and 

kill the two rats with your staff. 

Switch to something stronger, 

such as a Phoenix Bow, and 

kill the assassin up ahead at the 

corner. Enter the chamber 

beyond. Use a ranged weapon 

to take out the two overlords 

from the safety of your high 

perch. Then drop down into 

the hopper below to get the 

Small Blue Mana inside. 

Crouch and ride the con- 

veyor belt to the next hopper, 

then drop down inside. Pick up 

the Small Green Mana inside 

and ride the conveyor belt out. 

Grab the Hell Orb on the 

floor near the second hopper. 

You see some tracks to the 

right leading to a door, which 

is locked. Crouch and roll 

through the hole in the wall at 

the back of the chamber. 



Follow the path ahead 

and to the left. Crouch and 

roll under the plume of 

steam, unless you have a few 

extra health points you don’t 

need. Take care not to fall off 

the catwalk into the Earth 

Blood below. Stop before 

you enter the doorway. Up 

ahead you should see an 

overlord. Nail him with a 

Phoenix Arrow. Thar/ll 

likely knock him back into 

the Earth Blood. 

Across the Earth Blood 

river, you should see anoth- 

er overlord. Snipe him with 

a Phoenix Arrow if you 

can spare one. This badly $ 

injures him and the ogles do ; Pie 

the rest. Break out your staff 

and go through the door. An 

overlord attacks from the 

right. Hit him with a spin- 

ning staff attack a couple times and your friends the ogles come to your aid. Grab the 

Large Combo Mana and the two Hell Orbs, and then go through the doors t 

right. 



There is a Large Combo 

Mana hidden in one of the 

barrels to your right. Grab it 

and then give thanks at the 

Health Shrine to your left. Flip 

the lever to open the locked 

door back in the first big 

chamber. Retrace your steps 

back there. 

Enter the locked door 

and squish the rat when it 

attacks. There is a curtain of 

steam that costs you about 

18 health points to walk 

through. Simply walk up to 

‘the valve on the pipe to turn 

it off. Ease around the cor- 

“ner and start looking for the 

two assassins on duty. When 

they're dead, hop down. If you are hurting, jump in the hopper and get the Crystal 

Vial. Crouch and roll onto the conveyor belt, but take care that you don’t get caught in 

the ore crusher, or you'll be much the worse for it. 



There are some Storm 

Arrows in the middle of the 

Earth Blood. Pass them up 

unless you REALLY need 

them. If so, try this.... First, 

save your game. Then do a 

running forward jump from 

the right-hand side to land on 

the little ledge. Easy enough. 

Now comes the tricky bit. You 

have to pole vault to the little 

square of stone on the far side, 

and you don’t have much room 

for error. Botch the jump, and 

you'll die in the Earth Blood. 

The tracks go off in two 

directions—left and right. Go 

left. Enter the passageway and 

kill the two overlords. Watch 

out for the assassin. Kill him 

and enter the room with the 

lava pit. 

Walk to the edge of the 

lava on the right. Do a for- 

ward jump onto the first 

rock island. Don’t pole vault 

or you'll overshoot. The 

Unrefined Ore puzzle 

piece is in the little room 

across from you. Grab it and 

jump back. 



There is a chain hanging 

from the ceiling. Jump to it and 

climb up to the secret area. 

There's a Mana Shrine, some 

Phoenix Arrows, and a couple 

of Hell Orbs here. Grab the 

loot and climb back down. 

Make the jump back to the 

rock island, and then jump back 

to the shore. Follow the shore 

around to the left until you 

come to a catwalk that splits. 
A suitable power source. 

Take the path to the 

right and kill the assassin 

ahead. Follow the path until 

you come to a chamber with 

a big refining machine. Kill 

the overlord and use the 

Unrefined Ore puzzle 

piece on the machine. Pick 

up the Suitable Power 

‘Source puzzle piece, as well 

as the Large Combo Mana next to the machine. There is also a Health Vial in a bar- 

rel near the far doorway. This portal leads back to the first big room you saw with the 

ore crusher. 



Go back to the split in 

the catwalk. This time take 

the path to the left. Follow it 

to the elevator landing. Flip 

the lever and get in before it 

goes back up. At the top you 

enter a large chamber. There 

are two overlords there, 

keeping the ogles in line. 

Deal with them in the usual 

manner. Take care that you don't get knocked down the elevator shaft in the fight. 
There is a Small Green Mana in a barrel to the left side. Beware of the exploding 
barrel there. 

Go through the door to 

the right. Kill the two rats 

and grab the Phoenix 

Arrows. Go through the 

door ahead and you find 

yourself on a landing above 

the Earth Blood river. To ~~ 

your right is a machine. Use _ 

the Suitable Power h 

then ride the tram across the 
river. 



Enter the passageway. When 

you see the assassin there, let 

him have it. Follow the passage 

to the left. When you see the 

overlord, switch to your trusty 

staff. Run past him and use the 

Blade Shrine. Then, using your 

new, improved staff, turn 

around and give him the shaft. 

Enter the red door to 

your right and kill the assas- 

sin just inside. There 1s a 

Large Combo Mana in 

the corner on the right. 

Grab it and head toward the 

elevator. Push the button to 

head into Morcalavin’s 

Dungeon. 



Level 10: 
IDORCALAVINS OUNGEON 

Corvus has Finally entereo Morcalavin's domain, but he 

must Fight his way up From che Oungeon and pind a 

way into the Cloud Fortress itselp before he can reach 

(Dorcala vin. 

From the lift, run ahead and 

kill the seraph guards. There are 

more around the corner, as 

well as a plague spreader. Kill 

them all, but watch out for the 

celebrating ogles. 

Backtrack a bit— just 

before you enter the first 

room with the ogles inside, 

there’s a passage to your 

right. Follow it and kill the 

assassin to your left. Turn left 

Just past him and ride the 

elevator up to the upper 

level. 



Take out the seraph guard 

ahead and follow the corridor 

around to the left. In the next 

chamber, several seraph guards 

are waiting for you. Lure them 

out and finish them off. Inside 

the chamber, get the Storm 

Arrows and use the Mana and 

Health Shrines before riding 

the lift beneath the Combo 

Mana in the narrow passage. 

Dodge the plague spreaders 

up here and push the lever 

along the back wall. This opens 

a door below. There are more 

Storm Arrows here, so get 

them before continuing. Go 

back down to the chamber 

below and enter the red pas- 

sage. 

Flame jets roast you 1f 

you're not careful in this pas- 

sage. Duck under the first 

one, then jump the second. 

The third one is high 

enough to duck under. 

Continue around the corner. 



Wipe out the seraph guards 

and the assassin in the next 

room. Then cross the red 

chamber with the lava in the 

floor to the lift on the other 

side. Ride the lift upstairs. 

Fight your way past the 

two plague spreaders ahead 

and make your way to the 

Light of the Seraph Shrine. 

Beside it is a button on the 

wall—push it to lower the 

structure in the center of the 

room. Jump on and ride it 

upstairs. 

Blast your way through 

the seraph guards and the 

assassin above you, then push 

both levers on the ledge. 

These open the cells below. 

Before going back down, 

climb up onto the ledge 

above the levers and use the 

rope to swing over and get 

the Phoenix Arrows. Be 

sure to use the Silver Armor 

Shrine as well. Then go back 

down to the lower level, via 

the small lift in the corner. 



Go into the next room and 

turn left. As you enter the open 

cell, the tortured ssithra gives 

you a Dungeon key. A hole in 

the wall behind the ssithra leads 

into the next chamber. Stay ın 

the tunnel and take out the ser- 

aph guards. When all is quiet, 

enter the chamber. 

¿Et Welt geen 
miner Sanctus. 
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Get the Combo Mana by 
the gate, and then climb 

the large stairs. Keep going 

up and climb onto the ledge. 

You should see some mov- 

ing blocks ahead. Move up 

against the first one while it’s 

down, then repeat with the 

next one. Once your'e past 

them, open the next door. 

Kill the two overlords in 

the chamber beyond the 

door. Enter the doors on 

your left to reach the Cloud 

Fortress. 



Level 20: CLoud FORTRES 

Corvuss task here is co make his way through che 

Fortress entrance to che Cloud Sanctum. He must Find 

exics co che Cloud Living Quarters ano Cloud Labs 

before he can fulfill his quest. Level 20 

Grab the Mana near your 

entry point and kill the seraph 

on the stairs ahead and to your 

right. Walk up the stairs and 

fight more seraph guards and 

an assassin. There are plenty of 

power-ups here worth check- 

ing out. Scale the walls on 

either side to get to them. Walk 

through the double doors into =“ 

a small courtyard. 

Walk up the incline, killing `. 

the plague spreader at the top. - 

Follow the tunnel. When you 

reach an open area with a mas- 

sive drop on your left, kill the 

seraph guards and enter the 

main fortress entrance. 



Once inside, battle your way 

past the seraph overlords. Go 

either way when the hall splits 

to reach a chamber with a table 

in the center. Don’t approach 

the body on the table—it’s a 

trap. The ceiling falls on you if 

you get too close. 

Open the doors in this 

room, and then go through 

to clear the courtyard 

beyond. Get the Mana 

behind the supports, then 

climb up the stairs and fol- 

low the corridor at the top. 

When you reach the hall 

with two Hell Orbs in it, 

beware—several assassins are 

waiting for you. Kill them, 

then run by the seraph over- 

lords in the next room and 

enter the massive double 

doors. 



LeveL 21. IDORCALAVIN'S 

INNER SANCTUM 

The Inner Sanctum is where Morcalavin has che other 

Tomes op Power. Ics here that che Final showdown 

takes place. For now, Corvus is just passing through to 

his Firsc scop—che Cloud Fortress Labs. 

Turn left and head for the stairs. Kill the seraph guards on the stairs. When you. 

reach the first landing, jump over the next step—it’s a trap that causes a stone pillar to 

crush you. 



the top of the stairs, 

open the doors on your 

right. Inside, you’ll 

encounter the force field 

that surrounds Morcalavin’s 

Inner Sanctum. Return to 

the landing and turn right. 
There cs Morcataven and my Sister Lopes. 

Arndt = Tome I nape never seen betore. 
Tat tf any the <pett tartted. 

ONY the sepen oriaenal Tomes of Power car be used. 
QUICKIY, WE are nearer to our gost. 

Follow the corridor and kill 

the seraph guards near the 

doors at the end of the hall. 

Once inside the chamber 

beyond the doors, open the 

door across the room to reach 

the Cloud Fortress Labs. 



Level 22. 
Cloud Fortress Lads 

There are three buttons within che Clouo Fortress Labs. 

Each button closes one of che Tomes of Power in use 

in che Inner Sanctum. Corvus must Fino chem all. 

Level 22 

Collect the Hell Orbs and 

Mana on the landing opposite 

from your start position. Then 

follow the corridor around to 

the left, where you'll find a ser- 

aph overlord. Get by him and 

enter the next room. Kill the 

two assassins in this room. 

On the platform near the 

shelves below, there's a lever. 

Push it, and then jump into 

the metal basket. It rises up, 

making it possible for you to 

reach the roof. Jump out— 

be careful to jump out on 

one of the two short sides to 

avoid getting shocked—and 

fight the assassin up here. 

Push the button on the wall 

to deactivate the first Tome. 



Use the Health Shrine, then 

go back downstairs. Open the 

doors at the bottom of the 

ramp and go through. Get the 

Phoenix Arrows, and then 

clear the room ahead. Walk up 

the short flight of stairs into the 

next room. Keep going until 

you reach the chamber with a 

tank in the center. Note the 

locked door here. 

Dive into the tank to 

retrieve the Hell Orb 

inside, and then enter the 

small chamber. Push the 

lever to open the door in 

the room beyond the hall- 

way. Return to that area and 

enter the now-open door. 

Use the Gold Armor 

Shrine ahead, and then 

walk upstairs. Once upstairs, 

eliminate the two seraph 

guards and the plague 

spreader. Kill the assassin 

lurking in the shadows as 

you go. In the chamber 

above, push the lever in the 

center of the wall to reveal 

another Tome-deactivating 

switch. Push the switch, and 

then go back downstairs into 

the room across the hall. 



Climb the machinery to get 

some Hell Orbs and a 

Quartz Flask. Then take the 

lift down to the lower level. 

Kill the seraph guards and use 

the Mana Shrine near the fur- 

nace. Ride the nearby lift 

upstairs and kill more seraph 

guards. Go up the stairs in the Level 22 
next room to find a lever. Push 

it and the furnace goes out. Go 

back down and push the but- 

ton inside the furnace to deac- 

tivate the third Tome. 

You can get back upstairs 

by using the lift again or by © 

continuing past the lever you 

used to stop the furnace. 

Either way, fight past the 

overlords and go all the way 

back to your starting point. 

Enter the door opposite the 

fireplace. 

This takes you back to 

the Inner Sanctum level, but 

you wont be here long. Kill 

the assassins ahead, and then 

follow the balcony outside. 

Re-enter through the other 

door and keep going until 

you enter the door opposite 

the one you used to get 

here. Be sure to use both 

Shrines—Reflection and 

Health—along the way. 



The switches chat control che Final chree Tomes oF 

Power are in che living quarters, which, unforcunacely 

por Corvus, are swarming wich seraph guaros, overloros, 

ANO Assassins. 

From your entry point, go 

forward and take the left-hand 

stairway—the one going up— 

and kill the two overlords and 

plague spreader in the chamber 

at the top. 

Turn left at the next hall- 

way and open the door at 

the end. An assassin drops 

from the ceiling, so take it 

out quickly, using the hall 

for cover (shut the door 

again if you need a break). 

Enter the dining room and 

fight off the overlords inside, 

and then go through the 

door to your right. 



Go down the stairs and be 

sure not to shoot any of the 

barrels below (they explode). 

Turn right and climb the crates 

to jump up and reach a secret 

area with a Quartz Flask and 

Combo Mana inside. 

The Silver Armor Shrine 

down the passage is a trap— 

an overlord bursts from a 

side passage as you approach. 

Kill the overlord, and then 

use the shrine. Follow the 

passage to your left. Ride the 

elevator up to the kitchen. 

Kill the overlords and 

plague spreader in the 

kitchen. Then push the lever 

on the wall to open a door 

to the dining room. This 

reveals a switch above the 

fireplace in the dining room. 



Push the switch above the 

fireplace in the dining room to 

deactivate another Tome. 

Retrace your steps. When you 

reach the hall just past where 

the assassin dropped from the 

ceiling, jump through the 

opening on your right to the 

stairs below. Walk up and turn 

right to continue going up. 

Turn left and cross the 

bridge to your right to 

reach a landing with a 

Fortress key on it. Cross 

over again and jump to 

reach the landing over the 

hall below; here you find a 

Combo Mana and Crystal 

Vial. Vault across to the 

other side to find a much- 

needed Health Shrine. 

Drop down into the hall 

below and turn right at the 

dead-end you went left at 

before. Drop through the 

hole in the floor and use 

your new key on the door at 

the top of the stairs. 



Enter the bed chamber 

and stand on the bed. The 

bed acts as a lift, lowering 

you into an underground 

study. Stock up on all the 

Mana, arrows, and ammo 

here, then ride the bed back 

upstairs. If for some reason 

the bed went back up before 

you could get back on, use 

the lever on the wall to 

place a teleporter near the 

area the bed was in—this 

will take you to the bed 

chamber. 

Kill the overlords and plague 
spreaders inside, and then run 

up the steps and through the 

next door. Battle your way up 

the stairs. Then get through the 

plague spreader and overlords 

above. 

Level 23 



From the bedchamber, go 

back into the hall and turn left 

as soon as you can. There are 

two assassins in the room at the 

top of the short lift ahead. Kill 

them one-on-one if at all possi- 

ble. Go up the stairs beyond 

them and push the switch at 

the top to deactivate another 

Tome. 

At the landing mid-way 

down these stairs, you find a 

dark passage that leads up 

some more stairs to the 

library. Kill the plague 

spreader above, and then 

climb the shelves in the cen- 

ter of the room. Vault to the 

dark alcove and push the 

lever to open a secret passage 

‘behind the bookcase below. 



You’ll see a brief cine- 

matic in which your Tome 

of Power tells you to return 

to the Inner Sanctum and 

place the Tome over the 

false one. Then you'll be 

teleported to a small cham- 

ber. Inside the chamber, use 

each of the shrines to reveal 

two levers on the wall. One 

of them opens the doors to 

Morcalavin’s Inner Sanctum. 

The other reveals a teleport 

you must use to leave the 

room. 

Follow the passage down 

and fight the assassins and over- 

lords in the chamber below. 

Take the hall that leads from 

the chamber and battle your 

way across the next room to 

use the lift and reach the fınal 

switch. 



You enter Morcalavin' Inner 

Sanctum. After a brief conversa- 

tion, the battle begins. You can't 

destroy Morcalavin, but you 

dont need to. Use the Mana 

Shrine to power up as you flee 

Morcalavin's attacks. Blast him 

with your most powerful spells 

as he appears. When you wear 

him down enough, he falls to 

the ground for a short time. 

When he does, the force field 

around the Tome on the 

pedestal goes down. Run up 

the ramp and place your Tome 

on it before the force field returns. You'll probably have to knock Morcalavin down 

several times to have enough time to put your Tome in place. Once your Tome is set, 

sit back and watch the ending cinematic. 

Corvus's long journey is over. The plague has been cleansed from Parthoris. Perhaps 

now, after all this time, our hero can get the rest he deserves and help his homeland 

return to greatness again. 









Corvuss return to Parchoris should have been a joyous _ 

occasion— che return of a criunphant hero. Instead, rm 

hell have, to Fight bis way through his own homeland, 
baccling plague~mad Sidhe, giant rats, ssichra, and a 
host or ocher enemies bent on stopping him From 

reaching his goal. 

ASSASSIN 

Health: 250 j 

Attack Damage (Min/Max): 10/25 

Caurthorian assassins | 

dors, caverns, and other areas where they can use 

their ability to fade into the shadows to mask their 
approach. Their twin daggers can inflict heavy dam- 

age before they're spotted. Your best bet is to charge 

them and kill them with a powered-up staff before 
‘they can do too much damage. 

it in darkened corri- 



Celestial Watcher — 

Health: 1,000 

Missile: 2/5; 

Puff: 32/256; 

is behind the captivity of the 

ring. His rule began benignly 
t the plague has warped him 

e is bent on staying in 

s destroying his own subjects. 

with spells. 

his puff 

host cases. He 

O blast. Be aware 

in motion the chain of 

tends to tele ra s attacks, so be sure to vacate ea he’s about 

that destroying t atcher causes him to explo: 
events that sends C orvus to Andoria. 



Health: 50 

Attack Damage (Min/Max): Acid Ball: 10/15; 

Acid Spit: 20/23; 

Bite: 5/10 

G’krokons are disgusting creatures. You'll first 

encounter them in the Darkmire Swamps, whe 

they'll try to force you off the path and in o th 

slime below. Don't mess around with these acid- _ 

spitters—keep your distance and use Flying Fist — 

or another ranged spel to take care of them. 

GORGON 
Health: 100° 

Attack Damage (Min/Max): 5/10 

(Multiplied by the size of the creature. Range i is from .9 to 12) 

Gorgons look like small ers} an act lik 

them too. They attack in groups, so dont try to fight 
them hand-to-hand. They are very good at bringing 

you down if you become overconfident, so give 

them a wide berth if you’re low on health. 



GORGON Leader 
Health: 200 

Attack Damage (Min/Max): 16/12 

Gorgon leaders direct the attacks of their pack. 

They're the one - set up ambushes and dictate 

how many Gorgons attack and when. Kill Gorgon 

leaders on sight to have a better chance of killing 

the pack members 

Health: 100 

Attack Damage (Min/Max): 10/20 

Harpies don’t appear to be all that menacing, but 
they are some of the toughest creatures to bring 
down. Their flying kicks are usually designed to` 

knock you into swamp water or off a ledge The 
best time to attack them is when they are diving to’ 

attack. Use Flying Fist or another spell to hit them 

and then try again during their next attack run. 

2d 



RCALAVIN 

Health: 3,000 (Invulnerable) 

tack Damage (Min/Max): n/a 

Morcalavin is the game’s final boss. As he says, you 

have no chance of killing him, even with your 

Tome. Still, you can win by knocking him down, 

though it takes fast footwork to avoid him as he 

appears and disappears around the room. Try using 

Storm Arrows and Phoenix Arrows to do the 
trick. Morcalavin’s attacks are the same ray the over- 

lords use, as well as several spells similar to yours. You — 

can avoid most of them by waiting for his release, 

then dodging quickly. | 

Once he’s down, the force field around his final Tom drops. Quickly run up the ramp 

and put your Tome of Power atop his to view the ending cinematic. You may have to 

knock him down more than once, so use the Mana Shrine to recharge and go after him 

again until you can reach the Tome to end the game. 

TDyxINI 

Health: 125 

Attack Damage (Min/Max): 1 

Myxini are carnivorous fish that live : bodies op 

water throughout Parthoris. For the most pa: 

can avoid their attacks easily, but don’t let them ge 

you cornered underwater. Their attacks may not | 

you, but if they keep you from surfacing, you'll” 

drown. 



OcLe 

Health: 100 

Attack Damage (Min/Max): 8-12 

people who work within 

are generally on your side, 

y —there ate a lot of.them 

own. Try not to kill ogles if 

Ogles are the op 
the mines. Whil 

don't make the 
and they defend 

you can help it. O 
ing at their delivera 

off a few. 

ourse, if their constant cheer- 

€ is getting to you, feel free to 

Health: 50 

Attack Damage (Min/Max): Hoe: 2-4; 

Gaff. 4-6; 

Hammer: 1-3; 

Spell: 5-10 



UE SPREADER 

Health: 200 

Attack Damage (Min/Max): Grenade: 20; 

Mist: 1 Radius 40; 

Hit: 10/20 

Plague spreaders toss plague grenades and spew a 

green mist when you approach. Your best bet is to 

lure them into throwing a grenade, duck under it, let 

them have it with something. long-range (El 2 

Fist, etc.), then back away from the mist. Keep it 

until they go down. 

Health: 10. 

Attack Damage (Min/Max): 1 

It takes quite a wa or a rat to seriously affect 

stomp them, vault into them, or just sli 

with your staff. l 



- Seraph GUARO 

Health: 250 

Attack Damage (Min/Max): 10/30 

You'll first enco these monstrous creatures in 

the Ogle Mines, 
keep the ogles digg 

them—use your S 
spell to bring the 
the same to you. 

sre they use intimidation to 

g away. Don’t waste time with 
orm Arrows or an explosive 

o their knees before they do 

Health: 250 3 

Attack Damage (Min/Max): 5/8 

These bullies use their whips to hammer the ogles 
into submission. They don’t have the ranged attacks 

of guards, so move in and use your staff to dice . 
them up) © | 



Health: 150 

The ssithra inhabit Andoria and are normally a 

peaceful people. Now, however, the plague has dri- 
ven them mad and they seek to stop Corvus—or 

anyone else they see—from making it out of their 

city alive. Avoid their arrow attacks and take the 

fight to them. Don’t let them stand at a distance and 
fire away—go get “em. = E 

Health: 1500 

Attack Damage (Min/Max): Arrow: 17/33; 

Swipe: 66 

: You'll face this brute in the Andoria Slums ar 

no picnic. His arrow at is brutal, so use ranged. 

distance from his swipe attack, an , you sh uld be 

able to finish him off. 



Cchekrik Dale 

Health: 400 

Attack Damage (Min/Max): Stab: 5-15; _ 

Hack: 15-25; 

Fireball: 15-20; 

Spear: 4-7 

All t’chekriks have high health, but the males are a 

bit tougher to bring down than their female coun- 

terparts. To make m itters worse, they love to attack 

in pairs, especially from ambush. Lure them into 

alls and take them on one-on one. Use powered- 

up weapons to make short work of them. 

Tchekrik Female 

Health: 300 

> 
ttack Damage (Min j Max): Hack: 3-8: E S 

Globe: 10-35 ) 

The female of this species is every bit as vicious as 

the male. They are fast and love to attack from 

ambush. As with the males, you need to lure them 

to areas where you can attack them alone, then use 

powerful spells or arrows to bring them down. Your - 

powered-up staff can also take care of them quickly. 



RIAL Oeast 
: Health: 5000 

Attack Damage (Min/Max): Bite: 30/50; 

Impact: 10/100 

There's a reason you're told to avoid fighting this 

brute. The t’chekrik trial beast is capable of rolling 

over you like a freight train. Don’t let it—keep mov- 

ing and make it hit the support of the platform 

above. This causes the platform to fall on it, which 15 

about the only way you can survive this encounter. 

With 5000 health points to get rid of, it would take 

everything you have plus an eternity hacking away 

with the staff to get the job done otherwise. 









ULTIPLAYER heretic 1 
Once youve cleansed Parchoris op che plagues caint, your 

work5 noc necessarily done. Herecic Il includes tuo wulci- 

player variacions—Oeachmatch ano Cooperative play— 

designed to add re-playabilicy co che game. This chapter 

covers some quick tips For setting up Each Type OF game, 

; along wich general scracegies por chem. 

4 Oeachmacch 

This is more than likely the option you'll play the most in Queer Deathmatch 

mode enables you to o gees up to 16 other players via a l Area Network _ 

STARTING A SERVER 
Starting a Deathmatch game is fairly straightforward, but if you haven't done it before, 

follow these steps to get one going: 

1. From the Main Menu, select Multiplayer. 

2. Select Start Server if you plan to host the game yourself You ‘will be the ne Buho serge 

up the game. Ä | / 

3. The next screen has several available options. First, select your Initial Map—you can 2 

use any of the Deathmatch-only maps included with the game, or any of the 23 levels it 

the game. Next, make sure Deathmatch is selected under Rules, then set the following 

variables: 



Time Limit—Set this to automatically change levels after a set time period. 

Frag Limit—Set this to a number of frags ( s) that will automatically 

trigger the next map, or restart the current one. | 

m number of players allowed Max Players— This variable sets 
in the game. . 

Hostname—Choose a name for your 

Deathmatch Flags Fue ee yo 10ices from the options on this 

screen. Most important here are the San lap and Allow Exit flags. Set 

them properly if you wish to automatic: itch maps or keep players 

from exiting early. O 

If you dont 

instead. 

ddress book as well. 

3. One youve with avalible space thai i laying a map you like, sel ect it . 

from the list « a A 



3 FOR Oegathinatch Play 
Learn the levels—Take some time to run through the levels alone to make sure you 

know the locations of shrines, weapons, spells, and everything else. 

Control the shrines—Shrines can be the key to survival. Monopolize Health, 

Reflective, Blade, and Mana Shrines to get an edge on your enemies. 

Use defensive spells intelligently—Save some Mana to keep a defensive spell ready. 

It can save you when you're backed into a corner. 

Take ER antagd of the moment—If you use a power up, a shrine, or pick up your 

favorite weapon, go on a rampage, killing everyone in sight for as long as it lasts. When 

the fun is over, make sure you’re the one who picks it up or uses that shrine again. 

Look for opportunity—Be ruthless. Look for Al PB dy Ems battles, then take out 

the participants as they focus on one another. 

Pick gol battles—Dont rush into the z if you'r re not prepared. Skirt the action. 

Take advantage of Corvus's abilities—Corvus has some incredible moves that 

translate well to Deathmatch. Use the dodge, duck, roll, pole vault—anything that helps e 

you. Corvus's vault kick can be especially useful in a tight squeeze. | 



Cooperatıve p A y 

wich other Herecic I] includes an option To pha 
players, racher chan against 
games exactly the same way | 

whether co start or join a Ga 

acches, oecioing 

rt Server menu in the Rules 

ept for the Flags settings— 

n. It’s quite possible you'll 

e ‘age server's as if | 

olize all thg weapon: s. 



_ Work as a team—You need to cooperate with teammates, since it will Ray take all 

$ you to complete a level. 

cade who will ¡e ae play is much easier when someone takes a lead- 

_ ership role and the others in the game agree to follow that lead. 

Share the wealth—Don’t hoard valuable stashes of items for yourself. Someone else 

on yop tam might need them more than you. 

hali t F ed all the levels in single-player ode you need to do so befe trying to 

lead a Coop team through the game. 

Select roles for er yone—A tactic that works well is to assign roles (button push- 

er/ door opener, scout, rear guard, etc.) so that each Pr Knows his or her role. 

enler aig an unknown atea 

o E 









DEEPE SPECIAL OPS STEALTH-SQUAD COMBAT GRITTIE ATTACKS ON INTELLIGENT ENEMY FORCES 
IN INDOOR/OUTDOOR MISSIONS. THAT ADAPT TO YOUR TACTICS. 

An Elite Planetary Strike Force is a ; E 
Under Your Command. | a Bere 

Once-warring Terra Novan super- 

powers have now joined forces 

against the threat of full-scale 
enemy invasion. Lead your war 
machine behind enemy lines in 

stealth raids and reconnaissance 
missions in a death-defying drive 
to defend your world’s imperiled 

independence. Only your elite 
Special Ops squad stands a 

fighting chance. 

62nb CENTURY COMBAT 

REBUILT FROM THE BATTLEGROUND UP. 
HARSHE BATTLES IN HOSTILE ENVIRONMENTS — FASTE COMBAT ACTION WITH ACTIVISION'S 

FROM OUTER SPACE TO SWAMP ZONES. ALL-NEW DARK SIDE ENGINE. 

Heavy Gear ll © 1998 Dream Pod 9, Inc. and Target Games, AB. Based on the 

HEAVY GEAR™ universe created and owned by Dream Pod 9, Inc. Activision is a 

registered trademark of Activision, Inc. © 1998 Activision, Inc. All rights reserved. 

All other trademarks and trade names are properties of their respective owners. 
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The OnLy Official Scracecy Guide 
Save PACHoRIs! 

WEL- OME TO YOUR NEV RELIGION 

Corvus, a lone Sidhe Elf, battled the min- 

ions of D'Sparil and was dubbed the 

"Heretic" by his enemies. When the hero 

returns to Pathoris, he finds that a plague 

has infected the Sidhe Elves, turning them 

into mad creatures bent on his destruction. 

SAVE Yourself! 

@ Complete Walkthroughs for every 
level chart your path to victory and 
indicate hidden items and areas 

@ Enemy Strategies tell you when to 
fight, and when to use magic 

® Weapons, Items, Shrines, and 
Spells give you extra protection and 
power on your quest 

iia Cd oz ® Complete Bestiary gives vital stats 
eg and strategies for every enemy in 

the game 

Plus Multiplayer Tips and Strategies for 
Deathmatch Play and Cooperative Play! 

Heretic II™ ©1998 Raven Software Corporation. Heretic® is a 

registered trademark and Heretic II™ is a trademark of Raven Software 

Corporation. Developed by Raven Software Corporation. Published and dis- 
tributed by Activision, Inc. Activision® is a registered trademark of 
Activision, Inc. Heretic II™ contains software technology licensed from Id 

www.ravensoft.com Software, Inc. (“Id Technology”). Id Technology ©1997 Id Software, Inc. 
Quake II™ is a trademark of Id Software, Inc. All Rights Reserved. All other 
trademarks and trade names are the properties of their respective owners. 

ACTIVISION $19.99 US /$28.95 CAN / £17.95 UK 
www.activision.com ISBN 1-56686-847-5 
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