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Directions:
Oigin thought it would be fun to screw us all up.
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Yes, North is in the upper right hand corner of the screen.
St eal i ng Precauti ons:

If there is no one in the room close off all doors to the

area (if possible). |If there is sonmeone in the room walk
of f about 30 paces away fromthem and rest for one period of
time and return. |If they are gone, continue with the

i nstructions, otherw se, repeat this process.
A d edge-of -t he-screen-trick:

| had hoped that we were done with these when Sierra stopped
doing them | was wong. Basically, the game will not
progress if you nerely stand still and wait, except in the

I nstance of attacking creatures. You need to wal k about 30
paces away, and then you can either rest periods of tinme and
return or wait a full period of tinme there before returning.

Waiting for Shops to Qpen:



| f you encounter a shop which is Locked, you need to wal k
about 30 paces away and rest one period of tine, and return
to see if it is still closed. |If the shop renains hone,
repeat this, otherwise, enter. It will do you no good to
stand in front of the wi ndow and chant "OPEN, OPEN, OPEN
OPEN. . ."

Aut omati ¢ doors:

I n various dungeons you w |l discover doors which close as
you approach them You need to wal k 30 paces away fromthem
and then return, and instead of closing, they will open as

you appr oach.
Magi ¢ Weapons:

Al'l weapons with a blue |ine enconpassing them are
enchanted, and can be used to attack ghosts. However, the
two best enchanted weapons in the game are the Sl ayer and
the Flame Sting. The Slayer is usually a nore powerful

mace, except for 1 out of 20 attacks, at which point it
kills the opponent instantly. The Flane Sting is sinply the
nost powerful weapon, and given the choice one shoul d opt
for the Flame Sting.

1 Get equi pped

As your very first action in the gane, you should raise your
Strength and Dexterity up to 25, the maximum Merely

ri ght-doubl e-click on yourself and your pointer will turn
red. Now, double-click for a while until your strength and
dexteity are raised to 25. It's slow and tedious, and it

t akes about an hour.

K, you begin the game standing next to Devon. Take his
bedroll and foll ow the shore west until you reach the docks.
However, before you enter the docks, open one of the
barrels. In one of themis a jewelry box containing a
dagger. Take it and equip it.

Step onto the docks and go south, watch the execution.
Answer the guard with "What is going on here,” "I am nane,"
and "To return honme.”™ Now go north, follow ng the road, and
state your nanme again. Enter Central Tenebrae.

Now, the first thing to do here is to take the road until it
forks, and take it east, until the screen fades. You are in
East Tenebrae. Turn south imediately, turn east WRBTW
(When the Road Branches That Way), turn south WRBTW and
turn east WRBTW Keep going east until you reach a | arge
manor, surrounded by a gate with gargoyl es, and pool s of
water within the gate. |Inside the manor, turn west and then



south to enter the bedroom Stealing precautions apply
while you are in this house. Flip the switch on the north
wal | and take the key under the towel. Exit the bedroom
north, turn east and then north to enter the main work room
Move the vase and take the key under it. Go south and west
to unl ock the door and open the chest inside. It wll

expl ode, but you will take mi ninmal damage. Take everything
i nside the chest and | eave the house.

Now retrace your steps to return to Central Tenebrae. Take
the fork west this tine, and you'll be in Wst Tenebrae.
Turn south and continue south until the road bends west.
Conti nue west until you reach the smths, and his shop is
closed, follow the instructions for waiting until they open.
O herwise, enter and walk inside. Talk to the smth and buy
a helnmet, armguards, |eggings and a shield. Do NOT buy a
weapon fromhim Finally, return to East Tenebrae.

K, at East Tenebrae, go north, and continue north until you
reach the widow s shop. Wit for it to open if necessary
and then talk to the widow inside. Go to the farthest north

part of the store and you will find a pair of tw n beds.
Sl eep on them one period at a tine, and then wal k sout h.
Repeat this until the widowis gone. At this point,
stealing precautions apply as you take all of the gens on
the table, and the noney in the jewelry box. Return north
and sleep until the wi dow has returned and sell all of the
gens back to her.

K, now go east fromthe widow s shop until you can go east
no further. Fromhere, turn south, and finally east WRBTW
to exit East Tenebrae. Follow the road and turn east WRBTW
Conti nue east, until you reach a fork. Fromhere, turn
north, imediately turning south when the road stops. You

will see a house with a dead body inside. Walk into the
center of the house and you will fall into the Slayer
Dungeon.

Open the tower doors on the west wall, and conti nue west

until the area forks north and south. Turn south, and
continue along that path until you reach a cranped area with
a troll and a backpack inside. Take the key inside the
backpack and return to the fork, this tine going north. At
the next fork, go north again and junp the water. dinb
over the land nass and | eap via the stepping stones. |[|'ve
found the easiest nmethod to be to nove to the north-

eastern

corner. There are three stones which can be junped in
sequence w t hout harm

Fol l ow the | andmass until you reach a tower door. Unlock it
with the key you picked up fromthe backpack, and enchant
yourself with an invisibility scroll yu icked up in
Sal ki nd's house. Walk inside of the doors and conti nue
wal ki ng west until you reach a cobwebbed-door w th enchanted
mace above it. Cdinb up, grab the mace and wal k t hrough the
cobwebbed door. This wll |eave you outside the house, at



whi ch point you should return to Central Tenebrae.

This time go NORTH at the fork. Continue north over a
bridge until you reach the palace. Inside, turn east when
it becones possible and open the kitchen door to the south.
Conti nue south and up the stairs.

| nsi de one of the barrels is a basket, and inside the basket
is a keyring. You should take it and place all keys on it,
i ncludi ng the ones you owmn and keys you will receive, by
doubl e-cli cking on them and targeting themon the keyring.

Congrat ul ati ons, you are equi pped.
2 Activate "Central Tenebrae" Tel eporter.

Wal k west out of the storage area and turn north. Continue
north until you reach an area with a strange, floating grey
thing. Since you can see it, this teleporter has been
activated.

3 Talk to Bentic

Return to East Tenebrae. This tinme, take the road north and
stay north, avoiding the widow s shop, until you reach the
library, which you will know by the plaque outside the door
whi ch reads "LIBRARY." Inside, |ocate Bentic (green shirt)
and talk to himabout |eaving Pagan.

Al so here, you should take the shortest book you can find
and read it repeatedly. This will raise your intelligence
to a 25. Be sure to read the book conpletely, not sinply
doubl e-click and cl ose the book before you finish.

4 Locate Myt hran

Return to Central Tenebrae. Go north at the fork, and turn
east at the doubl e-doors nside the palace. Turn north into
the mess hall, and then exit west. Turn north and conti nue
until you exit Central Tenebrae.

followthe dirt road north until you reach a cave entrance.

| f you discover that the road has ended in front of a house
or barn, you have taken a branch accidentally, so you should
retrace your steps.

I nside, follow te cavern until you reach nore stepping
stones. These don't disappear however, so you'll enjoy them
nore. Begin by junping onto the outhern nost stone which
can be reached fromthe shore, and continue hopping to the
west .

Afterwards, clinb onto the | andmass and continue south. You
may see a few ghouls here, you can attack them or ignore
them it's your decision. The electric door needs to be
timed correctly to avoi ddamage. Follow the cavern west,
until you reach a rope bridge. On the other end of the



bridge is a roomfull of levers. Note the six |levers on the
west wall. The three southern |evers should be swtche
down, and the three northern | evers should be swtched up.
Now, return along the rope bridge to a winc and a

now operative lever. Use the lever and follow the cavern
south until you find yourself in the Pl ateau

Follow the dirt road to Mythran's house, and enter. Timng
the electric doors has generally been safer for nme, but you
can choose your path here. At the end, drink a yell ow
potion if you're only lightly damaged, and a red if you have
sust ai ned heavy wounds. Wl ki ng through the door to the
west will put you in Mythran's hone. In the northeast there
is aroomwth a backpak inside. There is a plentiful

anount of noney there, so take it using Stealing
Precautions. Aferwards, |locate Mythran. H's house is
smal |, but he can be found all over it.

5 Get Recall Item

Your conversation with Mythran should begin with an
i ntroduction. Afterwards, buy a secret door scroll fromhim

before | eaving. Wen you do | eave, he will give yo a red
potion and a recall item

6 Activate "Pl at eau” Tel eporter

You may have already noticed another flat, grey squarish
floating item The recall itemcan take you to any of these
whi ch you have seen. This guarantees that you will not need

to return through the cave, rather you can recall yourself
to Central Tenebrae. Do so.

7 Vol unteer to Retrieve Dagger

Exit East out of East Tenebrae and take the road
continuously north. You will find yourself inside a
Cenmetery. Inside, you should followthe dirt road to the
tonmb in the center. Sonewhere inside you will find Vividos,
the Scion. Talk to him and be sure to vol unteer your
efforts in retrieving the serpentine dagger.

8 Acqui re Dagger

Recall to Central Tenebrae. Inside the pal ace sonewhere
shoul d be a servant girl. Wen you tak to her, she'll tel
you to neet her at her house at Bl oodwatch. Her house is
just to the west of Sal kind's house. Enter her honme in
remar kably the same manner in which you wait for a shop to
open. Inside, interrogate her about the dagger, and make
prom ses. She'll give you a key, t which point a recall to
Central Tenebrae and a brisk walk into the Tenpest's bedroom
will be in order. Don't enter if she's sleeping. |If she is
sl eeping, wait for her to wake up as if she were a shop
openi ng. Wen she wakes, go to the throne room There is a
pillow, which can be noved wi thout Stealing Precautions.
Under the pillowis a key. If you double-click on the key



and DONT MOVE I T, you can place it on your keyring wthout
anyne noticing. Unlock the door to her room and using
Steal ing Precautions, unlock her closet and the chest inside
with Aramina' s key. Inside is a jewelry box with a
serpenti ne dagger inside.

9 Get Key of Caretakr

Return to Vividos and watch the Ritual he nentions. Inquire
about his newfound title, and agree to becone his
apprentice. Exit the Cenetary, go southeast, and take sone
Executioner's Hood. Then recall to Central Tenebrae and
visit West Tenebrae. Turn north and follow it until it
bends north. At the fork north of there, turn east. At the
next fork, turn north, and go north onto the dirt road
there. Followi, take a stick, recall yourself to Centra
Tenebrae and return the reagents to the Necronmancer.

10 Find Each Necromancer

Now woul d be a good tine to drop all unnecessary equi pnent,

such as a dagger if you still have it. You will need no
noney inside, so | eave that here as well. Walk out of th
tomb and turn west and north to another gate. There will be
a ghost there, which you can attenpt to kill, or you can use
the ol d edge-of-the-screen trick. Inside the gate will be a
building. Enter into the very center of the building and
wal k up to the nort wall. Cast "Open G ound"” and wal k

i nsi de.

Run north past the skeleton and cannons. Flip the switch
closest to the gate. Then go east, and cntinue east past

t he skel etons, turning north when it becones possi bl e.
Continue north until you reach the automatic door. Do NOT
enter it, insead turn east here. Continue east until you
reach a second automatic door. Beyond it, turn north and
continue north until you reach a oor |abeled "Towards Fate

o You Travel." Fromthere, go southeast, going north when
possi ble. Continue along this path untl it bends south.
Turn east here, and continue in that direction until you can

go no further. Turn north here and there will e a building
with no roof and a ghoul inside. As soon as you walk in,
you will fall into the Necronaner cataconbs.

Take all of the reagents in the barrels and follow the
cavern north. Here are sonme annoying bullet-shooters. Run
west past them carefully, and continue along the cavern and
turn west when you can. herew |l be the first

Necromancer. Cast "Death Speak” on him and follow the
cavern east and then north. Turn west here, and run north
past the daenons Continue north past the el evated

| andmass, and then turn west. Here is the second
Necromancer. Cast "Death Speak” on him Cast "Stone Fl esh”
and follow the cavern north and west. Then go west until
you reach a winding path. Continue along this path unti

you reach its end. Here is the third Necromancer. Wen you



finish your conversation with him you wll be sonmewhere
el se.

Col l ect reagents fromthe skel etons here, and then tim your
way through the electric doors. To the south will be the
fourth Necromancer. Cast "Death Speak™ on himand you wil
again find yourself somewhere else. Go north and east unti

you reach a thicket. In its center is a roomand in the
rooms center is a teleport. Fromhere, go south, junping
the stream and you will find a plateau on which is sone
magi ¢ arnor whi ch you should take. Continue west from
there, and you will reach a lava river. Leap across it and
clinb onto the landmass. Follow it west, |eaping east onto
a small platform You will find another teleport. Go west,

continuing along that passage. Here is the fifth
Necromancer. Cast "Death Speak” on him and for the | ast
time you will ind yourself sonmewhere el se. Hug the east
wal | as you travel north and you will find a cannon firing
at your only possible escape route. Cast "Wt hstnd Death”
and run at the cannon, turning northeast as soon as

possible. To the north will be the |ast Necromancer. Cast
"Deat h Speak” on him exit the roomand walk up the stairs
to the north. You will be back in the cataconbs.

11 Fi nd Entrance to Stone Cove

Jump down fromthat platfor. Run west until it is possible
to go north. Then run west until you encounter sone noney
and magi c | eggi ngs. War the |eggings and discard your old
| eggi ngs. Retrace your steps to where you junped off the
platform Turn south and run until you see a door to the
east. Enter it, and then go south. Continue along that
passage, over several |andbridges. Wen you reach a door,
go south through a slimpassage. Continue south, over the

| ake. There will be an automatic door bl ocking a cannon.
Make sure it is up as you wal k past the cannon and flip the
switch on the pedestal. Now you can run over the extending
spi kes and wal k t hrough the now open gate to the south.
Here will be a door, open it and you will find yourself in
St one Cove.

12 Locate Mountain King

On the eastern wall of Stone Cove are | ocked tower doors.
Cast "Sumon Gol emt an command himto open it. Note that
there are unlimted reagents all over Stone Cove, nerely
performthe ol d edge-of-the-screen trick and they're back
(most of the time). You generally don't need that nany
reagents, so gather sparingly.

Wal k t hrough the double dors and run north past a runic
synbol, evading the fire shooters. You will reach a | arge
building with a lever in front which you should use, and a
| ever inside, which you should al so use after clinbing the
wall. The best place to clinb is the wi ndow on the east
wal | .



Run back to the ruic synbol, and this tinme turn west before
running north. You will find a bridge has appeared. Cross
it while it exists. Next you will find a group of noving
platforns. Junp each of these as appropriate. Now evade
the gol em here as you junp on di sappearing blocks to reach
t he next shore. Fromhere, run north and follw the cavern
and you will find a forcefield maze. Now, yo CAN t hrow
nmushr oons through each set of pillrs to see how you can
wal k to the north-center part of the room but it's really
much sinpler to just ru and take the damage, resting as you
go. Wen you reach the north-center of the room you should
open the chest there and take the key. The return tripis
much sinpler, as the forcefields seemto be a LITTLE bit
late if you take them at a running pace.

Returning to the west, unock the door there with the key

you just picked up. Travel along that passage, turning
north when possible. Leap the disappearing stepping stones
here, and unl ock the door on the other side of the |ake.
Fromthere you can run north down a |large hallway. There is
a VERY slim passage to the wes, which you should take. It

will lead to a roomwith |ots of nushroons and nore
forcefields. 1In the southwestern corner of the room you
will fid a chest with sone potions inside, and under one of
the potions is another key. Return to the |arge hallway,
and un north to a second slimpassage. This one will take
you to a door which can be unlocked with your keyring.

I nsi de, follow that passage and you will find nore of those

nmoving platforns, but it is possible to carefully |leap and
wal k al ong the northern edge of the water, and you can avoid
the platformordeal altogether. Fromthereyou should go
north to find the Hall of the Muntain King. Have a chat
with him and then | eave to the south.

13 Activate "Hall of Muntain King" Tel eporter

On the first left passage you will find another runic
synbol. Do not step on it, rather continue south and you
will find the next teleporter pad. Return to therunic
synbol and step on it, as it will take you to the runic

synbol which is a hop, skip and a junp to the south frm
St one Cove.

14 Retri eve Decei ver

The magi cal Deceiver axe is optional, as th Slayer tends to
be a better weapon. |If you don't really want the Deceiver,
skip this step. However, for those who want better

consi stent damage, the Dceiver is the next |ogical step.

On the western edge of Stone Cove is a

river/|ake/ sea/ you-don't-really-know si nce-you-never - see-

t he

-other-side. Anyhow, there are nore stepping stones here,
so you should take themlike this: Junp on the northern
nost stone, and step as far forward as you can on it. Then
make the | ongest junp possible the southwest. No, this
isn't the rock to th diagonal, this is the rock which is



DOM fromthe rock you're on. A few sinple junps will put
you on an island which is not the isle of the Deceiver. On
the western edge of this island, make a junp the

di sappeari ng stone, then nake the | ongest junp possible to
the next island. Cdinb up onto this island and take the
Decei ver.

15 Get Key of Scion
Recal | yourself back to Central Tenebrae. Run back to the

Necromancer and tell himof your progress. Run outside of
the building but within the gate of the tonb and on the

northern edge you will find Lothian. Double-click on her
and return to the Necromancer. He will give you the Key of
t he Sci on.

16 Fi nd Entrance to Zeal an Caverns

Reenter the catacons by casting "Open G ound" at the shrine
to the north of the tonb. Thi time, return to the door

whi ch reads "Towards Fate Do You Travel." Unlock this door
with the Key of the Scion, and enter. Travel west until it
is no |longer possible, and then turn north. Against your
instructions, enter the door which reads "Do Not Enter."

17 Retrieve Ohelisk Tip

Here you should run north until it is no | onger possible
hen urn ast until you reach a chest surrounded by five

|l evers. Flip the northernnost |ever and the chest will be
avai lable. Inside is a key with which you can unl ock the
door to the north. Here you will find a long string of
cannons, but if you hug the east wall you cannot be harned.
Conti nue east and the cavern will turn and you will find a

chest. Take the Skull of Quakes inside. Now followthe
cavern back the way you cane and take the passage to the
north. Take this passage and then turn east and stay east
until you arrive at an area with lots of rolling spheres and
a skull. You need to junp straight up, as close to the

el evated pl atform as possible, and at the height of your
junp you need to throw a sphere or the skull onto the
platfor. Continue north, and take the key under the |edge
to the west. Go north, junping over the |ight ray.

Conti nue east and you will reach a stairwell and three
pressure plates. |If the westernnost platformis 1, the
center 2 and the easternnost platformis 3, then you hould
step on themin this pattern: 313 212 312 321 313 212 323
123 132 212.

Ascend the stairwell and cast "Stone Flesh" before stepping
through the light rays. Continue north until you find a
pair of tower doors, one of which you can unl ock, the other
is already unl ocked. Inside, take the key from under the
skel eton on the broken bench, and | eave east. Continue east
until you reach a | ocked door which you can open, and then
go south until you find anot her door which you can al so
open. Return to the rolling sphere area, and then go west



until you can go south. Here there is a door you can open,
and inside you will find a Zealan shield. Return north to
the roomw th the statues and place the shield on the
pedestal Listen to the statues, and then use your secret
door scroll to open this door. Prepare a "G ant Peace”

spell, and then cast it on Khumash Gor's ghost when you
enter. Take the Cbelisk Tip andanything el se you want (If
you're still trying to find better consistent nagi c weapons,

the Scimtar of Khumash Gor is good).
18 Activate "Upper Cataconbs" Tel eporter

Do NOT recall yourself back to Central Tenebrae, rather
retrace your steps to the "Towards Fate D You Travel " door.
Fromthere, go south east, turning south when possible.
Fromthere, turn east, continuing east past the chest and
you will see a glowing red spot on the wall. Double-click
on the skull of quakes and target it n the spot. Enter the
now col | apsed buil ding and wal k through the door there to
find another teleporter. Recall yourself to Central

Tenebr ae.

19 Def eat Mordea

Go to the northwest corner of the ground | evel of the

pal ace. There you will find a staircase leading into the
basenment. On the northern wall is a switch. Flip the
switch and talk to Devon. Now, wal k out of the prison and
wal k east. There you will find a closed off roomwth a
book inside. Use your secret door scroll and double-click
on the book.

G ven the chance, nention that Devon is the rightful heir
and then point out that you have proof.

20 Activate "Carthax Lake" Tel eporter

Pi ck up your belongings, and | eave your Earth eagents

behi nd, unless you have sonme longing to carry these things
along with you. You al nbost never need to cast them again,
but you m ght want to carry around a few "Stone Fl esh"es or
"Grant Peace"s with you for good measure. You WLL need two
"Open G ounds,"” and two "Sunmon Col ens. "

Recal | yourself to the Hall of the Muntain King, then go
east and then north as soon as possibl, avoiding the
fire-shooter. Turn west, step on the rune, then run south
and into Stone Cove. Fromthee, take the northeast exit
from Stone Cove, and then go north, around the | ake and then
northeast. Here is a lava river, which you should | eap
over, and fromthere you should go south. At the southern
end of the lake is a door. This door can be opened with the
Key of the Scion. Gaze upon that teleporter.

21 Free Hydros

Go southwest, nd traverse the | andbridges to reach the



sout hern end of the |lake. Fromthere, continue west past
the troll, and then go north, clinbing over a wall with

spi kes on the top and flipping the left switch on the door
with a gate inits center. On the other side of that gate,
coni nue al ong that passage, passing an automatic door, and
you will reach an exit to this cavern. Go north fromthe
exit and you will see a grave. Cast "Qpen G ound" over the
grave, and then head back to the transporter. However,
after you pass the troll, run northeast to reach sone

| andbri dges. Take these to the center of the | ake, and
speak with Hydros.

22 Activate "Argentrock Isle" Tel eporter

Recal | back to the Hall of the Muntain King, and then run
to Stone Cove. Exit to the northeast, and go east fromthe
traps, leaping the river, an then running northeast. You
will see a ghost there, and you will also find a VERY slim
passage. Walk thrugh it, and you will see door with red
pedestals aside it. Unlock it with the Key of the Scion and
enter.

Run down the path until you get to the other end of the
bridge. Fromthere go west and northwest to find the
tel eporter.

23 Take Test of W sdom

Go west until you reach the city wall. Brother Xavie is
dressed in blue and carries a sword at his side, and you can
find himin the large, tw story house on the northern wall
of the city. |If he s not there, use the old edge-of-the-
screen trick to wait for him Talk to himabout the Test of
W sdom The responses are:

Shoul d you brag about Stratos? No

Where is the best respite? Breezy porch

Wiy is wi sdom better than brawn? Wapon/ W't
Wit should you do at battle? Tend the injured
Shoul d you wel cone your son? Yes

Confort sad/ Punish wi cked? Confort sad child
My brother the thief? Testify truthfully

24 Take Test of Centeredness

Now visit the house in the southeastern corner of th city.

| nsi de you should find Stellos, dressed in white robes. |IF
you do not see him wait for himas if he were a shop
opening. Discuss the Test of Centeredness. Leave the city
to the east, andthen wal k south and then west around the
city and finally northwest to find the cliffs. The test is
easily recogni zable by the circle atop a high cliff. You
need to clinb up to there. Wen the wind egins to push you
off, walk in the opposite direction that the wind is taking
you, in an attenpt to stay within the circle.

25 Gat her Sil ver



Return to Stellos and tell himof your progress. Now enter
t he nonasery at the western part of town. At the western
end of the nonastery is a staircase |eadi ng downwards.

Turn west and open the door there, closing it behind you.
Then go east al ong the passage, and continue along it,
gat hering 8 chunks of silver ore.

26 Make Foci

Recal | yourself to Cental Tenebrae, and then revisit the
Smth. Ask himto nmake one of each foci

27 Enchant Foc

Pl ace each foci individually on the alter in the center of
t he nonastery. Before you continue, |ook for Torw n, who
can sonetines be found in the Mnastery, sonetines east of
town. Talk with himabout his career goals. Al so be sure
to find Holy Cyrrus, who lingers around the sane areas.
Torwi n appears bald and is dressed |ike Brother Xavier, and
Cyrrus is dressed |like Stellos, only with his hood renobved,
exposi ng bl ond hair.

28 Take Third Test

Return to the stairwell at the west end of the nonastery,
and then wal k west. Cast "Aerial Servant," targeting it
first on the torax, and next on the ground next to you.
Then cast "Restoration” and target it on the torax.

29 Retri eve "Borrowed" Focus

Tell Stellos about your progress. Ask himabout the
terrible thing. Discuss Torwin, Cyrrus and Brother Xavier
with him Cast "Hear Truth" as you discuss the focus with
Brot her Xavier, and talk wi th himabout Cyrrus, Torin and
Stellos. Cast "Hear Truth" again as you talk to Cyrrus
about the location of Torwin. Go to wi ndy point (where you
took the test of centeredness) and go north fromthere.

Chat with Torwin, and take the ring and focus. Return the
focus and talk to Stell os.

30 Retrieve Breath of Air

Go back to where you saw Torwin. Leap as far as possible
through the pillars, and then junp fromrock to rock as you
approach Stratos to the noth. Wen you reach her, discuss
t he weat her, your reward, her children and the Breath of
Air. Wen she sets you down, take the "Air Wal k" focus,
cast "Reveal,"” and then cast "Aerial Servant" to set the
Breath down next to you. Take it with you while Stratos
whi nes.

31 Activate "Denmon's Crag" Tel eporter



Recal | yourself to "Carthax Lake." Exit to the north and
then wal k over the | andbridges o the east and then to the
south. You'll find a pair of doors which will alternate
positi ons when you use the large | ever there. You need to
switch the |l ever so the door furthest to the south is up
Wal k over and stand on the dor which is down. Doubl e-
click

on the Breath of Air and target it on yourself, then cast
"Aerial Servant"” on the lever. Coninue south, opening that
door with the Key of the Scion.

Enter, and then wal k south and west until you are on the
sout hwestern end of the |andmass which juts out into the
river of lava. A man should appear and explain the Denon's
Crag for you. Wen he is done talking to you, get VERY
cose the river, then use the Breath on yourself and cast
"Alr Wl k." Junp to the spot where he was standing. Then
wal k south and then west along the water until you reach the
waterfall. Cross the river there, and then wal k east al ong
the river until you can exit the cavern south. Follow the
road, going east WRBTW and admire this tel eporter.

32 Hel p Bane

Go west back along the road and then turn south when it
forks. Walk south along the road, turning west WRBTW You
will arrive at the home of "Acolyte Bane." Enter, and

di scuss TrueNanes and Sorcery and Vardion. She'll send you
to find Vardion. Exit her house, turning south and then
turning east WRBTW Continue in that direction until you
see doubl e-doors to the north.

According to the plaque, this is the hme of "First Acolyte
Vardion.” Enter his home, and talk with him specifically
about the Sorcerers' dealings with Tenebrae. Mention shrewd
bargai ning and he'll tell you to go find Bane and find HER
TrueNane. Return to Bane's honme and tell her Vardion's
TrueNane.

33 Take First Test

Talk with Bane after you have been made a Disciple. Inquire
about Sorcery, and then take the test, there are reagents
all over her house. Make the spells she requires, keeping
themw th you.

34 Take Second Test

Return to Vardion's house, only this time, instead of
turning north and entering his honme, continue west,
following the road until it cones to a | andbridge. Take the
bridge to the obsidian fortress and enter.

Inside, the test will be introduced to you. Run past the
Guardi ans, and then talk to the next daenon you see.

Di scuss the test withhm Afterwards, take the key near

the pentagram and use it to unlock the chest there. Wth
t he reagent s/ candl es about you, prepare the follow ng:



Fl ash, Endure Heat (I know you've already got one, but

you'll need nore for the end of the gane), Extinguish,

Bani sh Denon, Arnor of Flanes and Explosion. After you have
your spells prepared, run west and enter the gate.

The first part of this test is to the west. Continuing west
will take you to a passage wit a plaque readi ng " SANCT
FLAM " Inch your way between the colums west, casting
"Grant Peace" if necessary. Wen you reach the end of this
cavern, cast "Endure Heat", QUICKLY |eap on the stable
(dark) portions of the lava, open the chest at the end of

t he passage, take the synbol, and run back Inch your way
back al ong the caverns until you arrive at the gate again.

The next part of this test is to the south. You'll reach a
cavern which reads "AN FLAM " Just continue along this
passage, evading red nmushroons whi ch expl ode when you step
on them as well as a few kiths and a troll. When you reach
the end, cast "Extinguih" on yourself. Take the synbol and
return to the tel eporter.

The third part of this test is to the east. Tere's a

cavern there marked "VAS SANCT FLAM " Cast "Arnor of

Fl ames"” before speeding dow this passage at a runni ng pace.
At the end, take the synbol there, and wait for the spell to
run out and cast it again, as it doesn't |last |ong enough
for a round trip.

From here, you should go north and reacha cavern | abel ed
"FLAM POR. " Maneuver your way past rolling spiked spheres
al ong this passage until you reach sonme red nmushroons. To
avoi d their explosive reaction, cast "Flash," targeting
screenfuls at a time, renenbering that you cannot fl ash

t hrough stalagmtes. Wen you reach the end of that
passage, you'll find another |ength of passage with a daenon
at the end. You can either banish himor evade him and be
sure to take the "Summon Daenon” pentacle in the clunp of
bodi es here. This tinme, there's a HUGE clunp of red
mushroons. Yu need to cast "Flash,” which wll clear out a
path through them You need to run down this path, evading
the Seeker. At the end of this passage is te fourth and
final synbol.

Bef ore | eavi ng, approach the cavern to the west of the gate
and turn south fromthere. Then, as soon s possible, turn
west and enter the home of a Mad Mage, a Silly Sorcerer, an
| nsane |l lusionist a Sensel ess Spellcaster, a veritable
crazed loon. (Sorry, it's late. :) ) Kill him and in his
store roomtake the Flane Sting.

Return to the gate, and talk to the daenon at the eastern
end of the passage. Return to the gate.

35 Take Third Test

The Master has assigned you three spells, and if you've
foll owed the instructions, you have all of themready. Cast



"Flame Bolt" at him then "xplosion," "Sumon Daenon,"” and
| astly "Bani sh Daenon."” Sinply be subm ssive fromhere on
out .

36 Retri eve Tongue of Fl ane

Return to the Cbsidian Fortress, and enter the gate at the
end The Flane Sting will finish off M. Mster, at which
point you can |lift the Tongue off of his personage. Now
return to the Geat Pentacle to the south of Vardion's hone,
and wal k over it. Be sure o pick up the Tongue afterwards.

37 | nqui re About Bl ackrock Piece

Leave Denon's Crag by casting "Endure Heat" and hot -
footing

your way over the stable bridge of |v. CGmut of the

encl ave and recall the way to the Plateau. Once there,
menti on the Tongue to Mythran, and read "Destruction o the
Tenple. "

38 Retri eve Tear of Seas

Recall to Central Tenebrae, and ask Devon of bl ackrock
piece. Go to the southwest corner of the pal ace and
extract the Tear fromthe chest.

39 Retrieve Heart of Earth

Recall to Hall of Muntain King and run to Stone Cove. Cast
"Sunmon CGol ent’ and tell himto open the door to the east of
t he doubl e-doors leading to the King. Enter and turn west.
Conti nue al ong that passage until you reach the "Conventicle
of Death.™ Inch you way up VERY close to the door. Yo
shoul d be able to see sone dirt inside. Cast "Summon ol enf
on it, and instruct himto oen the | ocked doubl e-doors in
front of you. Inside, cast "Open G ound” over the grave.
Take te Heart.

40 Learn spells

You will now need to procure 550 obsidian coins, so
hopeful |y you know where you kept your noney. Recall to the
Plateau and talk to Mythran about |earning magic. Leave
him then talk to himagain. Repeat this until he has

taught you the "Creature Summoni ng” spell. Now you need to
ask him about re-creatin the obelisk, and he'll teach you
the "Ethereal Travel" spell. Read the book, and then use it
agai n.

41 Def eat Strat os

In the Ethereal Void, turn south and run that way until you
reach a gate. Enter it, and you will be in Stratos' lair.
This world is fairly sraight-forward, sinply start junping
off to the north and continue junping in a purposeful manner
| GNORI NG ALL TREASURE. When you reach Stratos, doubl e-



click

on the Breath of Air and target it on her. Finally, back in
the void, place the glowing Breath on the Mesostel Ze of the
pentagram or the point just to the left of the point on the
bottom The southernpoint. You know. Ah, well. You get
the point. (Sorry, it's STILL late. :) )

42 Def eat Hydros

This time, turn north fromthe pentagramand run into the
next gate. Travel west until you rech the absolute end of

t he | andnass before you start junping. At this point it's
al so pretty straight-forward, just hop up to the platformto
the west and then continue west along bridges, etc. Wen
you rech Hydros, double-click on the Tear and target it on
er. Wen you return, place the glowi ng Tear on the
Pericloven Pa, or the Northern point.

43 Def eat Pyros

This is alittle less straight-forwar. Take the path to

the west, and then when you get the chance, junp northwest
to the |l and nass above the one you're on. Travel north
until you each a nine-pointed star (nintogran?). o

sout heast fromthere, and take the |andbridge north. Junp
onto the next |and mass, and continue progressin north

until you reach a shrine with a jewelry box in it. Take the
box and run back to the south, taking the southern | and

bri dge and junping back to the star. Drop a glow ng sphere
on each of those gl ow ng squares, and then hop stones. Wen
you reach the next | andmass, just run north and north west
until you reach Pyros, and defeat himw th the Tongue.

44 Def at Lithos

This VERY straight-forward. Wen you arrive there, skip the
first cliff for the second, which you should junp on and
continue northwest and then west. \When you reach the | ava
river, cast "Endure eat,"” and be sure to only junp on the
dark spots. Wen you reach the end, turn south and continue
in that direction. Hop floating stones, and concl ude by
targeting the Heart on Lithos.

45 W n

When you arrive back at the pentagram nake sure the pieces
are arranged like this:

Fire Water

Ar Earth

Enpty

0, dobe-clck on the obelisk tip and target it on



yourself. Finall, place the tip on the enpty spot and
enter the gate.

Congr at ul ati ons!

Earth Spells:

To cast these, place the appropriate reagents in an enpty
bag, double-click on the Key of the Caretaker and target it
on the bag. This will create an ependabl e icon, which one
can double-click on to cast.

Open Ground - Punches holes in the ground, when appropriate

1 vial of blood
1 pile of blacknoor

Death Speak - Allows the Avatar to converse with Necromancers
1 vial of blood
1 pile of bone shards

Mask of Death - When cast, all nearby creatures ignore Avatar
1 pile of wood

1 executioner's hood

Stone Flesh - Imune to damage

1 pile of wood

1 pile of dirt

Gran Peace - WIIl kill an undead creature

1 executioner's hood
1 pile of blacknoor

Sumon Undead - A few ghouls will rise up and fight for you

1 vial of blood
1 pile of bone shards
1 pile of wood

Wthstand Death - Only cast once; inmed. before triggering
event

1 pile of dirt
1 pile of blacknoor

Sumon Gol em - Can Open, Myve, Attack Enem es. Target on dirt.

1 vial of blood



1 pile of bone shards
1 pile of wood

1 pile of dirt

1 pile of blacknoor

Quake - Cuess

1 pile of boe shards
1 pile of wood

1 pile of dirt

1 pile of blacknoor

Wat er Spel | s:
Unavai | abl e
Fire Spells:

Must be prepared inside pentagram Reagentsnust be inside
red circle, not nerely on pentagram These points start at
bottom and circle counter clockw se. Focus at center nust
be able to hold target spell. Pentacle focus holds all.

Key: Reagents - Ais for Ash, Bis for Brinstone, Dis for
Denon

Bone, | is for Iron, Pis for Pumce, Nis for Nothing and Ois
or (bsidian. Candles - Ris for Red, B is for Bl ack.

Spel | - Description
----- Foci

A Reagent Candl e
MP RC

PP RC

PZ RC

M RC

Ignite - Target flanmable ignites. Self target ignites all.
------ wand, Rod, Staff

A AR
MP  NB
PP PB
PZ PB
|4 NB

Extingui sh - Target non-nagi ¢ doused. Self target douses all.
---------- wand, Rod, Staff

A PB

MP NB

PP PB

PZ PB

MZ NB

Create Fire - Target ground ignites.
----------- St af f

A NB

MP AR



PZ PB

M AR

Endure Heat - Unharmed by non-magic, walk on stable | ava
----------- Rod, Staff

A | B

MP AR

PP OR

PZ OR

MZ NB

Expl osion - Targeted bolt, explodes on contact
--------- St af f

A BR

M IB

PP PR

PZ NB

M AR

Arnor of Flames - Protection frommagical fire
--------------- Rod, Staff

A | B

M IB

PP OR

PZ OR

MZ  BR

Flame Bolt - Targeted bolt, does danage
---------- wand, Rod, Staff

A NR

MP AR

PP NB

PZ PR

M IB

Fire Shield - Creates inpenetrable ring around caster
----------- Rod, Staff
A | B

MP AR

PP OR

PZ OR

MZ NB

Fl ash - Targeted bolt, caster appears where bolt stops
----- wand, Rod, Staff

A PR

MP AB

PP NR

PZ NR

M AB

Surmon Denon - Targeted Spell, Denon attacks target
------------ Denmon Head

A DR

MP PR



PZ OR

M AB

Bani sh Denon - 50% probability of destroying target daenon
------------ Denmon Head

A DR

MP AB

PP IR

PZ IR

MZ PR

Confl agration - BANG / means both reagents

------------- Denmon Head

A B/ DR

M IR

PP QDR

PZ P/DR

M AR

Ai r Magi c:

Doubl e-dick on enchanted focus to rel ease spell. To cast
after

Breath of Air has been taken, double-click on the breath and
target it on self before casting.

Et her Magi c:

Just read the book which contains the spell you want to cast.

| F

you have the reagents, the spell will be cast imediately.

Et hereal Travel is different, in that you need to read the book
twice, the first tinme is to enchant the book.



