





























































































































Chapter 2: J'nanin: The Lesson Age #@h

@ At the first reflection pole, note the color of the fire marble at its top: yellow. Keep track of the order of fire
marble colors as you direct the light from pole to pole.

@ | ook into the view-scope where the light enters. (It faces the light gun controls.) The view centers on the broken
pole just up the path, the work of Saavedro. Not good!

@ Rotate the reflection pole one time. This redirects the light beam to the blue reflection pole off to your right. (If
you look into the view-scope receiving light, you see the blue pole.)

@ Move two clicks down the sandy path (back the way you came) and turn left to see rungs running up the rock.

@ (limb the rungs to the blue reflection pole.

Fig. 2-34. Climb these rungs from the
beach to the blue reflection pole.

@ Rotate the blue pole once to direct the light beam to the green reflection pole across the caldera to the left.
(Check the view-scope receiving light to verify that the green pole is your target.)

@ (limb down to the sandy path, turn left, and work your way around the perimeter of the island: across the
stepping-stones, up the rock ramp, past the purple reflection pole, and down the stone steps to a pair of
suspension bridges.

@ (ross both suspension bridges. On the far side, climb the rock steps.

Fig. 2-35. Cross both suspension bridges
to reach the green reflection pole.




Prima’s Official Strategy Guidé

@ At the top of the steps, climb the metal steps at left to the green reflection pole.

@ Rotate the green reflection pole once to direct the light beam to the nearby red reflection pole (on the rock
platform just across from you. See figure 2-36).

@ (o down the metal steps and up the rock steps to the red reflection pole.

Fig. 2-36. When rotated once, the green pole
(at left) directs light to the red pole seen on
the nearby rock platform (at right).

@ Rotate the red pole twice to direct the light beam to another yellow reflection pole across the caldera. (Again, you
can check the target by looking through the view-scope that is receiving light)

@ Descend the rock steps, go back across the two suspension bridges, and climb the rock steps to the fork (just one
click upward) in the stairway.

@ Take the left fork and climb to the yellow reflection pole. (Again, this is the second yellow pole. You rotated
another yellow pole earlier.)

@ Turn this yellow reflection pole twice to send the beam to the nearby purple reflection pole.
@ Descend the steps to the fork, veer left to take the other upward fork, and climb to the purple reflection pole.

@ Turn the purple reflection pole one time. This sends the light beam at another red reflection pole—the one where
you first linked into J'nanin.

Fig. 2-37. The red pole (second of its color in
the series) sits atop the rock platform where
you first arrived in ['nanin.
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Chapter 2: J'nanin: The Lesson Age £\

@ Descend the rock ramp, cross the water under the cable-bridge using the stepping-stones, turn right, and climb up
the rungs. At the top, turn right and approach the red reflection pole.

@ Rotate the red reflection pole once.

@ Veer to the left side of the pole and look through the scope on that side (the one receiving light). The light beam
now hits a prism in front of the tusk-shaped tower on the opposite side of the caldera. Let's check it out.

Fig. 2-38. Turn the final red pole once to direct
the beam to the prism (as seen here through
the view-scope).

The Prism and the Color Wheel

When the light beam is channeled successfully through all seven reflection poles, the prism splits
the beam into a circular spectrum, a "color wheel" pattern, superimposed over the buttons on
the chamber door. Now you must figure out the correct order to push the buttons. Big hint:

The path the light takes as it passes through the poles reveals a color-coded sequence—the
order of fire marble colors on the poles.

Fig. 2-39. Time to head for that tusk!
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@ From the final red reflection pole, step onto the curving bridge, turn left, and climb down the rungs to the beach.
@ Turn right and follow the sandy path all the way up to the tusk-shaped tower.

@ At the boulder that blocks your forward path, turn right and descend the first set of steps. Then turn left and
climb up to the prism device in front of the structure.

Again, the light passing through the prism
splits into a circular spectrum of color light
waves projected onto the door. Each wave falls
over a specific button, giving the button a color.
The door is sealed shut by a color-coded combi-
nation lock.

Fig. 2-40. The prism splits the light beam into

a color spectrum that falls over five buttons on
the book chamber door.

@ Enter the color code revealed by the path the light takes.

@ Be more specific, you say? OK, push the door buttons in the order that matches the color sequence of
the reflection pole fire marbles as you followed the light beam from the light gun through the poles to
the prism. (Whew)

& Still need help? Just push the buttons in this order: yellow, blue, green, red, yellow, purple, red. When you press
the fast button, the door slides open.

N()te: The light beam must shine on the door before it will open. The buttons are photosensitive.
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The Voltaic Book Code

You reached the linking book at last. But now what? It sits out of reach in a cage near the ceiling,

Fig. 2-41. The book is contained in a cage
suspended high above your head.

@ Approach the podium beneath the cage.

@ (lick on the podium for a close-up. Note the four movable marbles arrayed in concentric circular grooves.
Look familiar?

@ (lick and drag the marbles to the positions revealed earlier at the Observatory telescope when you focused on the
Voltaic chamber (see figure. 2-42). The cage lowers.

Fig. 2-42. Move the marbles in the Voltaic
podium'’s code-wheel to this configuration.

@ Qpen the Voltaic book.
@ Touch the animated panel to link to the Voltaic Age.
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Fig. 2-43. Open the book and
touch the panel to link ’
to the Small Isle of
the Voltaic Age.

Getting from J'nanin to Amateria: The
Dynamic Forces Puzzle

The Amateria linking book rests in a chamber inside the tusk-shaped tower that rises from the
small islet adjacent to the main landmass, near your arrival point. A large obstacle blocks your
route to the book; this is the access puzzle Atrus created as the first part of his "dynamic forces"
lesson plan. Unfortunately, Saavedro meddled with
the plan a bit, making access to the book chamber
more difficult. |

Fig. 2-44. The Amateria book chamber is
in this tusk rising from the small islet.
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@ From the top of the Observatory, cross the high bridge, climb down the ladder, and walk across the curved catwalk.
& (Continue past the red reflection pole across the cable-bridge towards the tusk tower.

& Walk past the tower and veer right, moving as far forward and to the right as you can. Then look down to see the
ladder rungs on the rock.

@ Descend the rungs to find a podium with two levers.

Fig. 2-45. Descend these rungs to the podium.

Across a small inlet you see a large round
weight on a jointed bridge. At the left end of the
bridge, a door leads to the Amateria book chamber. At the right end, a bridge ladder extends to
an access hole above. The weight blocks the path across the bridge. Your task here is to create an
unblocked path from bridge ladder to chamber door.

@ Note the four movable "bridge joints" connected to grooves in the islet's cliff. You can raise or lower these joints
in inverse pairs, creating different elevation states. By manipulating these states, you can roll the round weight
"downhill" along the bridge.

@ Note also that the bridge ladder at right is actually attached to the bridge segment itself. Thus, it tilts away from
the access hole in certain configurations; in others, it drops too low to reach the hole.

@ (lick the podium levers in this order: left, right, left, right. This moves the weight to the far right, unblocking the
path from ladder to the tower door, and also tilts the bridge ladder back into position under the access hole.

Fig. 2-46. Move the left lever up, the right
lever down, the left back down, then the
right back up. This sequence rolls the
weight to the far right (as seen here) and
properly positions the bridge ladder.
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@ Ascend the rungs on the wall.
@ Walk straight across the small islet to the hole. (See figure 2-47.)

@ Descend the bridge ladder under the access hole and go to the tower door.
@ (lick on the handle to open the door. Uh oh!

e

; éj{? Fig. 2-47. After you move the weight to the far

Look, there's the Amateria linking book—
up high, locked in its cage, with the podium

mechanism below. But Saavedro has somehow
smashed the chamber floor: there's a wide rift between the door and the mechanism. You
can't cross it. Wait... that hole looks to be roughly the size of the large weight sitting on the
bridge, doesn't it?

@ Return to the podium with the bridge controls.

@ Roll the round weight into the tower by clicking the levers in this order: left, left, right. This rolls the
weight through the open door.

@ |mportant: Click on the right lever one more time! This tilts the bridge ladder back into position under
the access hole.

@ Return to the book chamber. The weight has fallen into the rift, forming a convenient "bridge" to the podium.

Fig. 2-48. Roll the weight into the book
chamber to fill the floor hole, letting you
cross to the podium.
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@ Approach the podium and click on it for a close-up.

@ (lick and drag the marbles to the positions revealed earlier at the Observatory telescope when you focused on the
Amateria chamber (see figure 2-49). The cage lowers.

Fig. 2-49. Move the marbles in the Amateria
podium'’s code-wheel to this configuration.

@ (pen the Amateria book.

@ Touch the linking book panel to link to Amateria, the
Dynamic Forces Age.

Fig. 2-50. Use the Amateria book to link
to the Age.

Getting from J'nanin to Edanna:
The Nature Puzzle

Atrus built his Edanna linking book chamber into the tusk-shaped tower nearest the
Observatory. The chamber door is halfway up the tower, seemingly unreachable. But of course
there is a way. And remember, Edanna is the Nature Age, so any puzzle solution in Atrus's
Lesson Age will reflect that fact.
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Fig. 2-51. The Edanna book chamber is halfway
up this tusk. Note the melon-like buds of the
Barnacle Moss on the right cliff wall.

@ From the top of the Observatory, cross the high bridge, go down the ladder, and descend the rungs to the beach
@ Turn left and cross the stepping-stones under the cable-bridge. (See figure 2-52.)

Fig. 2-52. Look like a dead end? It's not.
Follow those stepping-stones across the
water and under the bridge.

@ Walk across the stepping-stones under the cable-bridge.

@ (limb the steep rock ramp on the other side. At the top, you find another reflection pole, this one with a purple
fire marble.

@ Turn left and descend the rock steps. At the intersection (where another set of stairs leads upward), take the left
fork that leads down to a pair of suspension bridges.

@ Walk across the first suspension bridge to the rock platform.

@ Turn right and take a step toward the tusk-shaped tower. The linking book chamber is behind that door directly
across from you.

@ ook down to find the ladder, and then descend to the first landing.
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...then look down to find the rungs of a ladder.

Fig. 2-53. A pair of suspension bridges spans the
caldera. Cross only the first bridge...

Now take a look around. The cliff is covered with a thick green moss sprouting large,
round, reddish-brown buds that look like watermelons. This is Barnacle Moss. Also note the
strange plant with the ear-shaped stalk on the ledge nearby. This is a Hearken Fern.The "ear"
stalk can pick up and amplify noises from distant locations if you aim it toward the sound.You'll
use this plant's unique ability in a moment.

Fig. 2-54. This is a Hearken Fern. Stand
behind it and give it a spin, pointing the
stamen at sounds around the caldera.
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@ For fun, stand behind the Hearken Fern.

@ Move it around, aiming the tip of the stamen (the horn-like protrusion) at various locations across the caldera.

@ |n particular, aim at the lake below, the Whistling Rock formation just above it (hear the moaning?), the clouds
above the caldera, and the suspension bridge just above you.

@ Step past the Hearken Fern and descend the ladder down to the caldera basin.

@ Move four times over the stones to the right of the catwalk. You end up next to a small tent-like structure.
This is a Squee's nest.

@ Push the button-like plant on the nest's top to see the Squee pop out for a look. Cute little guy, isn't he?

Fig. 2-55. Say hello to Mr. Squee. He can
help you get to the Edanna book.

Time for more observation. Swivel right. See
the lily-like plant in the water? That's a Spanning
Lily. This flora flattens when touched and extends
its spiky leaves outward. This action forms a
convenient bridge for small animals to walk across water.

See the Barnacle Moss growing on the rocks across the pool? The Squee in the nest would

love to feed on its delicate inner flowers. But the Squee is a land-based creature. How can it get
across the water?

Fig. 2-56. When you touch the Spanning Lily,
it flattens. Then call out the Squee to munch
his favorite food, the Barnacle Moss.
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@ Touch the Spanning Lily. It retracts, spreading its leaves across the water.

@ Press the top of the Squee's nest. The creature runs across to the Barnacle Moss and chirps. The sound causes the
moss buds to expand. Cool!

@ Retrace your steps up the ladder to the landing.

& (et behind the Hearken Fern again and point the stamen at the spot below where the Squee chirps happily. (See
figure 2-57.) Wow! The amplified Squee chirping triggers the expansion of the mature Barnacle Moss buds on the
diff wall above you.

@ Now climb to the top of the ladder and cross the Barnacle Moss bridge to the door in the tower.

Fig. 2-57. After you get the Squee to chirp,
aim the Hearken Fern at the critter's
cute sound (as shown here).

Fig. 2-58. Climb the ladder and cross those
burgeoning Barnacle Moss buds to the
Edanna book chamber.

@ (Qpen the door and step into the chamber. A linking book
sits in a cage suspended near the ceiling, out of reach.

& Approach the podium and click on it for a close-up.

@ (lick and drag the marbles to the positions revealed earlier at the Observatory telescope when you focused on the
Edanna chamber (see figure 2-59). The cage lowers.
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Fig. 2-59. Move the marbles in the
Edanna podium's code-wheel to
this configuration.

@ QOpen the Edanna book.
@ Touch the linking book panel to link to Edanna, the Nature Age.
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Inlet Gantry
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Fig. 3-1. Here's an overhead view of the Voltaic Age. Some primary structures, such
as the Lava Chamber, lie underground, so they aren't visible here.
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Welcome to Voltaic, the Age of Energy. The map of the island (see figure 3-1) reveals a U-
shaped canyon lined by forbidding sandstone cliffs. Your task is to get power flowing to the
Small Isle in the upper-left corner. To do so, you must harness, transform, or channel various
forms of natural energy to activate a series of mechanisms.

{€: Your ultimate goal in each of the three Element Ages is the same: Find that Age's unique
symbol and bring it back to J'nanin.

The Small Isle

Your Voltaic adventure begins on a metal catwalk over a tiny island, which we'll call the Small
Isle. This isle sits at the mouth of an inlet that spills water down the main island's canyon. The
catwalk leads to a stone building on the Small Isle. It also spans to the main island, where it
curves into a crevasse through the cliff wall.

Fig. 3-2. This stone structure hunkers atop the
Small Isle where you arrive in Voltaic.

« Proceed along the catwalk to the door of the stone
building on the Small Isle.

« Try to open the door. Nothing happens. The lock mechanism attached to the door's handle needs power.
« Tumn left to see the metal container; it looks like a shiny basketball with wings. Approach it.
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- Fig. 3-3. This conveniently placed book links right
L~ s | Dback to the Voltaic book chamber on |'nanin.

- —
e Tera

« (lick on the container to open it, revealing a |'nanin linking book. This links back to the Voltaic book chamber.

Use it only if you get stuck on this Age and want to explore elsewhere. (Of course, you won't get stuck if you stick
with us))

« Examine the area: the pylons and gantry tower rising from the inlet, the power plant's sluice gate just beyond the
tower, and the route of the power cable.

Fig. 3-4. This power cable runs from the
stone structure down into the water.

A thick electrical cable runs from the Small
Isle's stone building to a metal pole at the end of
the catwalk, then threads under the catwalk and
disappears into the water. Just yards away, two metal pylons and a stone gantry tower rise from
the inlet water; more cable runs from the far pylon toward
a power plant farther up the canyon. In fact, the inlet
gantry and pylons are part of an electrical power system
that runs through the entire Age, delivering energy to
various locations.
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Fig. 3-5. Cross this catwalk to
the main island.

« follow the catwalk across the water and
into the crevasse on the main island.

« At the first intersection (just before you
emerge into the open chasm), turn right to see a narrow, red-lit tunnel.

« Follow the red-lit tunnel. Watch for another one of Saavedro’s journal pages on the tunnel floor.

This journal entry starts at the beginning, as it were. Saavedro describes "the fog that eats
my mind" (his madness) and the moment that helped him emerge from that fog: the arrival of
Atrus on J'nanin.

i

« Proceed to the next intersection. You see a door just
ahead. If you try the door, you discover it's jammed
from the inside. (By Saavedro, perhaps?)

« Turn right to see a narrow, blue-lit tunnel.

« follow the bluelit tunnel to the power plant.

Power Plant A

A hydroelectric power plant spans the length of a waterfall that drops from the ocean inlet into
the canyon below. The plant has three sections: a two-story control tower, a long cylindrical
waterwheel, and a gear platform that powers a turbine generator. Check out the map in figure
3-1.See how the inlet rocks split the falls into two separate spillways? One spillway runs under
the waterwheel, one under the gear platform. A movable sluice gate directs water into only one

spillway at a time.
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The power plant is not producing electricity at the moment.Your goal is to activate the
plant and thus generate power for other mechanisms in the Voltaic Age.

« Step out of the tunnel into the alcove.

« Turn left and step forward to examine the power flow diagram. (See figure 3-6.)

Fig. 3-6. Icons in this diagram indicate various
mechanisms (labeled here) in the Age. A glowing
icon means power is flowing to that mechanism.

WaterwhedB £«

When the power is on, the diagram's icons

glow to depict the flow of electricity to various
mechanisms around the island. (A lit icon means the designated mechanism is powered up.) At
the moment, none of the diagram's icons are lit because the plant is not producing electricity.

Fig. 3-7. Climb this ladder to top of
the control tower.

« Turn around and approach the ladder.

« (limb up the ladder to the top of the control tower
(two clicks up).

Control Tower

Nice view! The Small Isle looms across the water to your right. So does the inlet gantry tower |
and its nearby pylons. The sluice gate and the cylindrical waterwheel lie directly below. Attached
to the waterwheel are several rows of movable flaps called "vanes." When these vanes are
deployed—that is, flipped open—and water is running under the waterwheel, the water pushes
the vanes, causing the wheel to turn. The vanes are currently retracted, however.
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