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(' In the hut closest to shore, you'll find an old man
The dangers of Coralcola and Octo’s ) ¥t :::x;:: i:l:.’:”d;’;:;;’z'f"ﬂ.ﬁm:"' =
Island are behind you. Now, even more '
difficult challenges lie ahead. A violent . : S PR T
storm has tossed the Sub-C into a RS oS
coral reef. You're land-locked until you ¢ : A

can find a way to repair it and sail on to

continue your search to find Dr. J.
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THE TUNNEL TO MIRACOLA

There are two exits from the

| Tunnel. One leads to the
village and the other leads to.
shore.

The Bola is a swift
weapon that can be
thrown for a great
distance. Find a safe
spot with-a clear shot
to the enemy, then

Toss the Bola across the
waler at unsuspecting
enemies. Aim carefully. You
only have a few shots.

i ltuponmrhnwhnmmﬁm
 characters and seek out a safe spot.

_--mnnlmﬂldrﬂﬂt nnnrmnd
: -hnmm.

A short, but dangerous, tun-
nel lies between you and the
village of Miracola. Fight your
way through and you may
find someone at the Sub-C.
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Miracola is a mysterious village. lts
inhabitants will be kind to you only if
you save the Chief's daughter. You can
visit her after you visit the Chief by
finding a hidden entrance in the north
side of the Chief’s hut.

Answer this villager's question,
keeping in mind that you are in
Miracola, and the guard in front
of the Chief’s hut will allow you
to enter.

Bananette has been asleep for

100 days. Jourmey to the other

side of the island and seek a -

cure for this strange malady. e

-~ MAGMAS MOLTEN TUNNEL ...,

Welcome to Miracola, Mike. We Miracolans
are very handy with shipwrecked subs. Before
we fix the Sub-C, though, please seek a cure
for my daughter, Bananette. She has fallen
asleep and will not wake without a spell from
the hermit on the mountain.
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(~  MAGICITEMS
- STOP/SLOW

Collect this clock to freeze, or at least slow down, all of the
enemies in the room.

TRY YOUR LUCK SIGN
This odd item will either add to, or subtract from, your
characters in reserve. Collect it if you feel lucky.

-%ﬁﬁimﬂta_ﬂiﬁmtﬁ

MAGMA THE FIERCE

The molten mass of this fiery fiend absorbs shots
from your weapons without taking damage. The only
way that you'll be able to extlngmsh his flame is to
stick him into the muck. :

Jump to find the Trigger Tiles
that will break Magma's link with
the surface.
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Only women are allowed
inside the walls of Shecola.

The warriors of Shecola know the
secret of getting to the west side of the
island where the Hermit lives. Only
women are allowed to enter the castle
to speak to the warriors. You'll have to
find a way to trick them into letting you
in.

Queen Shecola will admit A Fortune Teller lives in a chamber on

only women into the castle.  the side of the castle. She'll help you

Search the grounds to find enter If you can find her Crystal Ball in
a solution to this dilemma. the Ghost Village.

B s S

The entrance to the Ghost Tunnel is not
immediately visible. You'll find it only by
walking into the headstones around the
Ghost Village. Once you find the right
headstone, you'll notice that it is a slightly
different color from the others. Crawl
down below and get ready for a very chal-
lenging battle.

won't know what hit them if you play it .

them with the Yo-yo from one of the

26
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On your way to the Ghost Vil-
lage, make sure that you find
the Big Heart in a hidden under-
ground passage. You'll find the
extra energy to be invaluable in
the coming fight.

(" MAGICITEMS )

~——— ROD OF SIGHT ' [jEgSgE BONEDOGS | s

The extremely useful Rod of These curious canines may SRS
Sight makes ghosts visible and seem Incomplete but they
vuinerable with a flashbulb-like _clndlluhlﬂhnlﬂﬂ :
burst of light. you if you get too close.

— LANTERN
For a few valuable seconds, the
Lantern will allow you to make
your way around a normally dark
~ room. Use it sparingly.

Mml’lutmwlmn"‘
andunllumll, SRS

THE GHOST TUNNEL
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7\ MAXIE ATTACK!

Unless you use a
Rod of Sight to
reveal Maxie and
the Minies that are
circling around,
you'll be hopelessly
attacked by an
invisible enemy.

Don't waste your Bolas
on Minies. Avoid these
pests and aim for the
big ghost.

@ PaAL WEAPON

MIRACLE MIRROR

Reverse the magic blasts of the Dimhags by shielding
yourself with the Magic Mirror.

It won't be immediately apparent that
Maxie is in the room until you use a Rod
of Sight to reveal this enormous ghostly
entity. As soon as you see it, avoid the
Minies and aim for it with a round of
Bolas. Use the Bolas sparingly, though.
You have only a few of them and they're
the only weapons that will reach Maxie.

Smash Maxie with the
fiery Bola and step
quickly to avoid the
Minies and biasts from
the Mini-Yolcano. The
only weapon that can
reach Maxie is the
Bola. Aim carefully.

When Maxie is
damaged, it wi
quicken its
pace and be-
come a more
difficult target.
Don't be hasty
or you'll waste
shots.




Welcome Warrior!
Let me replace that
outdated Yo-yo
with  something
much more power-
full

P S tye ity Ey s g

¢

Return to the Fortune Teller with
e Crystal Ball. She'll help you.

By using the Fortune Teller's magic, you will
be able to enter Shecola and find out the
secret of the West Tunnel.

This easy passage
serves as a
connection from
East to West.

Talk to all of the Shecolans.
The warriors will give you
clues about the journey
ahead and the queen will
give you a new weapon.




Finally! You made it to the side of the island where the
Mountain Hermit lives. Now, of course, there’s the chore
of getting to the top of the mountain. Fight on and find
out what challenges lie ahead.

SINK TILES
gz You'll learn very guickly
that white Tiles start to
sink as soon as you land
on them. Approach these
Sink Tiles with caution and
jump off of them
immediately.

b+
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AT LAS'ﬂ THE HERMIT!

: ® The Hermit makes his home in a cave at the

IR mountain’s peak. Get the Scroll with the magic

B s Lot from him and hurry back to Miracola.
Bananette is waiting!

You've got the Scrolll Now, run back to
Miracola and free Bananette from her long

You saved Bananette! Now you
can leave Miracola as a hero
and, with a repaired Sub-C,
continue on with your search
for Dr. J.

Good Morning! Did | miss
GET UP OBOE OOMA DODMA OBOE bl’eakfast? |:m starvlngl

-

WAL AL RV R

Chant the spell from the Her-
mit’s Scroll. Bananette will
awake from her trance. The
Miracolans will rejoice and
repair the Sub-C!
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As you travel eastward, a
Whale swallows the Sub-C.
You heard that they grew big
around here, but this is ridi-
culous.

Babool Dr. J's assistant is the C-

Islander who was searching for you.

While you were in Miracola, he was
swallowed by this Whale.

Baboo dropped a lighter somewhere
in the Whale. With it, you can light a
fire and force the Whale to sneeze
you out. Search for it.

Sail from one place to the next and dock wherever you can, then search
the area thoroughly for the Lighter. Eventually, you'll be able to light that

fire and get out of this mess.

There are places in some areas
where you can dive and emerge
somewhere else. Keep searching.
That lighter's got to be somewhere.
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CAPTAIN BELL

You'll still be shaking the salt water from
your shoes from the Whale episode when
you'll come across another obstacle. This
one is in the shape of an ancient Ship that
blocks a strait between halves of an island.

Where to now? Enter the village to see If there is some

way to get around the giant ship that
blocks the strait.

Bellcola was named
after a sailor who
long ago anchored
his Ship in the middle
of the strait to block
an invading fleet.

| am Chief Bellcola. | can see
that you'd like to sail through
the straits. Pete the Parrot may
be able to help.

This villager has a clue that

may help you figure out how to

befriend Pete the Parrot. .
Braaack! Braaack! No Gift,

No Chat! Braaack! No Gift,
No Chat!

: Tid ol il The greedy parrot

Chief Bellcola hinted that LA | B i won't talk without

talking to Pete the Parrot may e s a gift. This

be a good idea. Pete is the : fisherman on the

descendant of Captain Bell’s e s il il east side may

parrot. He could have a clue. : have what Pete
b wants.

After Captain Bell saved the s ““““”“ S
island from pirates, the people (A g et

plans. Some say it holds the
secret of the Ship.

Solve a mystery in the Memorial and
extinguish the fire that blocks the
underground passage.

built this Memorial based on his G ll!l‘ll‘. :

Navigate passages on the east side You'll find a Big Heart in the of the instrument. If you know the right
to get to Captain Bell's Memorial. passage. You may have to search for able to find a way to play yoi
it, though. oull
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> cUSEEE

Captain Bell designed this cave to drive pirates away

from the mechanism that keeps his ship afloat. The traps L REREEEEEEEE e cove
that he set are ingenious. Nevertheless, getting through ] 8%  and fight to the
this cave is the only way to sink the Ship. ' _ machine that
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CAPTAIN_ BELLS_JCAVE CONTINUVED

With a hull full of water, Cap-
~tain Bell's Ship heads for

: e B  Another chapter has ended
Davey Jones' Locker and &8 o B8 and, once again, you sall
clears the way for the Sub-C. ENSEEEREEIEREE off in search of Dr. J. What

® could possibly he next?
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Nav-Com finally has a lock on Dr. J. Pilot the
Sub-C through a maze-like series of islands and
narrow in on his location. A close signal doesn’t
necessarily mean that you're on the right track.
Search everywhere and keep an eye open for
secret passages.

Search carefully and thoroughly
in the maze-like Island chain.

This small village is on the
first island that you come
to after finding a secret
passage.

. The settlements are few and far
between in this area. Howdo-
yadu-Cola is only a small village with a few inhabitants.

Talk to the villagers and see if you can get any clues

about the islands.

There are several secret passages in the islands,
Look for the bubble on the shore.

You'll learn from a Howdoyadu-Colan that there is a Big Heart on one

of the islands. Keep searching and you're bound to find it.

SEARCH FOR THE LOST RUINS

..Dr. J has been exploring the

= underwater ruins in this area.
That must be where he's being held captive.
Nav-Com still has a lock on Dr. J's location. If

you continue to try new passages, eventually
you'll find him.

There may"ha a spel:-lnl item on There's a series of underwater
this island. Dock the Sub-C and passages in this chain. Some of
take a look. them lead to important locations.

We're closing in on Dr. J's location. | have
a positive ID that he is in the Lost Ruins.

Once you zero in on the Lost Ruins
from the surface, dive down and
explore them from below. You're
getting close to Dr. J's location!

classicgaming.com./sia
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¢ MAGIC ITEMS Y
ANKLET -

~of the Anklet, you'll be

able to-jump the length

of two Tiles.

though, it

‘only works in

‘where find it.
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BREAK BROKEN JOE

Direct from Easter Island, Broken Joe has
taken his show on the road. His weak point
is his open mouth. As soon as he opens
wide to send out a squiggly, tongue-like
attack, jump straight up to avoid it and pitch
a handful of Horse Hides right into the
strike zone.

BIG ROCK

The mysterious meteor in the Lost Ruins
may have something to do with recent
events in the night sky. There are three holes
of equal size in the rock. Items may have
been removed from it after it
landed.

You can see only a
little of the cave at
a time. Follow the
map to see where
you're going.

Before you fight
through the next
Tunnel, grab the
Big Heart on the
right side of the
Lost Ruins.

Jump to avold
contact with Broken
Joe's tongue-like
attack.

There's a strange message on
the Big Rock that you can't
read. Maybe someone with
experience In deciphering
messages of this nature would
have better luck.

classicgaming.com,'s
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" THE BIG ROCK TUNNEL

If you walk straight up from the m

entrance of this challenging tunnel,
you'll go into a dead end. Look for a
secret passage in the right wall of the
entry room.
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The weapon of choice

against this duo is definitely

the Asterisk. Stay near the

center of the room and hit

both Statues at once. After

you beat them you'll find Dr. ;.00 out of the way of the
J, then blast off on an alien  Statues’ fire and coliect

2 another Asterisk if you
spaceship. Good luck! et pog

Use the Asterisk to hit both Statues of Twin
Sumocho with one shot.

Mike! You found me! | was beginning to
think that | would never get out of these
ruins alive. Aliens have taken the three
Crystals that were imbedded in the
Meteor that landed here. You've got to
board their Ship and retrieve the Crystals!
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