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Week #1

The Paramonium Temple:
F2PO1CO2: After you have entered the Paramonium Temple, and have walked along the pole, you find that you have a choice of wells to enter. Enter the well in front of you, and once you land on the other side, go to your right and take a look at what is in store for you.

F2PO1CO3: Go back to the last well, and jump through again. Go to the right and tempt the Slog you see and go back to the well. Jump in. When the Slig follows the Slog, possess the Slig. Call over the slog, then walk to the left and have the Slog walk off the edge. Continue to the right, and keep yourself a Slig for future use.

Scarabania:
D1PO1CO1: Do not enter the well, (you cant use it anyway) go to your left.

D1PO1CO2: You will see a Slig, a story stone, and a land mine. Do not use your chanting powers because there is a security orb waiting to zap you. Jump over the mine, ignore the well, and jump up and grab the ledge. Hang there until the Slig’s back is to you. When he turns, sneak up and arm the UXB mine. After you arm it roll off the ledge and watch the Slig walk into the mine.

Week #2

The Paramonium Temple:


F2P01C06: Remember for the last set of clues, you are now a Slig and not Abe. You have just started to lower yourself to the level below by means of the platform. As the platform reaches the bottom, proceed to your right.


F2P01C07: Keep proceeding to your right, and make your way to the edge where you will make your way down below.


F2P01C08: As you enter this screen you will notice a Slig below you. You need to sick the Slog on him. In order to do this, you must do the following. Get the Slog onto the lower platform, then to attack (If you accidentally came to this area as Abe, then you can use the lever to drop a rock on the Slig). Now  that there is no Slig, drop down to the Slog, and shoot him.


F2P01C09: Continue to your right, and you will see a doorway. Blow up the Slig and return to your own body as Abe. Jump into the well and run across the platform area. Leap across the gap, and pull the lever to return the platform. Now that it is back, go down on it. Watch out for the bats, but chant so that you can read the hint that the Hint Flies will give to you. Climb down, cross the bridge, and walk through the open doorway.

Scarabania:

D1PO1CO4: Proceed on over to the shadows underneath that lever. Wait until the Slig is out of sight and climb up to that lever. When the Slig returns, Pull the lever. If you look closely, you will see an “X” on the floor. Wait for the Slig to cross the “X” and if you time it just right, you will drop a large boulder onto him.

D1PO1CO5: Lower yourself and walk past the Security Orb. Another lever, and if you look closely another “X”. Make sure you are on the left of the lever if you intend on pulling that lever. Pull the lever. I you were on the right side, you’d be dead, since you were on the left, you activated the well back on D1P01C01. Now proceed back to that fist well you saw when you entered Scarabania. When you get back, jump on in, grab and pull the lever and jump back into the well walk away and on to and into the next well.

Week #3

The Paramonium Temple:


F2P08C01: Your inside the temple surrounded by doors. Take a look at the story stone before opening any doors, in order to get some vital information. Now that you know what your supposed to do, go up the platform above you, make your way to the door all the way over to the left and walk on through the door.


F2P06C01: You’ve entered the first room, and you see a paramite. Walk slowly toward him and he’ll back away. Back him into the corner and he’ll attack, so when you get the chance, crawl on up onto the platform. Now that your up there, walk over to the other side.


F2P06C02: Another Paramite waits for you. You cant drop down to the level  underneath you, but you can leap across the gap and reach the other ledge. To do this stand on the edge of the first ledge you are on. Tap the triangle button, pull yourself up, turn around, then tap the triangle button again to reach the level with the lever. If you did this correctly, the Paramite should have run away.  Hoist yourself up, turn around, and leap back across, landing at the edge above the lever. Make sure you keep the Paramites separate and it will make your job a lot easier. Give the lever a pull and lower the platform. Now go back around and come back up again. Climb aboard the platform and go up.

Scarabania:

D1PO1CO5: Jump over the land mine, and go through the doorway.

D2PO1CO1: You have reached the heart of the temple. Go to the story stone, and get the message. After, go through the first door.

D2PO5CO1: You have entered Room # 1. Go to your left.

D2PO5CO9: Climb up to the story stone. Don’t go out the door, you haven’t lit any Flint locks. Go to your right and keep an eye out for Flint locks.

D2PO5CO2: You’ll find a group of bats on this screen. Hoist yourself up the next ledge, and leave. You have your choice here: Either stop as you enter this screen and duck, or run before you enter the screen. If  you run, do not stop or you will get hit by the bats.

D2PO5CO3: Jump over the chasm and keep going.

Week #4

Paramonian Temple:

F2PO6CO3: As you enter this screen you will see a flint lock, along with a number of land mines. To find out what you need to do here, give a chant and see what the Hint Flies tell you-“Blow bombs with spirit rings”. Now all you need to do is find out where they are. Take the platform up.


F2PO6CO4: Do not bother with the Mudokon asking for the password, ignore him. The well? No use either. Keep going up on the platform.


F2PO6CO5: More hint flies. When you chant, you’ll get the message- “Do not forget the flint lock”. Good advice considering the fact that if you forget to trigger the flint lock you will have to play that room over again until you do trigger it. In order to keep going up, you must climb up after the falling debris.


F2PO6CO6: You will, when you enter this screen, see a number of land mines surrounding a lever, and a hanging meat sack. The information that you were given earlier in the game told you that you could lure paramites away by using meat. Grab some meat, and go back to the Paramite guarding the story stone. When your platform is level with the Paramite, throw the meat as far as you can to the right, to make the paramite pass you and go after it. Go and press the story stone, where you will get a password to give to the Mudokon. Now you have a glowing red circle around you- “Spirit Rings”. Now go and destroy those land mines. You’ve destroyed those mines, lit the flint lock, and now must find a way out, but now there are 2 paramites guarding the doorway. Go back up the platform and get the power of the spirit rings again. Once you have the power of the rings, climb to where the land mines are, crouch in the left corner of the screen, and then chant. Now you can pull the lever, and return to the well.

Scarabian Temple:


D2PO5CO4: As you enter the screen, you will find a scrab. Forget about the well and the platform, leave. Jump back over the chasm and climb up onto the ledge. Wait there until the Scrab is below you, then get back over the ledge with the well as fast as you can-Go to the left of the screen, wait until the Scrab is as far under the ledge as possible then run and leap the chasm. Keep running and hoist yourself up onto the ledge with the well.


D2PO5CO5: You will find that there is another way out. You need to duck down and roll under the rock, before you can jump that chasm.


D2PO5CO7: You will see a flint lock. Watch yourself near that Scrab. When you pull the lever, it will light the flint lock and drop you down a path to the Scrab. If you remember the lower path, you will need to use it here. Wait until the Scrab is under the flint lock, and pull the lever. Now turn and run to the left. Start rolling and do not stop until you get over the chasm. Scramble through the tunnel fast, watch out for the Scrab, and use the platform to get out of there. When he’s far away from the platform, leap from the ledge. And pull up quickly. 


D2PO5CO8:  You will find a chime lock, and another door. Chant, and keep chanting and you’ll find that you will be making music, only eight more to go. There’s a light over the first door, and a torch over the ninth door. Enter the next door.

Week #5

The Stockyards: 

E1PO6CO6:
You have just successfully escaped from RuptureFarms, but it is just the beginning of a journey that awaits you.  First, leap over the gap, and keep heading left. You will soon see the Scrab pens.

E1PO6CO1:
You will see a series of motion detectors, and a Mudokon in the far corner of the Scrab pen. There is a portal already there, so chant and free the Mudokon. Then go along the top of the pen by slipping through the beams of the motion detectors.

E1PO6CO2:
Now you will see a second Scrab pen. Before you start running look below and you’ll find a door. Climb down and go through. Keep going left through E1PO6CO3.

E1PO6CO4:
You will see a bird portal there. Chant to open the portal and jump on through. Do not stay there long, because if you do you’ll be eaten by the Scrab.

ZULAG 1:


R2P19CO3:
Your back at RuptureFarms. Now that you have the power of the Shrykull, and the Spirit rings,  your a force to be reckoned with. Go to the directory and then save that Mudokon by heading to the left.

R2P19CO2:
You’ll see your first bird portal, along with an electrical field. Chant and then you’ll see that you have not only saved the Mudokon, but have deactivated the electric field. Keep going to the left. Ignore the elevator on R2P19CO1 and keep going to the left.

R2P20CO1:
You will find the status indicator here. Leap up to the lever, and pull it which in turn will turn on the electrical field. Continue to your left, and go to see if the platform is still there.


Week #6

The Stockyards-

E1PO6CO4: When you enter this screen you will see a bird portal. Go up and use your chant to open up the portal, then jump through.

E1PO6CO7: There are two Mudokons scrubbing away as you appear, and another bird portal revolves beneath you. Test out the portal to see who it belongs to. If the portal is for your use, it will stay active until you jump through. On the other hand if the portal disappears after a few seconds, then it is for the Mudokons you need to rescue. With the portal activated, initiate a conversation with the Mudokons and tell him to follow you. If you wait too long, and the Scrab goes to the right, you will have to jump down and tease him back into position.

E1PO6CO8-11: Jump down and head to your right. You will see a Scrab so go back to the ledge. Wait till the Scrab is under the ledge, then drop and run. Keep running, and watch out for the gaps. After a couple of jumps, you will see a ledge grab it and pull yourself up fast.

E1PO6C11: Chant and send your friend on through. Now do it again. Remember there were two Mudokons to save. Heres a tip for you. Leap through the portal after you save the first one, where you will appear back at the Scrab pen where you entered the hidden area. Go through the door and return to the portal that brings you to the hidden area. When you return, you’ll see that there is one Mudokon to save. It lets you save them without risking anything. If you die, you will need to save two when you return to the spot. Now go through the portal, and return to the Scrab pen... the safe side. Hoist yourself up, and jump across.

ZULAG 1-
R2P2OCO2: The platform is no longer here, but the grenade machine is. Leap across and get some grenades. Watch out for the moving bomb, use one of your grenades, and take it out. Go as far to the left as possible, crouch down, count to three then lob the grenade to intercept the moving bomb. Now go right and head towards the elevator. As you get to the next screen, a Slig will drop in, but you can take him out with a grenade also. To lob the grenade straight up, stand under the Sligs platform facing the electrical field and throw the grenade. The grenade will pass through the platform on the way up, but it will then land on the platform and blow up the Slig. Climb up then pull the lever to turn off the electric field, then take the elevator up.

R2P18CO4: Turn to the left and run from the Slog.

R2P18CO3: Run past the Mudokon.

R2P18C11:  Run past the Slig.

R2P18CO2: Jump up and hoist yourself up on the ledge. When the Slig moves over possess him. Call the Slog over and walk to your right and kill the Slig coming for you. Then pass the Mudokon and kill the Slig coming at you from the elevator. Keep going right.

Week #7

THE STOCKYARDS:

E1PO6CO3: As you enter this screen, you will se that you will have to wait until the Scrab is immediately below you in order to run and leap off the ledge and run across the pen and pull yourself up on the other edge. Keep heading to your left, where you will see the bird portal again.

E1PO6CO5: The lights ahead as well as the sign, will give you a hint as to your chanting, the message you’ll receive, “these lights will guide you”. Leap over the Scrab pen, and keep going.

E1PO1CO1: There is a Slig somewhere snoring, also another bunch of hint flies. Chant and you will find that they say “sneak in and out of shadows”. Leap across the span, don’t go down because there are mines down below.

E1PO1CO2: You will finally see the snoring Slig. Watch out for the land mine, but tiptoe so that you do not wake the sleeping Slig. Leap over the land mine, and into the gap. Wait there until the Slig marches over to the left. Once he’s there, hoist yourself up and tiptoe into the shadow of the rock.

E1PO1CO3: When the Slig returns, and is facing the way from which you came, sneak past him into the next shadow. After that, sneak behind the Slig to the left, and hide behind the next rock. Once he passes you, you can sneak onto the next screen.

ZULAG 1: 

R2P18CO5: Keep going to the right past the meat saws, but watch your timing.

R2P18CO6: There is a Slog hut in front of you. Start firing at them, but remember that the recoil of the gun will push you over the edge if you don’t stop for a moment and move forward before you resume firing. (Step forward when your gun pauses). Now that you have killed all the Slogs, continue to your left.

R2P18CO9: Your back at the exit to Zulag 1. You will see that this time, you can get through to Zulag 2. You can do this, but there is a new group of Mudokons to save. Kill the Slig and go to your left.

R2P18CO1: Chant to open the bird portal, and the Mudokon below will run through. Continue to your left.

R2P18CO2: You will see that the Mudokon gave you the power of the spirit rings. Go back to the area where you saw the land mines, and blow them up. Now return and get those Mudokons you passed  on the way. There is one before the elevator, one near the meat saws, and one next to the exit to Zulag 1. When you go back to that screen, yank the lever. It will not only open the door, but turn off the electrical field at the other end as well .Return to the area where the electric field once was, and go to your left.

Week #8

THE STOCKYARDS:

E1PO1CO4: Slowly enter this screen and you will find a land mine. After you leap over it, walk yourself over to the edge, and hang down before the slig comes out. Then drop down from the ledge.

E1PO1CO5: You will find that there is another security orb here. If you listen closely, you will make out the sound of a Slig marching off in the distance. You will see that there is a bird portal close by. Let yourself down and chant in order to open up the portal. You will get zapped by the orb, but you will have succeeded in opening the portal at the same time. Leap through the portal.

E1PO1CO8:  There is a Slig on the platform above you, and there also sounds as if there may be another.

E1PO1CO9:  Leap the gap in front of you, and hang onto the other side. Wait until the Slig is gone, pull yourself up, and leap across to the other side. You will find a UXB bomb. When the Slig is farther away arm the UXB and run into the shadows, now wait for the Slig to walk across and kill himself.

ZULAG 1:

R2P18CO7: You will see a Slig here and he will be surrounded by bombs. Chant and use the power of your spirit rings, and your powers will set off the bombs, killing the Slig. Leap across the gap, and hoist yourself up on the ledge. Walk to your left now.

E1PO1CO6: Another Slig. Now you dont have the power of the Spirit Rings. Possess the Slig.

E1PO1CO5: When he’s under your control, walk over to your left and over the ledge. Go and get the power of the Spirit Rings again. Then come back to the area where the Mudokon is. get him to follow you over to the left hand side of the screen, and once there, chant and blow up the land mine. When the Mudokon follows, go to your right, and leap over the gap in the floor. When your on the other side, there is a secret room under the floor. Tell the Mudokon to follow you until he drops through the floor. Drop down after him.

Week #9

PARAMONIA NESTS:

f4po9co1: Leap into the well that you will find behind you. This well will take you to the well behind the one you just leapt into.  When you get to the other side, climb up the ledge to the right then leap across the span to the well. Once you reach the other side, leap into the well.

f4po9co2: When you enter this screen, you will run along a wooden pole in the background looking at the foreground where you will need to return to in order to scout out the foreground. Keep going to your right.

f4po9co3: When you enter take a close look at the group of Paramites you will face. Keep traveling to your right.

f4po9co4: Walk your way over to the well and jump in.

f4po9co5: The well will shoot you up past a number of dangerous situations. Keep an eye out, and you will see will see a Paramite. When you land, walk to your left.

SCARABANIAN NESTS:

d7p11co1: A swarm of hint flies linger above you. Chant to have them give you the hint “scout from afar”. The door you will find has been sealed.  This means that you will need to go the opposite way. Jump inside of the well. You will start scouting from afar as you did in the Paramonian nests. Travel to your right and pay close attention to the path you will need to follow.

d7p11co2:  On this screen you will need to search the chasm for the Scrab in the shadows, and move to your right where you will need to leap the chasm and continue.

d7p11co3: Another chasm and another ledge.

d7p11co4: Here the path will break, and there you will also find ledges on either side of the chasm. Debris will fall from above to the right. Jump into the well.

d7p11co5: Her you will find that a Scrab protects a platform. You will need to reach and climb up the platform before the Scrab gets down to you. Get yourself up to the well.

d7p11co6:  The platform will end at a ledge that leads to your right. To the left, a Scrab hides above in darkness. Start your running.

Week #10

STOCKYARD ESCAPE:
E1PO4C13:
Be careful. There is a Slog below you, as well as a portal. Start to chant and open the portal. Once the portal is open, crouch down and throw some rocks at the land mines. After you have blown them up, you need to get down and roll through the tunnel where the land mines were. 

E1PO4C14:
Run. Up ahead there is a ledge and a Slog following you. After you get to the ledge, turn and throw your last rock at the land mine to the ledge across from you. Leap over the Slog, and roll back through the tunnel and leap through the portal. You have returned to Rupture Farms. Once inside your portal will scatter. You will need to go to the upper right corner to get to the portal. Your path to the left will be blocked, so you must go right.

ZULAG 4

R2PO4CO2:
Here you will find yourself a group of Sligs. Kill them quickly. There is one that you couldn’t kill so move close and try once again. Now go over and pull the lever. You will see that once you have puled that lever that it should have controlled the platform. Get the level back up, and take the possessed Slig down a level.

R2PO4CO3:
Once you get into this screen, realize that they dont know that you are the Slig and that you’ve possessed him. Wait until the Slig on your right is out of view then shoot the one to your left. When the one on the right comes back to investigate, shoot him. Look around and notice that there is a portal and another Mudokon. Follow the path to your right.

Week #11

STOCKYARD ESCAPE:
E1PO4C12:
When you first enter this screen you will find a portal along with a Mudokon. Above is a sleeping Slog. Hoist yourself up onto the ledge in order to open up the portal. The Slog will ignore the Mudokon escaping, and will follow you. Leap across the Slog, and hoist yourself up on the other side. Leap over the Slog again, and run towards the portal and leap on through. Once through, hoist yourself up on the right and go get some rocks. Hoist yourself up on the other side, and leap over the land mine. Keep heading to the right, take a listen, you’ll hear some barking, so that will let you know that there are some Slogs ahead.  

E1PO4C03:
Here’s the first Slog. Turn yourself around and run. Don’t forget about the land mine. If you time things right, you’ll miss the land mine, but the Slog wont. Hoist yourself back up again, and head to the left. If you look, under the bridge where you found that Slog previously, you will find a ledge. Lower yourself down and head to that ledge.

ZULAG 4

R2PO4CO4:
You will see another Slig, so shoot him. You will hear the alarm that you have set off. Wait until the alarm stops then go down and take care of the other Sligs. Do not kill the Slig to the left, because he will turn and kill the Mudokon . Wait until you get down onto the lower levels, then chant to possess him and then kill him. Go to your right.

R2PO4CO5:
You  will see a Mudokon on a ledge next to a lever, and an electrical field. Get rid of the possessed Slig, then get yourself down to that level. Kill the Slig on your way to the portal. You will see an order bomb on your way. Roll in tap it and roll out. Save the two Mudokons, then get up onto the ledge and turn the electrical field off. Lead the Mudokon you find toward the portal, then go ahead and chant and set him free.

Week #12

STOCKYARD ESCAPE:
E1PO4C04:
Keep heading to the left, then climb down. The path will lead to the right as well as to the left. Once you have climbed down, head to your right. 

E1PO4C02:
Drop down on the ledge. Once you drop, you will land on a large flat rock. If you look, you will find another bird portal. Once you land, chant in order to open the portal up. Once open, go on through.

E1PO4C09:
Once there, you will find a Slog. Turn and RUN.

ZULAG 4

R2PO4CO6:
When you get here, you will find a Slig. Go and get a grenade from the grenade machine and then lure the Slig under the ledge and drop the grenade onto him. Before you go out the door the Slig was guarding, read the sign... Slog Kennels. Get yourself ready for some fun.

R2PO8CO1:
You will find another portal here. So for future reference, you will need to bring them back to this board. You will also find a group of sleeping slogs. Start running and don’t stop 

running until you find yourself a ledge to jump up on. 

Week #13

STOCKYARD ESCAPE:
E1PO4C10:
Do not worry about the Mudokon, just keep running.

E1PO4C11:
Keep running, and then grab the ledge that is in front of you. Go through the door, and leave that Slog behind. When you exit the door at the other end. You will find the Mudokon that you passed and also a portal. Chant, and send the Mudokon through. Once that is done, go to your left.

ZULAG 4

R2PO8CO2:
You find a Mudokon. Notice that there is a lever. This will turn off the electrical fields surrounding him. Do not take the time to save him now, just keep running.

R2PO8CO3:
There is a lever next to the Slog Hut up on one of the upper ledges. Keep running and don’t slow up because now another Slog has joined the group already chasing you.

R2PO8CO4:
Keep running.

R2PO8CO5:
Finally there’s that ledge that you have been looking for. Jump on up and hoist yourself up to safety. Go over to the grenade machine, and go and blow up those Slogs. Now possess the Slig. Step over towards the Slog Hut and shoot the Slogs that come out. Remember to use short controlled bursts so it doesn’t push you backwards. Wait a moment or two before pulling the lever, and make sure that all the Slogs have been killed. Now, explode the Slig, and go rescue the two Mudokons you saw. Pull the lever to disable the electric field and lead them to the portal and chant to free them. Go supply yourself with some more of those grenades. Look up now and you will see the open door. Step back o0ver the gap, and the Slig will pass sneak over into the shadows.

Week #14

STOCKYARD ESCAPE:
E1PO4C04:
You will enter and find a Slog. Get back to the ledge. Leap up to the ledge, leap over the Slog, and run to your left. As you run, keep in mind that there is a land mine up ahead.

E1PO4C06:
Slow down. As the Slog is killed behind you, look ahead and notice that there is one sleeping dead ahead of you. Use your rocks, and toss one at the land mine behind him. Creep on up, and finish off the rest of the mines in order to clear your way. Before you go up the ledge, look at the debris falling over the edge. Sneak up, and carefully crawl over.

ZULAG 4

R2P14CO4:
Look and find the pipe to your left. When the Slig below you passes and goes to the right, roll through the pipe. Wait until they both head to your right, then quickly roll, jump, and then hoist yourself up. Get into the shadows before the Slig returns. Once inside the shadows, move yourself to the right, until you can see the lever, and the lit part of the path. 

R2P11CO1:
Watch yourself. Order Bombs, and Slog Huts. Watch your step as you head to the right. 

R2P11CO2:
A Slig is beneath you, so your free to chant and possess him. Move him towards the lever and pull it to shut off the electric fields. It will also set the Slogs loose so remember, short controlled bursts in order to kill them. After that, walk back to the lever between the two Slog huts. This will send them from both directions. Once your done, and watch for that last one from the left, explode the Slig. Get Abe down there, and check out the area labeled employee lounge. You will see that the path ends, but there is a hidden path to the left.
Week #15

STOCKYARD ESCAPE:
E1PO4C07:
You will see a bird portal, so chant, open it up, and leap through. You will find yourself back at the rock bag. Find your way back to the screen with all those mines you blew up before, and finish off the rest of them. 

E1PO4C08: 
Hoist yourself up, and walk across. Chant to get the Hint Flies message. Watch out for all those broken ledges. Go down easily, and watch your step. 

ZULAG 4

R2P11CO5:
You will see a Native Mudokon. The power of the Spirit Rings is yours once again. Go back through the tunnel, and chant. This will explode everything around you along with killing all those Sligs. Go back to get that power once again. Repeat. Then repeat again, and when you come back this time, take the path up top.

R2P11CO3:
There are land mines down below. Take them out with your chant. Go down to the lower path. Slowly, and carefully creep up to that  device that says DO NOT TOUCH. Slogs will come right for you. Turn and run. Run for the ledge near the lever, and hoist yourself up. Possess the Slig, and shoot the Slog. Then go towards the Slog Hut and kill the group of Slogs. Once you have finished that, blow yourself up. Now go back and find out what they dont want you to touch. If you touch it, it will shut down Rupture Farms. Once thats done, head to your right.

R2P11CO4:
Another door. Step on through. You have completed Zulag.

