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melcome to The Dig.

Start up this game and you’ll take off into a beautifully rendered
graphbic adventure set on a distant planet and filled with intricate
puzzles and plot twists. Although this game is fun to look at, it's also
extremely challenging to win. That's where this book comes in. We're
bere to offer advice and get you out of tight spots. We won’t deal with the
(very) bavics of how to use your interface or access your inventory —
that’s all covered quite well in the game manual. But we will flesh out
The Dig's plot and provide you with as much or as little help as you
need to get you to Cocytus and back again.

We know that different players need different kinds of answers. Some peo-
ple like adventure games but get frustrated with the puzzles. If you fit that
description, you'll want to jump to our comprehensive walk-through. It tells
the complete story of the game while solving every puzzle you'll encounter
along the way. Other people are good at problem solving but occasionally
encounter a plot element that stymies them. That’s why we've also created a
hint section. Still other players can play through pretty successfully but some-
times find themselves at a dead end where nothing seems to be happening.
They've added some weird stuff to their inventory but they don’t know what
to do with it. For these players, we've provided an inventory list that describes
the function of every item you can grab in the course of your travels.

Maybe you just want to browse and find out some more information
about the game’s characters, the world of Cocytus (pronounced ko-si’-tus),
or what went into creating 7ke Dig. To this end, we've also included back-
ground sketches of the Attila mission crew, a history of the planet Cocytus,
descriptions of the alien wildlife you'll encounter, and brief portraits of some
of the people behind the development of LucasArts’ latest creation.



© PURYINGTHE GAKE

L

“In Tb;Dtg_you control Commander Boston Low as he finds himself and his
crew stranded on the planet Cocytus. If you want to survive and find your way
homé;;you'll need to learn as much as you can about Cocytan culture. It’s espe-

~cially important to pick up and examine any artifacts you find. In the centuries

~ since the Cocytans populated this planet, small animals and interplanetary vis-
itors have scattered important pieces of Cocytan machines and culture all over
the planet. Most of the time you'll want to use a trial-and-error process to
deduce the functions of the artifacts you discover.

fl Word to the Wise

Save your game frequently, particularly when you enter a new area or
encounter a puzzle for the first time. Low never bites the dust outright, but
some of the puzzles he encounters are tricky enough that saving in advance
will spare you some serious headaches. Once you've saved your game, feel
free to consult your intuition. When that fails, revisit areas you've already
explored to scout out items, clues, or missing puzzle links. Still stuck? There’s
always the rest of this book.

COCYTAN GEOGRAPHY

The general geography of the planet consists of the surface, which is mostly a
small circular area inside a bowl-shaped canyon; the Nexus — a central power
center and dispatching point for trams that travel to other places; and the five
spires: the museum spire, the planetarium spire, the tomb spire, the map spire,
and the cathedral spire. Each door in the Nexus leads to one of these spires, and
for convenience we refer to the first door to the left of the Nexus entrance as
door 1, the second door to the left as door 2, and so on. For more details on the
geography of the planet, see the navigational aids in Chapter 5.

Launching The Dig 3
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HOW TO USE THIS BOOK

Each chapter in this strategy guide offers a different way to add to your gaming
experience. Read them in sequence if you'd like, or scan the chapter-by-chapter
breakdown that follows and jump straight to the section that best suits your style.

Chapter 2: Crew Roster

Original character sketches created by LucasArts’ Peter Chan for this strategy
guide accompany this chapter’s introduction to your alter ego and teammates.
Look here for background information and personality quirks but don’t expect
to find many hints just yet.

Chapter 3: A Brief History of Cocytus

Familiarize yourself with the milestones of Cocytan history. Learn about the
Cocytans, their culture, and, most importantly, their fate. If you read closely,
you'll uncover several clues in this chapter but no outright solutions. We've
included this history to give some background on the game and make it a
richer and more entertaining experience.

Chapter 4: Mission Log (from the journal of Boston Low)

This is the walk-through — a blow-by-blow narrative of the entire game, com-
plete with solutions to all the puzzles you'll confront. Study this story carefully,
follow Low’s every move, and you'll beat the game. If this is more hand-holding
than you need or want, try the hint section. You can always finish the game, then
read the mission log after the fact to get a clearer look at the big picture.

In addition to the story, the mission log provides periodic checklists of the

steps you must take to progress. Use these checklists to make sure you don't

forget to pick up that one essential whatsit that will come into play two hours
later. Puzzle close-ups home in on particularly difficult puzzles and feature




step-by-step tutorials. To keep the narrative moving, the mission log some-
times avoids describing precisely when and where to click to solve a puzzle.
The close-ups, which follow the checklists, tell all.

Danger seems to be an everyday
occurrence on Cocytus.

Chapter 5: Navigational Rids

Use the maps you'll find in this chapter by themselves or with the walk-
through to guide your travels around the world of 7he Dig.

Chapter b: Cargo Manifest

This is the nuts-and-bolts inventory section, which catalogs every object Low
can pick up and use, along with their locations and importance to the story.
Needless to say, you'll find the solutions to many puzzles in this section so don't
read it casually unless you're either done with the game or absolutely desperate.

Chapter 7: Cocytan Fauna

This section features Peter Chan'’s preliminary concept sketches for the various
creatures of the game. Brief descriptions of these animals provide clues about
their location and their role in your adventure.

Launching The Dig
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Chapter 8: Houston, We Have a Situation / Hints

This step-by-step guide to 7he Dig takes the form of a series of questions
covering everything you could want to know about the many puzzles that will
cross your path. Find the question that applies to your situation, then look at
the first answer. Mull it over. If you still need help, examine the second
answer, which is more specific than the first. Think harder. We've printed the
most revealing answers upside down to keep you from seeing more than you
want. If you want flat-out answers instead of just hints, turn the book over.
The last answer describes exactly what to do.

If you're a Jeopardy fan, you can cover up each question and try to deduce
it by reading the answers. This won't help much with the game, but it may
provide collateral entertainment.

Chapter 0: The Ground Crew

This chapter gives you a look at the making of 7he Dig. Here you'll find inside
info on the LucasArts crew that put the game together. Learn what motivates
programmers to slave over their keyboards until the wee hours of the morning.
Hang out with the groovy designers and dig their Bohemian insights into the
art of animation. Find out which classical musicians inspired the otherworldly
licks that accompany your exploration of the Cocytan caverns. Once you know
how the ground crew put together 7he Dig, you'll never look at the game the
same way again.

fl Final Note

Even though what happens to the crew of the Attila mission isn’t always pleas-
ant, and sometimes the puzzles may seem impossible, remember that the point
of all this is to have fun. You're embarking on a journey to a strange new planet,
where danger and mystery await at every turn. Strap yourself in and get ready
to shoot for the stars.
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n making up the
crew for the Attila mission, NASA (as always with a highly visible mis-
ston) balanced expediency with politics. There was no question about
who they would choose for mission commander, since Low’s reputation
for maintaining a cool head under pressure and triumphing againdst the
0dds was legendary. The problem was coaxing him out of retirement,
but the urgency of the mission and the lure of handpicking his cockpit
crew helped convince him. The cockpit crew wads condidered low profile
anyway, and Low’s choices were as good or better than those NASA

would have come up with.

The other two crew members were sprung on Low right before the
preds conference when it wads too late for bim to do anything about (t.
Given that the mission needed a geology expert, Brink was a graceful
compromise between utility and public relations. As for Robbins, NASA
was being a little more cynical. She had published some articles ques-
tioning funding for the program in the past, so they figured that if the
mission went well, they might have won over a high-profile media figure
to their cause. If the mission was a disaster, NASA would have far more

than one pesky reporter to worry about.
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Mission commander, has a distinguished service record as an astronaut. He
has flown five missions and served as commander on two, including the ill-
fated flight of the Endeavor where Low’s quick thinking and seat-of-the-pants
piloting skills brought the shuttle safely home after the onboard autolanding
guidance system failed.

- The pressure of this crisis, combined with the subsequent press attention,
resulted in Commander Low’s retirement from the astronaut
corps. Despite his lionization by the media, Low is essentially a
private man who has always taken his responsibilities very seri-
ously. Other than his fellow astronauts, he has very few social
contacts and likes it that way. It was only the urgency and
potential risk to human life from the decaying orbit of the
asteroid that persuaded Low to come out of retirement to
command the Attila mission. He is not happy about being

in space again, or about having two civilians along for
him to baby-sit.

Other than flying, Low’s only known passion is fish-
ing. After all his missions, but particularly following the
media circus that surrounded the Endeavor incident, Low
would take off for the country to sit on a river bank
where he had no responsibility other than baiting his
hook. Knowing of this hobby and knowing that Low was
the type to shoulder all the blame, Cora Miles tracked down
Low at his mountain retreat and spent several days fishing
and talking with him until she was sure he was back on track.
This resulted in a rare degree of trust and camaraderie
between the two astronauts.

He is competence personified, and he respects competence
in others. Although his background as a test pilot makes him
something of an individualist, he has been in the service
most of his adult life, and, like many career military officers,

Crew Roater q
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Low doesn’t completely understand the civilian mind — particularly civilians
like Maggie Robbins who mistrust authority and seem to automatically rebel
against it. Despite his talent for innovative problem-solving, Low is much more
comfortable with established procedures and known quantities. This natural
inclination has become even more pronounced since the Endeavor near-disaster.

In short, Boston Low is a hard man to get to know, but he’s the best there
is in his chosen field.

DR. LUDGER BRINK

:_, ? Mission science advisor, holds dual degrees in archaeology and
g-.% geology, but has won most of his fame in the field of space geology.
> He has served as science advisor on previous shuttle flights

(although not with Low) and his interpretation of the spectro-
H o graphic analysis of Attila was part of the New York Times front
\ page article when the story broke.

Although his education is European and he lives abroad,
Brink is well known in U.S. academic circles, both for his
writings and his frequent trips stateside in search of grants

. and sponsorships. His wry wit, cultured accent, and Nordic
good looks have made him a popular guest at cocktail parties
on both coasts. Still, as with Low, Brink’s real friends are
mostly found among his colleagues. Brink is tremendously
excited about the mission and expects to be included in the

survey team that will do a detailed study of Attila after the ini-
tial mission to stabilize the asteroid is completed.

Brink is also a near-Olympic level skier, having won sev-
eral amateur competitions before love of science wooed him
away from the slopes. His passion for scientific discovery is
often mistaken by jealous co-workers for competitiveness,
but the truth is that Brink merely has that prerequisite of all

great scientists: the burning quest for knowledge. He



shares this quality with Maggie Robbins, but he also shares Low’s respect
for intellectual discipline and orderly procedure.
Brink’s life is a successful tightrope act, balancing between the isolation

~ of the researcher and the popularity of the fund-raiser, between his eager

search for truth and the rigid requirements of scientific investigation.

MAGGIE ROBBINS

Mission observer, has, in a relatively short time, carved out a
brilliant career for herself in electronic journalism. As a
parochial school student, it didn’t seem likely she would ever
be successful at anything. The skills of dogged inquiry and
verbal aggressiveness that would serve her so well in her ¢’
future career earned her nothing but scorn and abuse
from her dogmatic, authoritarian instructors. Robbins
was fortunate to have parents who were sensitive
enough to recognize the problem and rich enough to
enroll her in a more flexible private school. Although
she maintained a lifelong distrust of authority, Robbins
flourished in the new environment. She eventually attended |
Columbia, where she majored in journalism and minored in /.
ancient languages. In the course of her studies, she even took ﬂ‘u.__'!’
an archaeology class that Brink taught in one of his guest- ¢

lecture engagements, though he clearly doesn’t remember her. L\, /]
Robbins’ big break came during a terrorist takeover of a ME: (3
television station in Los Angeles, where she was working as
an entertainment reporter on a local news show. Drawing on
her own rebellious past, Maggie was able to win the leader’s
confidence and get him to agree to broadcast an interview
explaining his demands. Her questioning was thorough
and skillful enough during the three-hour interview that
when the police broke into the building, he surren-

dered peacefully, stating that his goal of alerting the

Crew Rodster 11
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public to his cause had been accomplished. Robbins’ competitors thought it
more likely that after her relentless questioning, the terrorist felt police interro-
gation would seem like a vacation. She went to work for CNN shortly after-
ward and became the first woman to broadcast from a combat zone.

When Robbins remembers to take time off from work, she spends most of
it with relatives in rural upstate New York. She comes from a large family, and
several of her brothers have country homes where, for a short time she is able
to relax with her many nephews and nieces. She also occasionally goes out on
the town in New York with friends she has known since college and they rem-
inisce about the rebellions of their student years.

But most of the time for Robbins, her work is her life. She smells some
kind of cover-up in this Attila mission and has pulled a lot of strings to get to
go along. Besides, it’s the ultimate exclusive — everyone else will

have to come to Aer for the story.

American kid from a Midwestern family. His Midwestern
family just happened to live on the poor side of Chicago,
where Borden managed to avoid most fights by being big
S0 WY/ for his age and developing a self-effacing sense of humor.
5- i 3 Money from after-school jobs combined with football and
i ;) ROTC scholarships got him to college, and his natural fly-
ing skills insured his success in the Air Force and later in the
astronaut corps. .
Borden is one of Low's closer friends, but the two men
are diametric opposites. Whereas Low tends to be a loner,
one of Borden’s favorite parts of a mission (other than the
flying) is the parties afterward. Low rarely cracks a joke

Even then, his jokes often sound apologetic. Borden's
principal form of communication is humor, except

except under pressure, when he uses humor as a release.



under pressure, when it’s his turn to become serious and businesslike. This
makes the two of them an odd but efficient team.

His relaxed manner belies his uneasiness about this mission. All of the
NASA crew are far too aware of the disaster that could result if the explo-
sives are not properly placed or the detonation does not produce the expect-
ed results. If Attila were to come down on land, it could take out a large city
and the surrounding countryside. If it happened to fall in the Pacific Ocean,
it could create a tsunami that would swamp the West Coast. This is no jok-
ing matter, but Borden learned from painful childhood lessons to adopt a
cheerful fatalism in the face of life’s larger inevitabilities.

CORA MILES

Payload specialist, grew up as the baby sister of five older
brothers, all of whom were crazy about cars and motor-
cycles. Her mother swears her first words were “mon-
key wrench.” Because her father died while she was
still in diapers and her mother worked two jobs, Miles’
brothers were her principal baby-sitters, and a ‘57 Chevy
on blocks was her playpen. By the time she graduated from
high school, all her brothers were working as mechanics and the
Cora Miles Scholarship Fund was the result of hundreds of
tune-ups, brake jobs, and busted drive shafts.
Nobody was really surprised, then, when Cora decided to
major in engineering. Everyone was surprised when she man-

aged to get herself accepted by first the Air Force Academy
and then the astronaut corps. She became a local hero, espe-
cially when she used her fame to promote legislation for
minority job-training and scholarships. The politicians she z{&"
worked with found her refreshingly practical, and even {77
when she was twisting their arms to vote her way, she .
usually left them feeling good about the experience. (/

People began to talk about her running for office.

Crew Roster 13
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The congressional campaign has been a hoot for Cora. She mostly thinks
of herself as a mechanic who NASA lets play with their toys, and the fact that
anyone would actually think her important enough to help run the country
seems like a better joke than anything Ken Borden ever came up with. Despite
the consequences if anything goes wrong, the Attila mission is in some ways a
welcome respite for Miles, because she’s back with her buddies doing some-
thing she really loves — tinkering.
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eyond the reach of
our most powerful telescopes, nestled in a sea of stars, lies the planet
Cocytus (as christened by Ludger Brink). Except for one small island
surrounded by five spires, the planet is completely covered by water.
Although this island has a rich and diverse animal population, there is

no sign of sustained intelligent life.

OUT OF LEGEND

Centuries ago, a traveler from another planet would have found things very
different — the landmass-ocean ratio was far closer to that of Earth, and here
dwelled the Cocytans, a peaceful, graceful, intelligent race of beings that
would remind us of griffins, those lion-eagle combinations of legend. Indeed,
considering that the Cocytans mastered faster-than-light space travel 3,000
years ago, one might question whether our griffin legends were inspired by
ancient travelers from this planet.

In truth, the Cocytans were far more cautious in their approach to inter-
planetary travel. They sent out probes, disguised as asteroids, designed to
attract intelligent, spacefaring beings. Cocytan science had progressed more
rapidly and in different directions than our own because of an essential physi-
cal difference between Cocytans and humans: Cocytans had an inherent and
visceral — almost emotional — perception of physical forces like gravity, iner-
tia, and magnetism. This was coupled with mental powers that allowed them to




=

manipulate these forces. Therefore Cocytans went about scientific experimen-
tation much the same way as humans cook or create art — by trying different
possible combinations until they found the one that felt best or looked right.
This process might better be termed tuning or tweaking than experimentation.
There was never any question whether a scientific hypothesis would lead to a
practical application (the Cocytans could sense immediately whether it would
work or not), only whether a given application would be the most esthetically
pleasing expression of that hypothesis.

CULTURE AND PERCEPTION

The Cocytan culture and belief system would in many ways be totally inexplic-
able to humans. One exception was their reverence for the number five, which
was based not on the fact that their hands had five fingers, but rather on the
fact that the planet’s sole mountain of any size was an extinct volcano with a
bowl-like depression at the top that was surrounded by five rock spires. The
mountain and these spires were later hollowed out to house some of the great-
est treasures of the Cocytan race, including the laboratory and tomb of the
Great Inventor (about whom we will find out more later). To the Cocytans,
these places were a combination of Mecca and the Smithsonian. Believing that
animal life was sacred, they brought samples of every kind of animal on
Cocytus to live on this mountain. The more innocuous of these creatures were
allowed to roam freely, but the more dangerous were confined to reserves
guarded by force fields on the mountain’s lower reaches. With the passing of
the Cocytans, the generators confining these creatures broke down, and they
escaped. Centuries later, when the great floods came, all the wildlife migrated
to the upper reaches of the mountain and found their way into the underground
chambers.

A Brief History of Cocytus 17 8
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The Cocytans’ reverence for animals was not based (exactly) on any eco-
logical philosophy, but was instead, like their rather tentative attempt at con-
tacting off-planet life, an outgrowth of their unique sensory perspective. They
cannot be said in any real sense to have believed in causality or linear time as
we understand it. Their constant perception of so many interacting natural
forces, coupled with their continuous evaluation of the shifting variables of
daily existence, would never allow for as simple a conclusion as “A causes B.”
If Newton had been a Cocytan when the apple fell, he might have said some-
thing like, “The field of the apple, or indeed the field of any object of lesser
mass than the Earth, has been observed without known exception to have a
blue, sweet-flavored attraction in the direction of the field of the Earth. This
attraction is tweakable from factor one to factor five, depending on the size of
the smaller object, the will and expertise of the manipulator, the weather, and
whether or not a cat is present.” Time was considered a relative measurement
of the stability of physical forms. Humans, for example, would have had a time



e

md;x of .003 in comparison to a redwood’s time index of 10. Liquids and gases
only possessed time on a molecular and submolecular basis — the only levels
at which their forms were stable.

A COCYTAN TRAGEDY

The Cocytan's sensory capabilities and their gift for science were both their
blessing and, when they turned their thoughts to the problem of immortality,
their curse. Even though exceptionally long-lived by Earth standards, the
Cocytans knew it could be centuries or even millennia before they would see
any results from their probes. This ratio between the stability of their physical
forms and the arrival of the information they sought was unacceptable. With
this in mind, their scientists came up with two solutions, each of which, though
practical in the short term and esthetically pleasing (by Cocytan standards),
had horrific long-term consequences. Unfortunately, with no concept of either
causality or linear time, the Cocytans had no tradition of rigorous testing that
might have helped them foresee the tragic results of their discoveries.

Spacetime 6 where the
Cocytans went

The first solution was the life crystal. Crystals have high stability of form,
yet because they can be grown, they're also unusually susceptible to the kind
of mental adjustment that the Cocytans routinely performed. In their research,

A Brief History of Cocytus
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the scientists also discovered that certain crystals conducted energy efficiently
and in a manner that the Cocytans found esthetically pleasant. The life crys-
tals they created scanned the DNA of the remains of a dead life-form and
reconstructed the body based on this information. The crystal then jump-
started the normal life processes, getting the heart pumping and air moving in
and out of the lungs. Difficult as it may be to believe, that was the easy part.
Even the Cocytan inventors were not sure how the other part of the process
worked, in the same manner that we don't know exactly how gravity or elec-
tricity work. They theorized that the spirit of a creature retained a certain
affinity for its physical form and that, when the form was restored to full func-
tionality, the spirit was inevitably attracted back to its former shell.

The Cocytans were ecstatic at the success of this process...for about a
week. As more Cocytans were resurrected (and hundreds were in those first
few days), it became clear that the odd behavior of the initial subjects was not
a fluke of specific crystals or personalities. Every resurrected Cocytan dis-
played an obsession with these crystals and a pathological need to acquire
more. Cocytans who in their former lives were venerated elders and models of
decorum lied, stole, and even killed to acquire more crystals. Apparently the

“charge” from the crystals was somewhat temporary. Granted, with a life-form
that was newly dead, the resurrection might last 20 or 30 years (barring dis-
ease or accident). But the longer the individual had been dead before resur-
rection, the less affinity their spirit had for their body, and the sooner they
would need “recharging.”

The beast guarding the Eye.




~ The results were tragic to the extreme. As their destructive obsession grew,

it became clear that all of the resurrected Cocytans would have to be captured

and incarcerated or humanely put to death. The emotional toll was incalcula-

~ ble for the hundreds of families who had rejoiced to see their departed rela-

tives returned to them, only to be horrified by the sight of their loved ones
being hunted down and executed. Unfortunately, the crystals were not com-
pletely disposed of, for it was discovered that their energy, when applied to
certain devices, would make possible other, apparently safer means of immor-
tality. Some crystals were hidden away by resurrected Cocytans and never
found. The rest were locked in a cache at the base of the museum spire and
placed under constant guard. Only the most trusted scientists were allowed
access to these crystals. There was even an explosive capable of timed detona-
tion placed in the crystal storage room, so that if there were ever an organized
attempt to overwhelm the guard and capture the crystals, they would be
destroyed rather than set loose into Cocytan culture again.

THE GREAT INUENTOR

Which brings us to a Cocytan revered as no other in his planet’s history — the
Great Inventor. His perception and deft manipulation of natural forces, com-
bined with his uncanny brilliance, produced hundreds of inventions that
enriched and advanced life on Cocytus. When he turned his attention to the
problem of immortality, no one doubted he would find a solution. He began
his studies by focusing on the energy that returned to creatures that were
revived by the life crystals. Tracing this energy to its source, his findings
seemed to confirm the validity of an ancient Cocytan mystical belief — that
there existed a dimension where the spirits of departed Cocytans lived in eter-
nal bliss, observing the actions of the living and advising them through dreams
and rare ghostly visits. Once the existence of this parallel dimension was con-
firmed, it was, for a Cocytan of the Inventor’s talent, a relatively easy process
to produce a machine, powered by life crystals, that would open a gate, or
Eye, into that dimension.

A Breef History of Cocytus
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The tomb of the Great Inventor

Disaster first struck when the Great Inventor activated his machine. The
vortex created by the establishment of an interdimensional gap sent forces
back through the controls that were far too strong for his feeble frame. Within
minutes of throwing the switch, the Great Inventor was dead. Following a
funeral attended by thousands of Cocytans, he was interred in a crystal pyra-
mid on the Sacred Mountain. His deeds were carefully preserved in the
archives. Soon the entire population of the planet trooped into the Eye, secure
in the belief that when their probes returned with extraterrestrial visitors, they
would be able to safely observe these aliens and then return to interact with
them. Before they left, though, in a rare moment of Cocytan foresight, they
perceived that a technologically clever but ethically ruthless race might find
its way to the Eye. To protect themselves and their future, they placed a par-
ticularly ferocious beast in a life-preserving stasis field outside the Eye. If a
non-Cocytan approached, the beast would be released to guard the gate.

All did not go as planned. The path between dimensions was far too com-
plex for the highly rarefied Cocytan senses, and though they reached their
destination, they were incapable of returning. They could observe and with
great collective effort they could manifest an ethereal form that had limited
ability to manipulate objects, but otherwise they were doomed to an eternal
existence as bodiless, sensationless mtelllgences In helpless agony, the

m,,ymﬁ

.
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ocytans watched as alien races came to their planet and failed to even sur-
vive, let alone discover how to release them from their imprisonment. Some of
these visitors, out of frustrated anger, spite, or their own bizarre cultural dic-

tates, disabled some machines or scattered the parts to others. The most crush-

ing blow came with the solar flare that melted their ice caps and flooded the
entire planet. Only the top of the Sacred Mountain was spared. Convinced
that this was the end of their culture, the Cocytans all but gave up hope. And
then the expedition from Earth arrived....

A Brief History of Cocytus 23 :
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MISSION TO ATTILA

Named by NASA for the barbarian invader of Western Europe, the asteroid Attila
mysteriously appeared one day in decaying orbit around the Earth, threatening to shat-
ter an area the size of San Francisco. When NASA sent a mission up to stabilize Attila's
orbit, it hardly suspected that the asteroid would prove far more dangerous and baf-
fling to that mission than its namesake had been to the Roman Empire. Beneath the sur-
face of this dark rock lurked a mystexy that would give three unsuspectmg earthlings
. tlte advanture ofthexr hi -, . - .

from the journal of Boston Low

After a blessedly routine journey into orbit, we are face-to-face at last with the
asteroid Attila. Our agenda is straightforward:

. Deploy the Pig, our onsite tool carrier and environmental scanner.



2. Once the Pig is on the asteroid, remove the nuclear devices for
g
placement at the bomb sites and retrieve the tools.

§. After we've placed the nuclear devices, arm them and return to
the shuttle, from which we can safely detonate the nukes.

I'll be pleasantly surprised if the mission goes as smoothly as the launch.
Needless to say, I don't like the idea of two civilians onboard, although Brink
seems thoroughly competent as a science advisor and has logged some EVA
time on previous missions, and Maggie, in spite of her attitude, is a consum-
mate professional. I just don’t see the need for untrained personnel on a

mission this crucial.

So far, so good. I radioed Cora on the PenUltimate (which apparently will be
our communications default on this mission) and instructed her to remove
the Pig. I then ferried it down to the planet’s surface and proceeded to collect
the tools and the nuclear devices.

Mussion Log /| Walk-Through 27
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Shovel
Zero-Gravity Digger
Explosive Device Alpha

Explosive Device Beta

Placing the nukes involved a little more effort. We tried quadrant 2 first
because it was the farthest away and, if we were running low on oxygen
toward the end of our EVA, I wanted to be closer to the shuttle. By using the
zero-gravity digger, I cleared enough of the surface dirt to place device Alpha.
Having activated it with the arming key, we proceeded to quadrant 3.

A boulder lay right where we wanted to place the charge, so it was time for
Attila to meet Archimedes. I slid the shovel under the boulder and levered it
upward. With Attila’s light gravity, the force of the push was enough to send
the rock flying into space. Then we placed and armed device Beta.



We returned to the shuttle, and I told Ken (via the PenUltimate) that the
explosives were ready to go. The explosion went well. Everything seemed to
go by the book.

[ [F]

O

B
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Deploy Pig.

Open Pig.

Remove tools and explosive devices.
Clear bomb sites and plant devices.
Arm devices.

Return to shuttle and give go signal to Ken.

Mission Log / Walk-Through




The Dig Official Players Guide

Exploring Attila

mEERsd 111103

The explosion blew open a large fissure on the surface. We got some strange
instrument readouts from inside the opening that had Brink all hot and both-
ered, so I reluctantly agreed that we should check them out. After sending the
Pig down to give us some light to work by, we carefully descended, only to
find a strange metallic plate.

The regularity of the edges, the smoothness of the surface, and the mark-
ings on the plate suggested that it was an artifact rather than a naturally formed
object. Brink wondered whether the entire asteroid was artificial. As if that
wasn't weird enough, we found traces of three similar plates buried beneath
some odd projections in the face of the wall. We are investigating further.



The digger came through again when I used it to clear off the projections.
Four plates were indeed embedded in the wall. Something about their place-
ment and appearance reminded me of giant push buttons, so I tried giving
one a little shove. It obligingly sank down what appeared to be a long,
smooth-walled shaft. Likewise with the other three plates. This did not tickle
me a whole heck of a lot. Our oxygen was down to a half hour, and despite
the historical and scientific significance of our first contact with alien artifacts
(which Maggie and Brink would not shut up about), those prickles on the
back of my neck told me that I'd be much happier executing a textbook reentry
off the California coast.

Plate

0dd Projection

0dd Projection

0dd Projection

Mission Log | Walk-Through
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One of the plates was large enough to create a larger-than-human-size
tunnel when it dropped. The scientific and journalistic members of our little
expedition insisted on further investigation, so into the tunnel we went.

At the other end was a gigantic chamber with smooth, polished walls that
was (even to my skeptical eyes) obviously manufactured rather than natural.
It occupied most of the inside of the “asteroid.” At the far end we saw a plat-
form; on the floor around it were the four metal plates I had pushed through.
From the slight resistance I felt when I picked them up, I could tell the sur-
face below the platform was lightly magnetized, which explained why they
were so conveniently stuck there, but not how they all managed to fall in that
particular location. Chalk another one up to the wonders of alien science.



y

At the top of the platform was a large square indentation. After a brief
examination, it became clear that the four plates would fit into the square. At
this point [ was becoming anxious about our oxygen supply, but my two civil-
ians agreed to leave if I tried positioning the plates. Against my better judg-
ment, I fit them into the platform...and all hell broke loose. More later.
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Clear dirt from plates in crevasse.
Push plates.

Enter tunnel.

=] -1 S

Fit plates into square on platform.

LANDING ON COCYTUS

Ludger Brink revealed an unexpeeted love of the classics to his teamma.tes when he




Somewhere Else

w.from the journal of Boston Low

LLE ELyLY | ] 1 ] U 5

Well, we seem to all be in one piece, which is more than you can say for Attila.

After I solved that puzzle (which I guess was some kind of alien intelligence
test), we were treated to a great indoor fireworks show. Then it seemed as if
the entire asteroid (or whatever it was) went through a whole series of earth-
quakes and all the wall surfaces started flowing into new shapes. Considering
that we lost consciousness shortly after that, I'm willing to accept the possibil-
ity that we were treated to some kind of hallucinogenic knockout gas. It’s
either that, or the laws of physics just flew out the window. Since the explo-
sion on Attila seems to have catapulted us onto an alien planet, I prefer to hang
on to my belief in physics as long as possible and vote for laughing gas, espe-
cially since I have a weird memory of this bowl-shaped island we're on being
surrounded by five spires in the midst of a raspberry-colored sea. Surely that
can't be real.

Mission Log | Walk-Through 35
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The good news is that the air is breathable. The bad news is that we have
no idea if the water is drinkable or any of the plants are edible. Of course, the
real bad news is that we have no idea how to get home. Exploration is at the
top of our agenda. From where we stood by the central platform, we could dis-
cern landmarks to the west, north, and east. I proposed that we go west first.
Always did like Horace Greeley.

North
East

West
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We discovered the wreck of an alien spaceship — at least we assumed it was a
spaceship, although I guess it could have been a flying taxi. It was in bad enough
shape that we couldn'’t tell exactly what it was, let alone fly it out of here.

The inside was pretty much the same — rust and broken parts every-

where. It all seemed pretty harmless until I tried to pull down a loose wire that
I thought might come in handy. This seemed to trigger a...visitation?
Phenomenon? Holographic light show? Whatever it was, it looked like a blue
swirl of light as it flitted around the wreck, constantly fluctuating in size and
shape. It finally assumed the shape of a polyhedron and disappeared. Maggie
was sure it was an alien creature, or the ghost of one. Brink and I held out for
more evidence. It did draw our attention to an yellow engraved rod on the
floor. I snagged the rod, then noticed a chest toward the back of the space
where we were standing. Inside was an spherical blue device, which I took as
well. At this rate, we'll be able to open a museum if we ever get home. After
one last look around, we headed north.
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I'm not sure I'd call it a graveyard, but some bones were buried there.
Whoever buried them didn’t do a very good job (I hoped it wasn't a giant alien
dog). One tusk lay unburied. I picked it up because I thought it might make a
useful cutting tool. I guess I got the archaeology bug from Brink, because it
seemed like a good idea to take back a bone specimen (if we ever got back), so

I dug with my shovel until I found something portable and representative — a
jawbone. On to the east.




- There wasn’t anything to the east except a path that only led partway up a
ridge and an incline too steep to descend, but the blue device that we picked
up m the wreck was ngmg off strange hummmg vibrations. | examined it, and
me. It must work something like a metal detector, because when I dug at the
spot, I found a golden bracelet — not my style, but probably worth hanging
on to. We thought we had enough artifacts for a while, so we headed back to
the central platform to rest and figure out where to go from here.

[J Head west to derelict spaceship.

0

Pick up wire, yellow engraved rod, and blue device
from chest.

Head north to bones.

Pick up tusk.

Use shovel to get jawbone.
Head east to cliff.

Use blue device.

Use shovel to get bracelet.

e L e

Return to central platform.
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The Nexus

L ERYLY 1 l 1 U B

If I said that things weren't going well, I could be accused of optimism. First
we encountered Maggie’s “ghost” again — it seemed particularly interested in
a small hole near the platform. I started to dig there in an attempt to enlarge
the opening, but it seemed to me that the dirt was too loose and the hole might
collapse. As an expert in excavations, Brink took over. The hole collapsed, and
when the dust cleared, Brink lay dead, buried under the rubble.




We climbed down into what seemed to be a large underground chamber
and tried to revive him, but it was no good. Maggie and I had a stupid argu-
ment, and she took off. I hope it was just a case of momentary grief and shock.
I've got a feeling we're going to need each other if we want to get home.

[ wasn't particularly comfortable hanging around Brink'’s body, so I started
exploring this room. It was roughly circular, with five arches spaced around
the walls that looked to me like sealed doors. The room looks like a hub or a
nexus leading off to corridors in different directions. I wonder if these doors
have any connection to the five spires in my dream. (Under ordinary circum-
stances, | wouldn’t go in for precognitive dreaming or any other ESP crap —
I'm a hard-science man — but these aren'’t ordinary circumstances.)
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Anyway, as you move around the room to the left, there’s a dark tunnel
leading off somewhere between the first and second door. In front of the tun-
nel, a ramp descends into a large hole in the center of the room. If the hole in
the center of the ceiling where we entered was in the front of this room, then
toward the back was a column, and to the right of the entrance was a triangu-
lar alcove set into the wall. To the right of each door was a panel with a row of

crystals — possibly some kind of control device.

Just to the left of the entrance, I picked up one of those plates — it was
the same kind of plate that launched us to this planet — on the off chance that
it might help get us back. I decided to investigate that ramp next. (I'll hold off
on the dark tunnel for the time being — never did like caves.)

At the bottom of the ramp were two lighted panels at the edge of a plat-
form. When I peeked over the edge, I saw a little light far below on the right,
a bright light in the middle, and a little niche on the right.

When I pressed a button on the left panel, a little round servo robot came
out of a tube above me and flew around down below the edge. I tried messing
around with the buttons on the right panel and soon discovered that they con-
trolled the flight of the robot. By trying different button combinations, I was
eventually able to get the robot to pick up the lens on the bottom and put it
back onto the point on the left. It didn’t seem to do anything, but it was lots of
fun. I also found some kind of lighting device behind a loose plate in the wall
behind the control panels. I decided I'd had enough fun for one day and head-
ed back to the Nexus.



e

From the fancy lights on the column when I returned to the Nexus, I

thought that my antics with the robot had flipped the main power switch.

Near the third door from the entrance (still moving counter-clockwise), |
found another one of those engraved rods — a purple one. The markings on it
seemed to correspond to the row of crystals on the panel by door 2, so I
manipulated the crystals to match the pattern on the rod and got the door to
open. The pattern didn’t work on the other doors, so I suspect that each one
has its own “combination.” I'm going to see where this open door leads.

O O Sl il ]
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Dig in hole near platform pointed out by ghost.

Pick up plate near Nexus entrance.

Go down ramp.

Use left-hand button to activate robot and see power room.

Program robot using buttons on right control panel then
activate robot again by using button on left control panel to
turn on power in the Nexus.

Pick up lighting device behind loose plate.
Return to Nexus.

Pick up purple rod.

Use combination from rod on door panel 2.

Go through door.
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Clear Last

Up

Right

Down

Grab
Left
Clear All

Puzzle Clovse-up

Turning o8 the Powed

Here is the formula for successfully programming the robot:

> Press the left button five times (Left five).
Down two.

Grab.

Up six.

Grab.

¥ oY XY

Press the button on the left panel to activate the robot.

Puzzle Close-up
Opening the Door

All the doors in the Nexus (except door 5) are opened by using the combina-
tion on the appropriate engraved rod. The purple rod you find in the Nexus




f)i;ens door 2. Use the magnifying glass in your inventory to examine the pur-
ple rod and find the correct combination for the door panel. By clicking on the
crystals on the door panel, you can morph them until they match the crystals

- on the rod.

OUT FROM THE NERUS

Following Brink’s death, Low found himself alone, still with no idea how to get home,
but with a growing suspicion that the group had been brought to Cocytus for a reason.
If no one could provide that reason, he would just have to explore and investigate, hop-
ing that along the way he would also find a way back home.

A~tra,nsportatmn termxnal g:allecl the Nexus provxded [ow wnth a central base of
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from the journal of Boston Low

poeERsRy 111040

The door led to a ramp that brought me down into a large open area. It was
surrounded by what looked like a rounded irrigation ditch carved from the
same stone as the walls and floor. As I came down the ramp, I got a call from
Maggie on the PenUltimate. It seems she found a tunnel that collapsed after
she went through, and now she’s in some other room with lots of alien
machines. I'm glad she’s OK, but I'm uncomfortable with her being cut off like
that.

I went on down to the edge of the ditch and discovered a small stone pyra-
mid with a lighted button. I pressed the button and found that the “ditch” was
a track for a huge rolling ball that appeared when I got near the track. A slice
of the ball opened up like a door, and it sat there waiting for me to enter.
Apparently, it's some kind of tram. [ wasn't too enthusiastic about the idea, but
[ figured that if the aliens had brought us all this way just to kill us, they could
have found a way to do it before now. What happened to Brink was an acci-
dent, not an alien plot. Besides, I didn’t have anywhere better to go, so I
climbed in and the tram rolled off.

The first stop deposited me at the top of a flight of stairs that led down to a
small hallway with two blocked doors. They didn’t have the control pane]s I had
seen in the Nexus, but I think I can open the one at the base of the stairs with
some help. Maybe if I can find Maggie, I can enlist her to see what's back there.



I walked to the other end of the hall and found myself at the base of a large
stone spire overlooking a sea tinted raspberry red by the glow of a setting sun.
Guess | wasn't dreaming after all. The water seems fresh and drinkable, not
salty, so there’s one of our problems solved. I also noticed a small turtlelike
animal coming out of the water to eat the plants at water’s edge. I wonder how
he'd taste in a soup. No, he seems like a friendly little critter, and right now I
need friends more than I need dinner.

.
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As I followed the path to the top of the spire, I came upon a strange device
with a lens attached. At this point, our old friend the ghost made an appearance
and flitted around the device. Whether this ghost is some kind of teaching tool
or a sentient being, it seems to be leading us in certain directions.

When I looked more closely at the device, I saw a kind of display showing
five small circles arranged around a central set of concentric circles and a pen-
tagonal button. I pushed the button, and a line appeared between one of the
outer circles and the center. Looking up I saw a coherent light extending from
the edge of the ledge under the device out to some sort of central hub in the air
between the five spires. I carefully tested this light path and found it walkable,
but only as far as the center and back again. If each of the spires has such a
device and it could be turned on, then conceivably one could use these paths to
travel back and forth between the spires. Unfortunately, I'll have to get to the
other spires and activate their devices before I can use this shortcut.

[HECELLS T

[0 Press button to call tram.

Use tram.

Push button on strange device until light path stays on.



Glowing Crystals

Engraved Plate
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As soon as [ walked through the door by the light-bridge device, I noticed two
small glowing green crystals on the floor to my right. I picked them up and
took them along. To my left a plate was set into the wall with engravings on it,
but these looked more alphabetic than the pictograms on the light-bridge

device. I thought that if Maggie could see it, she might be able to translate the
thing, so I took it as well.

Engraved Rod

Door

Mission Log / Walk-Through 4
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I began to investigate the niches in this room, starting with the one over the
entrance. It appeared to be a museum, with animated drawings showing either
important historical events, or important aspects of their culture. It wasn’t easy
to tell which — a lot of this stuff was pretty obscure. The one on the right
showed what looked like Attila landing, then some humanoids socializing with
some griffins, then stars. You tell me. As I went around the room, I found pic-
tures of what could have been a being raised from the dead by a crystal that
looked like the ones I picked up at the museum entrance, some kind of explo-
sive canister, and a spired tomb that opened when a moon was aligned with a
hole in the spire. I also found another of those engraved rods, a red one this
time.

There was a doorway under the last two displays, and I found Maggie on
the other side. She was fine and was making some headway on figuring out the
local language. She was busy, but we parted on relatively friendly terms. As I
left the spire for the tram, I remembered I hadn’t shown her the alphabet plate.
I should probably wait until she finishes deciphering the language.

A THECRLTST

Get green crystal.
[l Get plate by door.
0l Look at displays.
1 Get engraved red rod.

[J Return by tram to Nexus.

Back to Brink

poarwsed 11111

The more I thought about those displays in the museum, the more I wondered
about the green crystals I had picked up. What if one would work on Brink?
We know virtually nothing about the alien physiology — what if the crystal
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turned him into a zombie or just a conscious but paralyzed body? I even won-
dered whether I had the right to bring Brink back to life, but after all, I'm a jet
jockey, not a preacher, and I decided to let whatever forces operate on this
planet decide for themselves whether the crystal would work.

When I brought it near Brink, it gave off a greenish glow, then cracked
open like a big old egg. The green radiation spilled out over Brink, and when I
could see again, Brink was sitting up and trying to figure out what had hap-
pened. I know it sounds crazy, but that’s my story and I'm sticking to it.

Canister

Crystals

I enlisted Brink’s help in opening the stuck door at the base of the first
spire. When we opened it, we found ourselves in some sort of storage room.
Inside were a lot of the life crystals, which somehow attracted our ghost.
It hovered over them, then transformed itself into a quite-respectable repre-
sentation of a human skull. The message seemed clear enough to me, but
Brink went on and on about the importance of the crystals, how they
promised eternal life, and how the aliens had brought us here just to give us
the crystals. I wonder if being raised from the dead is hazardous to your
mental health.

Anyway, Brink grabbed a bunch of crystals and I took a few for the big
brains back on Earth. I also picked up a canister that looked like the picture
of the explosive in the museum.

I wanted to show Brink the beach, but he had wandered off somewhere by
the time I got to the water’s edge. My turtle friend was back, but not for long.
A giant eel-like creature raised its head from the depths, quickly devoured
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him, then spit out the shell and bones. Nature seems just as ruthless here as it
is back home.

Earlier I had spotted some sort of glowing underwater cavern, and I
thought it might be worth checking out if I could just lose the giant eel.
Besides, I thought my little turtle friend could use some payback. I carefully
fit his skeleton back together (which wasn't easy, considering that he had six
legs). Then I planted the canister in his rib cage and revived him using the life
crystal. Right away Big Ugly showed up and fell for the trap by chowing
down on the turtle. There was a large (if muffled) explosion, and then there
was eel everywhere.




I dove in for my underwater exploration and found that the pool came up
in a large underground cavern. A glow came from a chamber off to the side,
where I found another of those engraved rods — an orange one this time —
and another plate. Once again I had the odd feeling that this had all been set
up as some kind of test. Maybe if we pass it, we'll get an all-expenses-paid trip
to the exotic planet Earth. Meanwhile, I'm heading back to the Nexus to open

some more doors.

Plate
Engraved Rod

ERELALIN]

O Revive Brink with green life crystal.

[0 Go through door 2.

[ Press button, if necessary, to call tram.
O  Use tram.

[ Click on door at bottom of stairs.

[0 Get several crystals and canister.

O Go to water’s edge.

[J  Reassemble turtle.
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Put canister in turtle skeleton.
Enter water.
Get orange rod and plate.

Return to Nexus.

Puzzle Close-up
Reassembling

the

.
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FEOEE

After some experimentation, | found that the red rod opened door 4. I
descended another ramp, which led to another tram station. It looked like all
five spires might connect to the Nexus by tram, but this tram didn’t seem to be
working. No tram ever came, so I returned to the Nexus to see what I could
do there.

Since I was able to get the power going by heading down the ramp, I won-
dered if the dark tunnel next to it had anything to do with controls for the
trams. [ still had the orange engraved rod to try, so I put off investigating
the tunnel and used the combination from that rod on door 1. Fortunately, the
tram here was functional, and I soon found myself on a narrow path overlook-
ing pounding waves. This led to a crevasse in the path.



I thought I could leap it, but my timing had to be right, or the waves would
wash me down to the beach below. I waited until just after I heard the crash-
ing waves, then leapt for the other side. I knew I couldn't be that lucky twice,
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so I created a bridge by using my shovel to move a large boulder over the
crevasse. Then I continued along the path.

I found another light-bridge device. By fiddling with the lens, I activated
a second bridge — not too hard because the lens only seems to have three
possible positions. I was intrigued by a path past a waterfall to the right of
the light-bridge device. Walking over there I found a small cave on the
other side.




There I picked up a blue rod — not engraved like the others, but smooth,
as if it were part of some machine. When I returned to the light-bridge device,
[ noticed another path leading further up to a plateau that was dominated by a
large wheel. It looked like the remains of a machine from an era earlier than
that of the other objects I'd seen — an era that depended more on mechanical
power than on strange green energy and glowing crystals.

Outwitting Mickey

Talk about complications. A rodent stole a part from one of those door-
security panels. The door slammed shut, and the rodent scurried away to one
of the many holes in the walls surrounding the plateau. Upon searching these
holes for the rodent, I found a collection of debris and bright shiny objects —
the rodent was quite a packrat.
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To get through that door, I needed the missing part. To find the part, I
needed a way to track the rodent to its nest. If I could put the bracelet around
it, that might act as a homing device that I could track with the blue sphere.
But first I needed to catch the critter. I needed to construct the better alien
mousetrap, and without benefit of cheese.

Several parts for my trap were in the area. I found the cover for the control
panel, a pole, a pin, a small rod, and a rib cage. If I remembered my Boy Scout
training, one of your simpler wildlife traps involved a box held up by a stick.
When the stick was knocked out, the box trapped the animal. The rib cage was
the right size to hold the rodent and the small rod would prop it up, but unless
some kind of falling weight drove the rib cage into the ground, the rodent might
be able to knock over the cage and escape before I could get to it. The pole
would provide the weight, and by pushing the pin through the center of the
wheel, I made a hinge to fit the pole on. I then put the rib cage on the end of
the pole, propped it up with the small rod, and waited for my victim.

As it turned out, I had to go looking for him, but by poking in some of the
holes in the neighborhood, I scared him out. I chased him around a bit until he
knocked out the small rod and trapped himself. I rewarded him with a pretty
bracelet, then lifted the rib cage and released him. Off he ran.

The tracker worked just fine until I found myself smack-dab against a
sheer wall where the rodent had disappeared into a rat-size niche. I thought I



was stuck until I realized how soft the dirt around the hole was. It wasn't part
of the wall at all, but rather the result of a landslide that had covered the
entrance to a much larger cave. I set to work with my shovel, and soon I had
an entrance I could fit through.

The cave had a couple more nest holes obviously made by the critter, but
they must have been connected underground, because my blue sphere was
flashing at a patch of ground between the two holes. I dug and discovered the
missing machine part.

By fitting the part into the door panel and then putting on the cover, I could
see that, with just one button to press, this was a much simpler mechanism
than the door panels in the Nexus. Inside was some kind of planetarium,
which showed a display of the two moons that circled the planet I was on. In
the center was a stand holding some kind of scepters. By using the gold
scepter with the ceiling map, I was able to position the large moon. With the
silver scepter, I positioned the smaller moon. I wasn'’t sure yet what good this
would do me, but I had fun playing with it.

I also found another engraved rod — a green one this time — and another
geometric plate. I now had three of them. Now if I could find a fourth and
another cooperative asteroid...dream on, Low. Nexus, here I come.
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CHECKLIST

Use red rod to open door 4.
Use orange rod to open door 1.
Take tram to planetarium spire.

Jump crevasse.

Use shovel to move boulder to form bridge across crevasse.

Adjust lens and turn on light bridge.

Cross waterfall and get blue rod in cave on other side.
Put pin in wheel, pole on pin, rib cage on pole.
Use small rod with rib cage.

Look in holes to chase out rodent.

Chase rodent into trap.

Put bracelet on trapped rodent.

Release rodent.

Dig open cave entrance in wall.

Use blue sphere in cave to locate tracking spot.
Dig at tracking spot to find machine part.

Use machine part and cover with door panel.
Press button to open door.

Get scepters.

Experiment with planetarium.

Pick up green rod and plate.

e
i



Sg Puzzle Close-up

Thoe Bogseirap

Once the mousetrap is assembled, chase the rodent around until he is sitting
just to the left of the rib cage. Click on the lower-right corner of the screen,
then on the lower-left corner (above the inventory icon). Make sure that
, Low is standing to the left of the rodent by the cave. Click on the rodent to
( walk toward it, chasing it into the trap.

The Tomb Spire

mogeRTed 11114

After dealing with a giant eel and an alien rodent, I figured I was ready to
tackle the dark tunnel. I turned on my flashlight and headed down. It opened
onto an amazing walkway through a glowing crystal chamber.

At the far end of the walkway was a transparent room with two closed
doors, one behind the other. I opened the outer door by pressing a button
beside it. Between the doors was another button, which I pressed thinking it
would open the inner door. The first door closed instead. I was flummoxed at

|
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first, but the setup was so familiar. It was an air lock. Sure enough, when I

pressed the inner button again, the second door opened. I entered a beautiful
glass dome below the ocean.

At the center of the dome was a stand with a crystalline model of the five
spires around the Nexus island. To the side were three circular holes. I tried
the blue rod in one of them. Two other rods emerged from the other two holes,
and four out of the five crystals lit up. This looked good. If I could get the
other crystal to light up, the other tram might come. It made as much sense as
anything else on this planet. By moving the rods up and down, I found the
configuration that lit up the crystal. I ran back to the air lock, pressed the but-
ton twice, and headed for the tram behind door 4.
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My guess was right: The tram showed up on schedule and took me to another
spire. This new spire offered a magnificent view of another, needle-shaped spire
with a hole in the middle that looked very familiar. It took me a minute, but I
remembered the drawing from the museum of the moon shining through a spire
onto a tomb. And the setup here looked right, so I levered up the large rock
slab and found a dark chamber. It had a skylight, but no moonlight shone in.

I placed the blue crystal I found in the Nexus in a hole in the tomb wall
and was nearly blinded by the illumination. But nothing else happened. To
investigate the tomb, I needed the moon — and that could take a month or
even longer. If only I could control the moon as easily as I had in the planetar-
ium — no, that’s too weird. In frustration, I started pacing around the room.
It was actually a good thing I started pacing, though, because I stepped on a
loose stone in the floor that apparently was some kind of trigger for the shut-
ter on the ceiling skylight.
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When I stepped off it, though, the shutter closed. I remembered the little
rod from the mousetrap, and used it to prop open the loose stone. So now the
shutter was open, but there still didn’t seem to be any moonlight coming
through. I walked outside to check out the situation and found some loose dirt
over the skylight. I cleared it off and went back inside. Nothing further
seemed to have changed, so I decided returning to the planetarium was proba-

bly worth a shot. Let’s see if there’s a light bridge on this spire.

O UYL | 1 ] ] 1 E

[ found a light-bridge device, which I activated by adjusting the lens twice,

but I heard some noise from farther up the path. I had to investigate. | went
through an arch that was teeming with bat-like creatures and found another
bat — Brink, hard at work on an arcane machine. He seemed even further
gone than before and very defensive about his project, so I left him alone. Of
course, given that my plan is to control this planet’s moon so that I can get into
a tomb, I probably have no business doubting anyone’s sanity.



I returned along the light bridge to the planetarium spire and used the two
scepters to align the moons as they were in the museum display. I was on my
way back to the tomb, but apparently the critter ran off with the part again
and the door was shut tight. I was in luck, though — there was a button on the
wall that opened the door from the inside. I returned to the tomb spire and
saw that the moons were aligned, one eclipsing the other. Well, that did it.
Obviously I had stepped into the twilight zone and the laws of physics had
gone south — otherwise, the disruption of the moon’s orbit would have trig-
gered cataclysmic earthquakes and tidal waves. And how had I made them
shift by pointing two sticks at the models? It made my brain hurt.

I checked back inside the tomb and there I found a magnificent statue of a
griffin on top of a crypt. Actually, it might not have been a griffin. It was prob-
ably one of the planet’s original inhabitants. It just looked like a griffin. I made
the mistake of touching it, and it crumbled to dust. Fine. There was probably
more to the crypt, but [ wanted to explore a new area of the planet.

FREERLIST

Use blue rod in control panel at end of tunnel.

) Move rods until crystal lights up.
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Return to door 4 tram station.

Use shovel with rock on tomb.

Use lighting device with hole in tomb.
Stand on loose stone at front of room.
Use rod with loose stone to open skylight.
Clear dirt away from lens outside tomb.

Adjust lens on tomb spire light-bridge device, activate bridge
and go to planetarium spire.

Return to planetarium and align moons.
Use button to escape planetarium.
Return to tomb and touch the grifﬁn statue.

Return to Nexus.

Puzzle Close-up

First use the blue rod with one of the three holes.




Unlit Crystal

Click on the unlit crystal. Notice that the tip of this crystal now looks
lighter. Save your game at this point. Do not, under any circumstances, click
on any of the other four crystals.

Move up the first rod by clicking on top of it. Red arrows should appear
instead of the usual crosshair cursor. Watch the top of the unlit crystal, and
keep clicking until the top of it lightens. Repeat this procedure with each of
the other two rods.

If the crystal does not light up when you are finished with the third rod,
move the three rods up or down a couple of clicks.
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If at any time another crystal lights up, this means you've accidentally clicked
on it. At this point it’s easier to restore your saved game than to fix things.

Puzzle Clode-up

The Planetarium

Look at the moon map and, having selected the gold scepter, click at the
two o'clock position above the planet. Use the silver scepter and click between
the larger moon and the planet. The resulting arrangement should look like
the illustration above. If this works, you should see a cut scene of moonlight
coming through the hole in the spire near the tomb. If you don't see this cut
scene, try moving the larger moon to the one o'clock position, then back to the
two o’clock position.

s
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The Map Spire

B

P00 B N T R Y

I returned to the Nexus. There was a little problem with door 3. I thought it
could be related to that nearby hole in the floor with the sparks coming out —
maybe the electricity (or whatever they use here) to the security panel was cut
off. If I ran the wire from the derelict spaceship between the panel and the
exposed power source, I might be able to jump-start the door lock. To do that,
though, I'd have to open the panel, and that seemed too delicate an operation
for my trusty shovel. I needed something more tapered to slide behind it,
something like that tusk I had picked up in the graveyard. That did the trick.
When [ strung the wire from the panel to the power source (and used the com-
bination from the green rod) the door opened easily.

I passed through the door and took a tram, which deposited me inside a
cave where there had clearly been a cave-in. Outside I crossed a land bridge
to another cavern, which had two possible exits: one to the left, leading to
the foul-smelling nest of some mercifully absent creature, and the other to the
right leading to a pit. Following a trail around the edge of the pit, I found
myself in a narrow shaft that led into a room open to the sky and overgrown
with vines. In the center stood a small platform with a niche clearly designed
for one of the engraved rods.
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Just for the heck of it, I entered the combination from the red rod that
opened the tomb-spire door and the device displayed a hologram of the tomb.
Just as I suspected, there was more to the tomb than met the eye. Beneath the
crypt was a whole new chamber. It looked worth investigating, so I decided to
look for another light-bridge device. I went through a door in the back of the
map chamber and found one, but I couldn’t get it working, no matter how I
adjusted the lens. Maybe it was missing a part. I tried opening the control panel,
and discovered a display depicting several white and colored prisms. I found that
by directing the initial white beam from the central white prism to the white
prism on the bottom, it would split into red, blue, and green rays. I then rotated
the bottom prism until each of the colored rays pointed to another white prism.
From there it was a simple matter to rotate the other white prisms so that the blue
ray went to the blue prism, the red ray went to the red prism, and the green ray
went to the green prism. This restored power to the light bridge, and by pressing
the button on the regular control panel I was able to walk to the tomb spire.

A THECYLIST

[ Use tusk with panel by door 3.

) Take tram to map spire.

1 Cross land bridge.



Walk through pit and shaft to map room.
String wire between panel and exposed power source.
Use red-rod combination with map.

Fix control panel on light bridge.

L s | O

Take light bridge to tomb.

S Puzzle Clo:’e'up

‘.'1'*' bigit-Bridge Lontrol Pangd

4G

In this puzzle you rotate an active prism by clicking on it. Be sure to save
your game before starting to solve this puzzle. Rotate the central prism until
the light touches prism 1. Now rotate prism | until the blue ray touches 2B.
At this point the red ray should also touch 3R, and green should be touching
4G. Now rotate 2B until the blue ray touches B, 3R until the red ray touches
R, and 4G until the green ray touches G. Then push the button on the light-
bridge control panel to turn on the bridge.
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The Inner Tomb

I climbed up on the crypt. I must have activated a hidden button, because it
sank through the floor like<ns1:XMLFault xmlns:ns1="http://cxf.apache.org/bindings/xformat"><ns1:faultstring xmlns:ns1="http://cxf.apache.org/bindings/xformat">java.lang.OutOfMemoryError: Java heap space</ns1:faultstring></ns1:XMLFault>