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Notes from the Author

I would like to thank Ken Heckbert and Doug Howell for all their help
verifying hints, and quite truthfully, kicking my butt when | didn’t
word it properly! They both had a good time with my original
grammar and punctuation errors!

Thehints are in the order they will most likely be needed. If you are
looking for a specific screen number for a hint, use the index to easily
locate the screen and hint.
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How To Use This Book

The numbers on the left side of any paragraph represent the
screen number in each part. Not all screens have hints, but we
trust that a persevering player like you will make it to the next
screen where once again, a hint is supplied.

The hints appear in the order in which they will most likely by
needed. If you are looking for a specific screen number for a
hint, use the index at the back of the book to find the correct
page number.

Some hints refer to multiple screens, such asin Part 3, screens 2
- 5 which make up one long area. Y ou will go back and forth
between these screens a few times in order to successfully get
through the area.

Good luck and god-speed!



God of Thunder
Part |
Serpent Surprise

The year is 927 A.D. (as mortals reckon time) and the Almighty
ODIN has summoned you, his faithful and heroic son, to The
Great Hall of Asgard:

"THOR, my son, your evil half-brother, LOKI, the God of
Mischief, has once again betrayed us. While | dept the great
Odindeep, he managed to subdue and take control of my
beloved land of Midgard.

He has acquired the aid of two of his most fearsome allies:

JORMANGUND, the Midgard Serpent, and
NOGNIR, Prince of the Underworld.

If you are not able to stop him now, his control over Midgard
will be so complete that |, myself, may not be able to oppose him
and his two very powerful accomplices.

To help you on your mission, | give you my most trusted
weapon:

MJOLNIR, the enchanted hammer.

Made for me by the king of trolls, and enchanted by my own
power, it will always return to the one who throwsiit."

Now, armed with only your enchanted hammer and considerable
wits, you must journey to Midgard and destroy Jormangund!

% God of Thunder Hint Book %
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Screen Numbers and Hints - Part |

Remember, these are in order of need and not sequential screen
number. If you are looking for a specific screen number, use the
index at the back of the book.

02 ARROWSAND BLOCKS:

In this areathere are red arrows painted on the ground. Some
point up, but that path is blocked. The others point down, and
you can't walk over them! So you walk up the path to the left,
and discover that you can push the block out of your way! You

see some more apples. These are nice golden apples, and you
are hungry! Asyou pick one up, the worm killsyou! Y ou never
die for good in this game, so go ahead and try again! Thistime,
you know that you need to find something you can use to block
the worm. Move the blocks to surround the worm, and now it is
safe to get the apples, and you can get to the key, too.

% God of Thunder Hint Book %
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24 STALAGMITES:
Y ou can see a glowing purple oracle, but you can't reach it!
Y our way is blocked. Y ou throw your hammer, and discover

that the hammer
activated the oracle
when you hit it! That
lowered the
STALAGMITES and
allowed you to pass,
but when you did that,
some more appeared
below you, so you

touch the oracle again,
and your path is cleared.

34 SPIDERS:
Y ou find an old man in the cave, but when you talk to him, he
tellsyou to leave him aone. You try to journey farther into the

cave, but the SPIDERS kill you. Soon you discover that so long
as the spiders are going up, they won't hurt you.

% God of Thunder Hint Book %
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01 SECRET AREA:

Another one of those funny looking bushes! Y ou quickly gather
the jewels and apples, then go back to battle the skunks and red

blobs. 'How do | get out now? The pegs are blocking my way!

Oh yeah! The purple oracle!" Y ou touch the oracle, but now
your way is blocked by another peg. It doesn't take long to
realize, you must be on the right side of that peg, so you touch
the oracle again to lower it. Once you're acrossit, you throw
your hammer, and lower the other pegs, so you can go over
them.

11 ENCHANTED APPLE:
Y ou see akey, but the way is blocked! Maybe those logs will
move! You get the key, and you see those apples, but how do

you get to them? Oh, it's
those funny little bushes
again! Then you notice
that there is another funny
bush in the other corner.
Y ou make your way to
the exit and find another
apple. Your father tells
you that thisisthe

ENCHANTED APPLE!

% God of Thunder Hint Book %
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42 HERMIT'SHOUSE:

There'sahouse! That must be the Hermit's house! But the sign
warns you it's private property, and tells you to go away! What
do you do? Of course, like any adventuring soul, you cross over

the bridge! Once inside the Hermit’s house, you realize it's the
same guy you saw underground earlier. Y ou will visit the
Hermit at least three times. The first time, he will tell you heis
looking for something. Maybe you can help him find it. When
you return with what he has lost, he will give you some
information about the bridge. Then finally, once the bridge is
repaired, he will provide you with some information about your
journey to find Jormangund.

% God of Thunder Hint Book %
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60 KEY TO SORCERER'SHOUSE:
When you talk to the owner, he offers to make a deal with you.
Y ou need a key to get

into that house you saw
earlier, don't you? Be
sure you have plenty of
magic, or he won't
trade with you yet.
Once you get the key,
head back to the east,
then go north to get to

hishouse. The key
allows you to enter his house.

105 POWER OF LIGHTNING:
Once inside the house, you find it isfilled with rats and spiders!
Y ou also see something over by the wall. Get past the spiders

and seewhat it isl Hey, it'sthe POWER of LIGHTNING! You
also receive afull supply of magic! The Power of Lightning will
kill the enemies when they surround you. It also has another
interesting ability which might come in handy later.

% God of Thunder Hint Book %
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112 FINDING THE DOLL:
Inside the house, if you speak to the man, he punchesyou! He
doesn't like strangers coming inside his house. But you decide to

talk to his wife while

you're there, and she
admits to stealing
something from an old
man. Maybe it's what
the Hermit islooking
for! She says she hid it
in her mother’s house
on the northwest side

of town. However, if
you haven't spoken to the Hermit yet, she won't tell you
anything.

113 HOW TO BEAT JORMANGUND:

When you walk into The Low Key Bar and Grill, the woman
warns you to hold on to your money belt when you talk to
Blarg! There's a man there who asks you for 100 jewels. This
must be Blarg. Oh well, give him the jewels. There are plenty
laying around. (If you're a cheap skate, you can always save
your game before giving up alot of jewels. Once you find out

what you've paid for, smply load your saved game, and you still
have al of your jewels! Hey, you didn't get to be a God by

% God of Thunder Hint Book %
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birthright alone!) He says something about a weak spot. Go
ahead and talk to him again, then go check out the back of the
room. There's one of those Angels Odin told you about. Be
sure to collect all of the jewels, and move all of the barrels.
Under one of the barrels you will find another secret area. If the
angel doesn't do anything for you, it just means that you have as
much magic as you can carry for now.

30 MISS MUFFY:
When you speak to the lady of the house, she wants to smack

your facel Remember

that woman you talked
to earlier? Well, thisis
her mother's house!

Y ou find the doll that
the woman stole from
the old man. Takeit to
the Hermit’ s house and
see if that's what he's

looking for.

% God of Thunder Hint Book %
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72 HOW TO GET TO JORMANGUND:
When you speak to the Hermit after you find the doll, he tells
you he's been looking for her for months! And he offersto help

you. When you ask him the right question, he tells you what you
need to do next. He's pretty sensitive about the doll, so don't
bug him!' Maybe now you'll get to find out who Relg is! Go see
him on the northwest side of town. His house is above where
you found the doll. Be sure to come back, like the Hermit said!

% God of Thunder Hint Book %
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20 BRIDGE REPAIR:

The sign says Relg's TV and Bridge Repair. So, now you know
who Relg is. When you go inside you speak to his wife, and she
tells you what aworthless husband heis. Go downstairs and talk
to him. When you

supply him with the
correct information, he
will go fix the bridge.
If you haven't read the
sign by the bridge, the
correct response will
not be one of your
choices. Now, go see
the Hermit again. The

Hermit will give you

more information about finding Jormangund. Pay close
attention! Hetells you about a barrier the Rock Trolls have put
up. Now go seeif Relg has fixed the bridge.

% God of Thunder Hint Book %
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64 PEGS:
Y our journey is blocked by a bunch of pegs that go up and down
real fast. Y ou have to find away to make them stick in the

down position. When you speak to the wandering villager, he
suggests using something that will Kill things through walls. Do
you have something that will work? If not, you'd better go back
to Sorcery and Such. Maybe if you get as close as you can to
the Blue Haired Imp you can make him stop touching the purple
oracle. Try to timeit so the pegs will be down, otherwise you
can't crossthem! If you do happen to kill him at the wrong time,
you'll have to use some more magic to hit the oracle.

44 SHRUB:
You're in another cave! Your path isblocked by some more

stalagmites, but you
know how to get past
them now. But be
careful! You want to
live to get to that shrub
up there, don't you?
Whatever you do, don't
eat the shrub, it could
be hazardous to your

health! If you have
trouble getting past the stalagmites, remember to throw your

% God of Thunder Hint Book %
Page 11




hammer and quickly turn around and press against the
stalagmite. When you've safely made it past that one, repeat this
procedure for each one. The way back is easier, since you don't
have to turn around after you throw the hammer.

83 ROCK TROLL:

There'sabig Rock Troll. You walk along the path and talk to
him. He doesn't scare you, does he? Nah! He wants the smelly
shrub! Y ou're more than

willing to give it to him,
aren't you? When you
giveit to him, he lets
you go past, but warns
you that his brothers
aren't so nice. Don't
hang around here too
long, he may decide he's
still hungry.

% God of Thunder Hint Book %
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82 MORE ROCK TROLLS:
These are the Rock Troll's brothers, and they're throwing rocks.

Y ou can see a hole up at the top, but these guys look dangerous.
Too bad you don't have some more shrubs. If you touch aTroll,
or get hit by arock, you'l die. Go to the left, then up. When the
first troll is all the way to the left, walk along in front of him.
Then go up and across to the left on the next level. Go up in
front of the next troll, then up and to the left in front of the third
troll. Be sure you get in front of him, or when he turns around
hell get you! Timing is very important, and watch for the rocks!
Thiswill lead you to the isand you saw earlier, where you will
find six keys. Y ou need these keysto get to the next area.

% God of Thunder Hint Book %
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65 ROLLING BOULDERS:
Ohno! Moreworms! But there's nothing to block them with!
Maybe you can move those BOULDERS, but there are eight

worms and only two

boulders! Simple! Push
one of the boulders up,
running behind it and
you will make it safely
past. This may take
severd tries, but don't
give up! Thereis a secret
area close to here, but
it's easier to get to it

from the north. Don't forget to look for it.

55 MORE WORM S AND BOULDERS:
Thistime you only have one boulder to get past four worms, but

keep in mind that you have to go past them in two directions.
Push the boulder up and run aong beside it on theright. Go
around it before it gets to the top and stop it fromrolling. Then
you can push it to the left to protect yourself. If you let it go all
the way to the top it won't help you any, and you'll have to try
again. Don' forget to get the key, which is accessible from the
screen to the left.

% God of Thunder Hint Book %
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Secret Area:  Go between the rocks at the lower right corner,
before you go up, and push the rock down, then go east.

66 SECRET AREA:

Here you can visit the angels to fill up on health and magic. To
get to the jewels, you will need to push the logs in front of you
to protect yourself from the worms. First use one log, and move

it along the top, and
down the right to
collect those treasures
in the corner. Y ou will
need to use this same
log and make your way
back to where you
started from. Next use
the log to move down

and across the bottom.
Never stop pushing the log until you have a clear path around
the log, so that you will be able to get on the other side of it and
push it back the way you came from. If you push it too close to
another object, you may not be able to move it any more.

% God of Thunder Hint Book %
Page 15




15
Touch the oracle so the red arrow is pointing up or to the right.

Push the block on the left down, so that it is blocking the worm,
then push the other block so you can get past and make your
way out.

25
First you must hit the oracle to lower the pegs. If you time it
right, you can eliminate those stinky pests with the pegs! Once

you are past the first
set of pegs, hit the
oracle again, and cross
that set of pegs. Go up
to where you arein line
with the oracle, and
throw your hammer at
it. Crossthat peg, turn
around and throw the

hammer again so you
can get the key.

% God of Thunder Hint Book %
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26 SHORT CUT:
There are many paths to follow, and many holes to explore in

thisarea. The easiest way to get where you need to go isto
walk past the apple merchant and take the first path to the left.
Take the time to explore al the different holes, because there are
many jewels to be found!

17 KEY ONE:

Turn to the right and go
down thishole. Here
you will find akey. Exit
the cave to the right of
the key. You will come
out at the other hole
below it and to the right.

% God of Thunder Hint Book %
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28

Follow this path, then
turn right and go down
this hole.

19 KEY TWO:
The Hermit and Miss Muffy will give you another key. Go up
the middle path to exit.

8

Follow this path up and
around past the magic
angel.

% God of Thunder Hint Book
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7
Go down the hole, and back up on the other side. Continueto
the left until you reach the locked doors.

79
Starting at the bottom of the screen, where you enter, run over
to the middle of the screen and push the movable log al the way
up. Crossover the arrow to your right, and go to the log on the
far right of the row of three. Push that log to the right, and
retrace your steps until

you are below that log.
Push the log up until it
blocks the worm, and
then get the key. Near
the top middle of the
screen is a boulder.
Push it to the left and
then down to block the
worm from above.

Move over to the next

worm. Go unlock the door (be careful not to hit either boulder
yet), and hit both oracles one time each. Now, pick either of the
two boulders above you, and roll it to the right, then push it

% God of Thunder Hint Book %
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down. Go back and hit the purple oracle (not the black one).
Run down, get to the right of the boulder and hit it to the left.
Go back and hit the purple oracle, one last time. Go to the other
boulder in the upper left area, roll it to the right, and then down.
Go to theright of that boulder, and roll it to the left. The worm
should now be blocked from below. Get the key and exit the
screen.

88
Push the boulder on the left down. Move the log al the way to
the right, and up abit, so it isout of the way. Don't block the

opening at the top. Next push the other boulder down to the
stump, and to the right, then down again, to the right, and up.
Now, go back up to the left, so that you are on the left side of
the boulder, push it al the way to the right and down. Push the
boulder right, and run along beside it so you make it past the first
worm. Y ou can push the boulder up to get the chest, and then
go down.

% God of Thunder Hint Book %
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97

The Blue Haired Imp
will hit the oracle to
raise and lower the pegs,
so wait for the proper
time to cross the pegs,
so that you can make
your way to the exit.

107
Once you have crossed the two rows of pegs, use the purple

oracle to lower thefirst peg, then stand to the right of it, next to
the bush, and throw your hammer up. While your hammer is
moving up, cross over the first peg. When the hammer is
coming down, it will hit the oracle again, and lower the next peg
so you can walk over it.

% God of Thunder Hint Book %
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106
Push the block down to where it is about in the middle, then to
the right in line with the boulder on the right. Next push that

boulder down to the

block, and al the way
to the left. Movethe
block below the other
boulder and do the
same thing. Now
move the block up, and
to the left so it will be
in front of the worm,

but don't move it too

far, or you won't be able to get past it. Roll the boulder on the
right up, running along beside it to the hole.

68
Push the block leading into the center area down just enough so
you can get past it. Then push the block on the left down to

where it isin line with the worm to the left, then push it to the
left, below the closest worm. Push the other block all the way
down, and to theright. Go back to the block in the middle and
push it through the large opening, then to the right to block that
worm from the top. Push the block above it up, just enough so
it's out of theway. Touch the oracle to lower the raised peg

% God of Thunder Hint Book %
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close to the key, and go push that block out of the way. Push
the block below you down to where it's just below the other
block. Move that block to the right and down to block that
worm, then move the first block to the right side of the other
worm. You are protected from all of the worms now. Hit the
oracle to lower the pegs surrounding the key. Get the key and
leave.

59 JORMANGUND:
Y ou are now ready to battle the mighty serpent, Jormangund.

Remember what Blarg told you, and throw your hammer so that
it hits him on the back of

the head on its return.
Thisisahit tricky, since
you must time it to hit
himon hisretreat. If
you are below or above
him when he moves
towards you, throw your
hammer, then move up
in line with him when he

ismoving back. It will hit him on the back of the head.

% God of Thunder Hint Book %
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SPEGVILLE

While in Spegville, you will need to visit many shops and houses
in a specific order. Many things won't occur until they have been
triggered by something else. This map shows the whole area of
the village, with al of the buildings marked. In many of the
buildings, you will only find treasure, or some witty villagers!

To be successful in your journey through Spegville, your first
stop should be the Hermit's House (J). The first time you speak
to the Hermit, he will tell you that he is looking for something,
and cant be bothered. You must help him find what he is
looking for before you will make further

progress in the game. The lady of the house (K) knows what he
is looking for, and will tell you that it is at her mother's house
(D). Once you have found it, return it to the Hermit, and he will
tell you about the bridge, and how to have it repaired. Y ou must
go to the bridge (N), and read the sign before going to talk to
Relg. Go to Relg's TV & Bridge Repair (A), and he will send

% God of Thunder Hint Book %
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someone to repair the bridge, as long as you know what the
name of the bridge is! After the bridge is repaired, return to the
Hermit's house again, and he will tell you about arock barrier.

During your wanderings in Spegville, you will also need to see
the Sorcerer at Sorcery & Such (O). Before visting the
Sorcerer, you will need full Magic, which you will find plenty of
in other houses. If you have full Magic when you speak to the
sorcerer, he will make a deal with you. He will give you the key
to his house (G), where you will find the POWER of
LIGHTNING. You will need this power to complete the game,
so don't forget it! You should also visit the All Knowing Seers
of Destiny (H). One of them will tell you to visit Blarg, because
he has something to tell you. The drunk outside of The Low
Key Bar & Grill (E) will also tell you to speak to Blarg. During
your visit to the village, you can also see the apple merchant if
you need to, at McElroy's Fresh Food (L). Then you will be
ready to continue your journey.

% God of Thunder Hint Book %
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God of Thunder
Part |1
Non-stick Nognir

"Thor, my son, you must now journey to the town of Milgrund.
There you will find the information you need to locate Nognir,
Prince of the Underworld.

He has endaved the entire town and makes all male citizens
work in the Teflor mines. Any man who will not work in the
mine is imprisoned.

Nognir uses Teflor to produce smaller versions of himself to use
as weapons. These weapons are very deadly, as you will soon
discover.

Even now, word of your courage and prowess is quickly
spreading throughout the land.

The people of Milgrund are eagerly anticipating your arrival.
Among them you will find many allies.

But aas, mighty Nognir is also expecting you. He has sent all of
his henchmen and set many traps to stop you from reaching him.

Go now and destroy the evil Nognir!

% God of Thunder Hint Book %
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Screen Numbers and Hints - Part 11

61
Move the block closest to the top down, in line with the top
worm. Next move the block below the opening to the left and

down to block that worm. Take the other block, move it right
and down to block the other side of the worm. Move the other
two blocks to the right, so they block the worms near the exit.

72
Move the top log down to the left of the top worm, then you can
either go to the left, or down the hole. When you return, move

the log on the left side
up and to theright, so
it isright below the log
at thetop. Now move
the top log above the
worm and you can get
safely past the worms.
Y ou can aso passthe
worms by exiting the

screen at the top, then

go right and back down.
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63
Move the log closest to the bottom towards the worm at the
right. Next you must kill the Blue Haired Imp, so that you can

move the other log above the worm at the right, and go across
the bridge. Move the lower log up and to the left in line with the
other worm, leaving enough room that you can go under it.

Push the other log right to block the worm, then push the other
log back to the right and up to block the other side, then you can
get the chest and go to the left. When you come back through,
move the top log in front of the worm, and push the other log
across the bridge to block that worm.
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Touch the oracle to reverse the pegs. Roll the upper boulder
right, and then down. It should now be on top of the other
boulder. Reverse the pegs again, and roll the same boulder to
the right. Reverse the pegs, and roll the boulder up. It should
now be touching the oracle. Roll it to the right, and touch the
oracle as soon as the boulder passes the top peg. Thiswill raise
the other peg, so the

boulder doesn't go too
far. Hit the oracle
again, and roll the
boulder down. Push
the other boulder up to
the oracle and over to
the right, using the
same method as the
first boulder. Push this

boulder down so that it is on top of the boulder at the bottom.
Go around and down to the boulders, and push the bottom
boulder to the left. Push the other boulder to the right and up,
so that it blocks the worm. Now you can retrieve the key and
leave.
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Unlock the money doors and go to the group of three logs.
Move the log on the left up to block the worm. Return to the
entrance, and move that log up, to the right and down, so it isto
the right of the worm. Next, go to the two logs below the

worm, and push the left-most log down. Push the other log to
the right. You can now go down in the bottom area by the
worm that is at the bottom center of the screen. Move the log
that is to the left of this worm up. Touch the oracle to reverse
the pegs, and go to the logs at the top. Push the one on the right
up, to block the worm, and move the center log to the left.
Move the other log all of the way to the left, also. Next, move
the log that was in the center down and to the left to the
opening. Go above this log, and push it down and to the left, so
that you can retrieve the key. Push the log closest to the bottom
worm to the left, then get below thislog, and push it all the way
up. Go around so you are on the left side of the log, and push it
to the right. Push it up and to the right, so it is above the peg.
Placement is critical here, or it won't go across the peg. Push the
log above it to the right. Then push the first log down until it
touches the rock. Then push the log on the right side down or
up, so long as it's out of the way. Push the first log left and
down. Go around so that you are on the left side of it, and push
it right and down toward the opening, al the way to the bottom,
so that it blocks the worm.
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75 POWER OF WIND:
There isamovable log here, which reveals acave. Onceinside
the cave, go down and

to theleft. Go up the
tall ladder, which will
take you to an isand,
where you will find the
Power of Wind and a

key.

85
Move the block down, in line with the upper worms, then roll the
boulder to the right. Go through the opening in the bushes on

the right side of the screen, to the boulder in the upper right, and
roll it down. Push the block towards the worm on the left, past
the boulder. Directly above the boulder are two bushes you can
hit with your hammer. This gives you a path to roll the boulder
up, and to the left so you can get the key. Leave and come back,
so the block and boulders will be reset. Now push the block
down just enough so you can push the boulder to the right, like
before. Repeat the same steps as before for the boulder in the
upper right corner. Return to the block, and push it to the right,
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and up through the opening in the bushes, just enough that it will
clear the bushes if pushed sideways. Go down and around to the
right and up, go to the left side of the block, and push it to the
right, in line with the bush below it. Push the block next to the
chest to theright, it will hit the block, and then you can push it
down between the bushes, to block the worm at the bottom.
Push the block back through the opening, and to the left, below
and just past the boulder on the left side. Roll the boulder down
so the bottom worm is blocked. All four worms should now be
blocked, and you can exit the screen.

95
Go to the black oracle in the center and touch it to change the
direction of the arrow

S0 it is pointing up.
There are two logs
together near the
oracle. Push the lower
one to the left and the
one above it up. Then,
push the other one
down. Go around at
the arrow and use the

purple oracle to reverse
the pegs. Push the other log to the right, so you can get back to
the key.
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9
Pushing the rock onto the dock will open a path to an area full of

treasure and bad guys, of course. Hit the oracle with your
hammer from below and your path will be cleared to the hole.

7
Y ou will use alot of jewels getting through this maze of money
doors. Remember, the

red ones take 100
jewels, and the blue
onesonly 10. Your
best bet would be to go
straight down on the
left, then up on the
right to the door. You

need to retrieve the
key, first.
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Roll one boulder at atimeto the left, and then down. Go to the
bottom, to the left of the boulders, throw your hammer, and go

up. The hammer will get stuck on the oracle, rapidly changing
the pegs. The proper timing will alow you to cross the pegs.
Y ou will be able to retrieve the key and return to the money
doors.

8

Get the key in the lower right corner. The easiest way to do this
isto be pressing against the peg when it is up, and keep moving.
After you have the key, go up to the left of the lower block, and
push it al the way to the right. Push the other block up, then
unlock the door. Watch

out for the spears. Push
that block down to
where it is below the
wall, then to the right to
get the key. Watch out
for the pegs! If you wish
to get the trophy, move
the other block to the
right, down through the

door to whereit isin line
with the lower worm, then to the right. Carefully make your
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way across the other pegsto the exit. It may be agood ideato
leave this area and come back after getting each of the keys, so
you don't have to repeat it again if you die.

16

Before you can go into Joe's Fresh Fruit, you must get your
armor cleaned up at Andy's Armor Repair, to the west. Once

you do, you will find out about away to get past the guard at the
southwest corner of town.

35 WINGED BOOTS:
Inside this house is a hole leading to a series of caves. Here you
will find the WINGED

BOOTS and a key.
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23

Thisisthe Blakters House. Mr. Blakter is gone, but you may
need to come back here later.

44

If you have a key, you
will be able to go into
the back room of the
house and find a shovel.
Be careful, it'sdark in
there.

% God of Thunder Hint Book %
Page 36




36
If you go to the right side door, it will lead to another room
where you can find a key that will allow you to go to the mines.

47
Talking to one of the miners reveals a hole he dug, which leads
you to an area where there is a villager wandering around

looking for Surtur. He tells you that Sammy fixed his shoes so
he could climb the

Teflor dope. Go
back to Sammy's
Shoe Repair, inthe
center of the village,
to have him fix your
boots, then come
back and find Surtur.
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Use your shovel to dig and see if you can find Surtur. The spot
is clearly marked!

113

The sign says "Back in
5 Minutes." Surtur
returns when you start
to leave. Ask him
whatever you wish to
know, and he will give
you the answer
(providing you ask the

right question!). He

will tell you where the
Hypno-Stone is, so return to the Blakter house.
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13
Y ou will find many things while you're digging behind the

Blakter house. When you find the Hypno-Stone, go to the
south-west corner and show it to the guard. He will allow you
to pass.

41

Move the logs on the
sides up above the
middle one, then move
the middle one to the
side. Do thisagainto
go down the hole.
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Push the block at the top down, then go around and push it all
the way to the worm. Go down to the bottom, and push the

block on the right side up to block the worm, then push the other
block up. Once the worm is blocked, you can fill up on health if
you need it. Push the remaining block in front of the other worm
and get the key.

53
This area requires 10,000 jewelsto get past, but there are severa
hidden entrances under the logs to get to aroom with treasure

chests. Push all of the

logs and you will find
four entrances to the
room, giving you more
than enough jewels to
open all of the money
doors.
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Thereis a hole under one of the bushes which will lead to the
next area.

10

Go up through the
money door, and
collect the treasure,
then down the hole.
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3
The first time here, go to the right and up. Collect the chests,

then return to the first
hole you went down.
Thistime go to the
left and up. Next,
take the exit to the
right to get the key
and return hereto
unlock the door.

0
Here you can go either left or right. Go to the left and down,
and you will come up on theright side. Go back down the hole

on the right, thistime, you will go to the left and up. When you
return here again open the money doors and leave. There are
more jewels below, so don't forget to look every where.
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11

Push the boulder up and to the right, then down and to the right.
Push the boulder down, right, up, right, down, right, and up.
Then you can get the key.
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