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‘Il need to know several moves and actions to get through Rayman 2 suc
W|l| depend on the platform you're using. Refer to the following table for help when you want Rayman to

!

N64 eamcast PlaySta

\Dre cast  PlayStation
Contrbls‘. }'f

el . .

gessfully=The buttons you press
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Dreamcast PlayStation
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is book covers strategy for Rayman 2 on Nintendo 64, Dreamcast, and PlaySta Wlatforms Most
screenshots were taken from the N64 version, so if you're playing on Dreamedst or PlayStation and notice
some differences, don't be alarmed. ™ -

kere are some other things you'll need to know:

PSX Level Order
The Woods of Light The Sanctuary of Stone and Fire
The Fairy Glade The Echoing Caves
The Marshes of Awakening The Precipice
The Bayou The Sanctuary of Rock and Lava
The Walk of Life The Walk of Power
Whale Bay Beneath the Sanctuary of Rock and Lava
The Menhir Hills Tomb of the Ancients
The Cave of Bad Dreams The Gloomy Island
The Canopy The Prison Ship

primagames.com
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Heroes and Zeroes, and
A Lum-0rJwo

PERSONALITIES

You gotta call ‘em personalities! They’re just plain too big to call characters. Rayman, Globox, Clark, Ly the Fairy—they
all live in heroic realms and perform dashing deeds on a regular basis. And those they come up against while ferreting
out secrets and treasures are just as big and full of evil. So heeeerrrrre they are...

w-?-— i \

Rayman, our hero! For a guy with- Globox, Rayman’s intrepid friend. Ly, the fairy. A good and trusted

out arms and legs, he really gets Strong as an ox and about as intel- friend of Rayman’s. She has an
things done. He can fly on a limited ligent. Globox starts out with an assortment of magical powers.
basis and has a powerful punch. ability to hide things in his big \

dance that really comes in handy.

mouth, then he learns a magical rain - e

The Teensies, denizens you must
save when you visit various

The Murfy brothers, are : realms. They offer little in the
acquaintances of Rayman's. Polokus, the master of the four masks way of help, but they are hilari-
They provides a lot of infor- who will use his magic to ultimately ~ oustosee in action.

mation at important times. defeat Captain Razorbeard. He can

only help you when he’s at full
strength, and to get there you'll have
_ tofind all four masks for him.

Ssssam the Swamp ~ (Clark. Here’s one of
Snake. One of Rayman’s __Rayman’s more power-
pals. You'll need to find [ ful friends, but he can

and free him in the be a little dense.
w \'! Marshes of Awakening However, his ability to
" to get him to help you. walk through walls can

|
‘wmmﬁ ~ come in quite handy.

primagames.com
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Carmen the Whale. She’s great big Uglette, Globox’s charming wife. Baby Globoxes. At first, all it
and beautiful. Underwater, she’s Rayman will have to rescue her seems that they want is their dad
also a life-saver and gives you the dozens of children to repair her back, but by the end of the
ability to swim on to the next broken heart. game, they’re going to be in as
phase of your adventure—if you - much trouble as anyone.

. stick close to her!

Robo-pirates are the scourge of the

Captain Razorbeard, Rayman’s evil places Rayman has to save. They're ; These robp-plrates are pretty much
nemesis. He's a villain with plans, mean and evil, and really good shots | indestructible. They il placed as
and a large crew and plenty of ships if given the chance. Don't give them guards over SEEt @

to carry those plans out. He'll stop . the chance. J areas. You will have to find a

_ at nothing. \xclever way to get aroun them.

A

a_h Axel, the icicle-throwing guardian of

the Sanctuary of Water and Ice. Umber, the guardian of the Sanctuary

of Lava and Fire. He's not a real
threat, but you'll have to figure out
his secret, then avoid letting him lead
you to your death.

The barrel-shaped robo-pirates
are incredibly tough and doubly
dangerous. Use ricochet shots
to put them away, or avoid

. them altogether.

The Grolgoth, the
ultimate weapon
Razorbeard uses
against Rayman.
The big suit of
armor is virtually
indestructible, but it
has its weak spots.

Foutch, the
Guardian of Stone
and Rock, throws
deadly lava bursts. .
Avoid him and use
his own terrain
against him to get
the third mask. ) .S
] primagames.com
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Lums,

: ‘J Lums,
_i Magical

Walking shell. When the walking I Yellow Lums are scattered

shell first sees you, it tries to destroy ums throughout the places you have to
you. Exhaust it by running away from visit. Collect all 1000 in N64 and L
it but staying almost within reach.  DC; PSX has 800. -

Then mount it and ride it to places
“you couldn’t get to without it.

Yellow Lum Five-Pack. Sometimes
the yellow Lums come in groups
of five, making them much easier
to collect in a hurry. They also
come with a lot of personality.
See the big smile?

Red Lums restore lost health. Blue Lums give you extra breath
under water.

Purple Lums provide ring-shaped Find the pirate cages and break
Green Lums save your progress in supports that allow Rayman to them open to free the contents
the game. throw his magic fist and swing inside. Sometimes it will be
i o across large distances. | ~ Lums, Teensies, or other goodies.

[/ primagames.com
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The quest begins aboard‘:e evil
pirate ship Buccanneer, where
Rayman is being held prisoner.

=

Then Globox opens his r‘;uth and
reaches down his throat to get the
silver Lums there. The magic
swirls around Rayman, powering
him back up.

. M
%utwamm
Begin the long slide to fr&dom.
Catch as many of the Lums as you

T

. can on your way down to bring
your life level up.

%. g g
e R T
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Still, when Rayman sees ‘obox,
he’s happy to have the company.
Rayman sorrowfully explains that
his powers have left him and he
really can’t save the world this
time around.

nd the
own in

Here’s our hero, stuck b
electrified bars of his cell
the pirate ship hold.

L) I
R\ e ‘I
%mzmw:n-a o
Use your magic fist to batter

the screen off the pipe. Instant
escape route! Leave your cell

Energized again, Rayma‘
immediately begins looking for
a way out. Rayman spots a
potential escape route at the
back wall.

_ F
rﬂﬁ
' |

! ‘.

-

A 8 i |

You come to a brief stop oia ledge.

\
-

But Globox is right behind you
. in the pipe. Then he’s right on top
*{ of you!
At

] After the long plummet to the
'} earth, you're not much worse
| for wear. Globox seems to be
missing, though.

S T L A T T
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In the distance, you can h

Turn around to find the st&e on

the wall. These are going to be someone screaming for help. Could

important later in the game to it be Globox? As you face the sign,

announce warp gates to the Hall e bridge lies off to your left.

of Doors so learn to look for them. e
- DC&N64

Cross the bridge. Follow ‘e path
under the waterfall on the right.

The pads in the PSX version are on
the ground.

s B
8.
L

. P e
}“ %:‘1\3“!}5“' e In front of you, another s“we sign

hangs on the wall. That's the stone
Murfy tells you E.lbOUt the.cg;/ed you saw earlier.
stones. He says it's a magic stone that b

can read your thoughts. They're there
| to help you. Go stand on the magic p
stone to get the instructions there.

'

A little farther on, you'r omed
by Murfy, who's going to
your guide. Yellow Lums are fragments of pri-
mordial core that was broken by the
robo-pirates. They contain universal
knowledge. The more you gather,
the more you’ll learn. You can
access the.secrets of the ~—~
world by pressing (0. Find

49 Lums to advance.

DC&N64

bl wui'"auq i (W

Turn to the right of the magic stone qe tun-
and follow the water through the nel, you spot a pirate cage hanging
. tunnel ahead. ) by a chain from the ceiling. Throw

your magic fist at the pirate cage
. twice to smash it open.

1 Immediately, a trap door
\ opens beneath you. ‘

Follow the water forward through ‘
\ another tunnel.
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Another magic stone is ahead and
to the right in the clearing that the

—_—

:‘_ —-. _,.*"L
—_—

3 _;‘t ‘jﬂ.‘. 4

Hop on the ledges ahead&wd to
the left of the stream.

Turn to the right and hop the
next ledge to grab your second

tunnel lets out onto. Go see what
this magic stone has to offer.

yellow Lum.

(& A

oy { - W ‘ li. D .- 1 N
B iy, T T A W =S T
e ‘-M‘J um't'_uli i \\Take the yellow Lum . ade through the water t‘find the
Once you have the yellowiLum, ' Vi next magic stone.

turn around and leap to the'ledges
by the magic stone. Follow the
 ledges up to the third yellow Lum.

DC&N64_

DC&N64

Lo

Follow this ledge forward t&the
next magic stone. PSX: You'll find
five Lums here.

= A gk

Return to the magic stone‘nd leap
up on the ledge to the right.

Walk through the stream to'the
waterfall at the end to find your
fourth yellow Lum.

It doesn’t take you long to figure out
these are Globox's kids and they miss
him terribly. Of course, it’s all your
fault poor old Globox is missing.

| After promising to save their dad,
and to help Ly, who has been
kidnapped by the robo-pirates,
take off through the new tunnel. In
the clearing ahead, stay to

the right.

g !*.ﬂ‘uﬁ f

Run, then jump as high as yA can
while standing at the edge of the
ledge. Start your super chopper. Glide

| over to the three strange-looking

. creatures by the tunnel mouth.

L

primagames.com

LHII'T 40 S(IOOM_E[,EI:

-




* RAYMAN

THEAGREAT ES’

L = (?NG‘I i s
‘- ﬁ}" IREE R
= |

-
>l “

Q

L L PR L T Ly * 8 ,;mm!f W

-z,
g

Go through the doorway int@ the next In the Dreamcast version of the Climb up the walls and grab'the fifth
clearing. The cries for help continue. game, there is a purple Lum at the yellow Lum between the walls.

Stay to the left to find another magic top of the stone channel. When you '

‘stone that brings Murfy to you. have collected all six of the Globox

s '?"’:o Village crystals (and have the power
5= "'F.- k—-—_ to grab purple Lums) you can come
[ back to this Lum and use it to enter

A / the Globox Village. You'll find an
| “extra level and a cool mini-game!

= _ s [ R T
o —— 'S, LT
4 - ¢ L Each of them claims to be king of
the Teensies. But when you ask them
about Ly, they tell you that the robo-
pirates have taken Ly to the Fairy’s
Glade and locked her in one of their
. castles. You'll have to go to the Hall
. of Doors to get started after her.

& T '

Walk through the opening at the top
r"lof the walls and spot the next pirate
cage hanging from the tree ahead.

Break open the pirate cage. Instead
of getting a yellow Lum this time,
~ you get four interesting fellows.

S BN Until you have all five yellow
WA TR Lums on this level you won’t be
Piw B allowed to go any farther!

They prepare the gate to the Hall
of Doors for you and you jump in.
v

b

NOTE

With this function in the game, you

’-Umure
v Zr1000
L 280

#;-! Here you are at the . don’t have to find every yellow Lum on
; ./' Hall of Doors. Move [ IE level before getting to move on.
l R R el {4 You can find the entry point to the next level,

door. Choose the then go back at a later time to get all the Lums
D o ‘ Fairy Glade. from past levels and completely beat the game.

" DrEO
THE ¥AalRY GLADIL y .
et y
'E

I!- a; L] ‘".:Ie *H :
10 F Atpviatm v primagames.co
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DCENGL

NOTE

Remember: Red
Lums restore your
health.

Y ) [

PSX users should jump up the
ledges on the left and hang from
the underside of the path to reach

Cross the bridge ahead and aim for
the red Lum on the ledge.
Stop on the island and bounce on

~DCEN64

'DC 8 N64

est ﬂi‘

Jump and glide over from the
island to the right-hand ledge
toward the red Lum.Go up the
ledge and grab the red Lum.

B —
4
R e
Blue Lums give you air while you
y swim long distances underwater. The
blue Lums also reappear almost
instantly, so you can backtrack for a
breath of air. You'll even find some
that you can swim through again and

again. But remember to surface when
you need to or you’ll drown!

> |
%’?ﬂtﬂﬂﬂ!ﬂlﬁ i

Dive into the water first. There
are some secrets to discover.
Keep the main wall to your left,
not the foundation of the island
where you got the yellow Lum,
and swim forward. Spot the blue
Lum ahead.

the purple mushroom to grab the
yellow Lum ahead. You'll also
find you can hang from the yel-
low path overhead. For now, drop
_ back down.

. ﬁcstM

You can't get to the red Lum here
yet, but you do meet some inter-
esting creatures standing in front of
the doorway. You get even more

bad news: the doorway is lockeﬁ_

Swim inside the tunnel by the blue

-y

- DC 43st4

’_
-

ﬁ'-a_ﬁ

'# ‘n “‘i‘l"}n .{

f‘!ﬂﬁi‘“}ﬂl’
Return through the tunnel and go
back to the island where the pur-
ple mushroom is. Bounce on the

mushroom and hang onto the ele-
vated path.

/

primagames.com

Lum. At the back of this underwater
cavern is another pirate cage. Break
the pirate cage open and free the

- Lum inside.

- 4

Crawl along the elevated path in

\ the direction of the red bush.
Drop down onto the ledge and
follow the trail ahead.

/

=

A



Find a yellow Lum waiting around
one of the corners. The magic stone
ahead says swimming isn’t advised.
Don't jump in.

Once you make it across all the lily
pads, you'll find a red Lum over
another magic stone.

| & RtipW
PSX: Ride the barrel across the
lake, jump to the purple mush-
room and use it to get to the

ledge. All platforms: Cross the

rope bridge. Throw your magic.....
fist into the red switch ahead.

When you

fork in the
' path, head to

YMANZ.

THE GREAT EfCEPE

You aren’t trying to
avoid the piranha by
staying out of the water.
As soon as you drop
into the water here, you
die! Stay out!

Follow the ledge where you got
the red Lum to the back wall.

You'll find smaller ledges on the
right that lead up the wall. Leap

up the ledges.

Once the red switch is thrown, a
door farther on opens. This is the

PSX: The water will become clear

" and swimmable.

At the top of the branch is
a house with a pirate cage
come to the E-l- =i hanging from it. Throw
~ your magic fist at the pirate
cage to break it. Jump up
to hit the cage with your
magic fist. The yellow Lum

will come to you.

Jump across the lily pads but look
out for the piranha jumping back
and forth in the water. You can

disintegrate it with your magic fist

if you want to.

Once you make it to the corridor
at the end of the ledges, follow
it around.

Turn to the left and collect the
yellow Lums along the gnarled
branch.
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e

YI TIP

The waterfall splashing across
the branch makes the going very
slippery. You might want to jump

over the water.

Return to the fork and take the

red Lum hanging in the air here.
This is the red Lum you couldn’t
~ get earlier.

Take the green Lums. If you die,
you'll reappear where you last
took one.

| Follow the corridor to find a green
Lum and another magic stone. ‘

€ T

I
.
t"”‘ug’ . I
5 .-i"r — — .-:-- =
= . - h
-

-

left. Ahead, a giant pipe spews
nasty glop into the water. No
wonder the fish are biting!

There are a number of interesting
devices in the next area. And
another piranha sign. Take a dip
and you're duck soup!

|

For now, choose the barrel and
glide down to the ledge beside it.
sudden end, you've got a couple of From the ledge, hop onto the bar-

options. You could jump to the rel. Once you're on the barrel, it
next walkway beside you, or you starts moving. | —

could go investigate that big float- L
ing barrel in the water below.

When the walkway comes to a

primagames.com

= other path. Jump off and get the Globox's kids are.

~ the waterfall.

. W S TR ER TN T | _ s | |
Follow the ledge around to the / - R .

Enter the doorway ahead where w

Follow the ledge down under

[ AAVTI XAV

. DCENG4

Go up the rope bridge. Climb
up on the pipe. Walk through
the little room at the top, fol-
lowing the walkway.

The circuit the barrel takes gets
you another yellow Lum as well as
two red ones. When the barrel
stops, turn around to find the ledge
leading back up to the small r
Glide over to it.




.. when you’re working with the ‘!,

\ pumps. Also, make certain you 1

don’t fall into the water "‘
§

W' CAUTION
wt / ; ‘ H-Hming really matters.a lot

__Au

i
ﬁani'ﬁml'“ﬁ %’l VP vam Ml

Walk back up the rope bridge and Leap onto the shorter pump first.

because whatever’s being
~ pumped into it will kill you

" i | )
through the small room. Leap onto Then leap onto the next pump and NPE——stantly. ;
|y ———— T EELL a8
the other walkway this time. Walk onto the ledge from there. il = !i! Vil
up to the pump section. Grab the y = | =N -
red Lum by the pumps. | _‘“'Dt A
) ‘ It |

\( () [

The caterpillar makes the same 7 b A
journey around in this area every |

time, so it’s really easy to avoid. -
% i'ﬂi SN

A fence below blocks any escape
from this area. All Platforms: Go

back to the side of the tree where
you found the red Lum and start
climbing.

%’A“Bﬁi o

Follow the next cavern out. Look
to the left of the tree ahead to find
a red Lum. But look out for the
purple caterpillar!

"DC&N64

'-':h'b vy . Follow the corridor all the way to
o - “1‘ ke F . the end to find yellow and red
* - Lums hanging near each other.

. Take them both.
AP A i n

| t“l“ y
At the top of the climb, drop off . , The building to the left has a
onto the branch and walk to the '.".‘m_i pirate cage in it, but you have to
ledge. All Platforms: A waterfall lies 9 2 get over there first.
ahead. Slide down the waterfall and '
collect the red Lums along the way
to restore your health.

A waterfall with a
leaping piranha is
NOTE to the right. And
Getting to the pirate cage here is actually a secret. f A on the wall are the
You won’t be able to get to it from here. Once gnarly vines you
you get to the Echoing Caves level, there’s a secreng need to climb
entrance that will bring you back here. = around on.
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Climb the vines and work your
way around the piranha.

the vines above.

v &uct S |

For the moment there’s still no
way to get to that building where
the pirate cage is. But you can
see that interesting rope ladder
~ near the top now.

& N64 :
c'ﬂfl I|-. ‘7 /

- W

d! ..-"

| N i =
i T aE. t .
- -: e

e L

Run to the left and follow the
ledge up to the building. On
the left beside the building is
a tunnel.

—

\
o

pad and get the yellow
Lum there. Glide to the
next lily pad to get the
yellow Lum there. Then
. glide to the ledge and

! take the ladder up, get-
' ' ting the yellow Lum as
a' you go by.
" Three red Lums flutter
- " on the ledge above.

Grab the red Lum only a little far-
ther on. Once you have the red
~ Lum, go back and leap up onto

Turn around and follow the pas-
sageway here through the hills.

Glide to the center lily

ATEGY GUIDE

Avoid the piranha and make your
way around the vines through the
waterfall to find another red Lum.

Keep following the vines to get a
~ yellow Lum.

A sinister building sits up ahead.
An even more sinister creature is
watching out over it—watching
you! Approach the building but

T PR Iﬁfl-, |

Enter the tunnel and follow it
around. Ahead is another piranha
pond. Kill the piranha with your
magic fist, then leap across the lily
pads to get the yellow Lum.

Start with the lily pad farthest to
the right in this area where anoth-
~er yellow Lum is.

B

”

TIP

The red Lums are on a timer here, so move
quickly. You'll find that when the game is
being generous with the extra health, you'll
have to move fast to reap the rewards.

primagames.com
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%‘?..m-mmm 1

Climb up the nearby ladder and Cross the bridge oxer, th? water- You still can’t get to the last pirate
follow the ledge around toward fa.II. Throw your magic fist at the cage inside the building you had to
_ the waterfall ahead. ) Pilatecaze ahead. J leave behind.

‘\{ TID

You have to lure one of the
catapult loads onto the door
covering the square hole in the
ground to break it open.

On the ramp below, stare out at
the line of crates floating in the
green water. Don't enter the water
or you'll die.

Return through the tunnel under
the waterfall that brought you into
this area. Drop through the square
hole in the ground in front of the
 pirate fortress.

Y TID

Make use of your shadow
and helicopter.

Use your chopper ability to float
from crate to crate. Gather the
Lums along the way. Jump to the
left at the end of the crates to
find a green Lum on a ledge.

TIP

Watch out for the falling barrels
and climb the cobweb on the wall.

At the top

| At this point, go slowly. You can iy | ;g,rsb ont(()j the
| cover a big distance if you can get E f “ . ”ge e i

to the top even if you only make it Yy yI? -

by inches at a time. Also, if you get iy P T I
The second part of the web gets knocked loose from the wall, acti- ::1& ' your magic
harder, Doqlge back ?nd forth on the vate the chopper and glide back to = I o
web to avoid the falling p(?wder kegs. the web so you don't fall all the : (.ioor to break
Watch the doors open to signal you - it down.

way down and die.
which way to go. /



plulvu S OFFICIAL STRATEGY GUIDE
‘DT:&NM

Coming up this way, you’ve man-
aged to sneak up on the robo-pirate
.in his fortress.

¥

Every time you knock a
robo-pirate out, a red Lum will be
left behind. Rush over to grab it.

When you get close enough, the
robo-pirate wakes up. Use your
magic fist to pound him! Grab the
ladder that comes down when the
robo-pirate goes away.

8 N64
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e

For the moment, drop back down
into the room with the ladder. Go
get the powder keg against the wall
on the right.

C&N64

= I asleep against the back wall.

| |
S L T A

When you reach the top of the

steps to get the green Lum there,

Murfy shows up to warn you about
. the robo-pirates ahead.

=" ﬂ’
.u-iimnm

There's an open door ahead on the
right that the robo-pirate came
through. Enter it. A robo-pirate is

— ey

.u-iimm

Climb the ladder and through the

the two yellow Lums. Make your
way to the doorway to the right of
the ladder.

-

e

Il:

primagames.com

Move around quickly and keep
the robo-pirates targeted with your
magic fist. You have to hit them a
lot to knock them out.

\’

Another interesting tactic to use
with the robo-pirate here is to get
a powder keg and heave it at him
while he’s sleeping. Kerblooie! No

more robo-pirate.

h

\l ‘ Notice a switch on the wall

ropes strung across the ceiling to get

above a deadly trap below you.
Hit the switch to open the door

. above it.

Pack the powder keg outside to the
locked door in the area where you
first encountered a robo-pirate.
Throw the powder keg at the plank-

_ bandaged door to blow it open. ...

A

e

| AAVTO XAIVERE=

e

o



steps. Turn to the right to find the
pirate cage you saw earlier. Use

. your magic fist to break it open.
N\,

Turn right and hop through the
electrified bars ahead. Wait until
the top bar is on its way up and
leap across the lower bar. Go down
the steps and follow the corridor:

WP - <=

.

Time the moving electrified bars ahead

- and leap over them to get through. Go
' through the corridor ahead.

A < -

Enter the doorway and go down the

RAYMANZ,

PE

Return to the room with the ladder
_and climb up.

Just ahead, another robo-pirate
sleeps beside a switch. Use your
magic fist on him to make him go
away, then hit the switch to open a
_door below.

Turn left and get the yellow Lum there.
Another yellow Lum is right below.

Enter the doorway
to the left of the
rope ladder. In the
Dreamcast version
you'll have to deal
with another
robo-pirate.

:' JJ. i Iy
ol

- _’-"""j
I T {
i)

i S ‘,' _
\ ALk

If you happen to fall into the

room with the trap below, the net
acts like a trampoline. To get out,
bounce and get close to the door-

_ way you opened.

Hop over the railing and enter the
open door instead of following
the corridor.

Ly the fairy is trapped in a force
field in the middle of this clearing.

Follow the corridor to a
_ ¥ green Lum and a pow-
” “ der keg. Pick up the
, ‘_‘ﬁ powder keg and head
- | for the big machine in

the distance.
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29,50 w | S T e Every time you need

r-mmm —_

. »1 [} e it, another powder keg will
_ AR il E AR reappear in the corridor.
! - ol EP R Y S Don’t worry about dropping
y i b : 2 o ' @ them, heaving them at the
L X . wrong time, or missing your
as target. Just keep blasting the

-—_:;‘I_‘ﬂ'l jﬂh"‘ O Ty Q-—_:él.‘ﬂ'l jlﬂli S NN approaching explosive
E; B e ﬁ = ) while the powder keg is
Before you get very far, the Throw the powder keg high into the in the air and getting
machine launches an explosive air. Stand your ground and use your closer. It only takes one
.at you. magic fist to detonate the explosive. blow with the magic
. =(! - fist to destroy the
s explosive. Get into
| the routine of heaving the
powder keg into the
air, blasting the explosive
missile with one shot, then
catching the powder keg.
Make sure you're pointed in
the right direction to blast
the explosive missile.

—

p—

HAVTIY A1 VIEHEES

Catch the powder keg and contin-
ue forward. Keep repeating this
process until you're close enough
to throw the powder keg into the
. machine.

the machine. Watch out for the explo-

sive missiles. They keep coming. It takes
three hits on the wooden plank bandag-
es to destroy the machine.

Aim for the wooden plank bandages on r';“‘g —

B
AUTION \ |

Timing really matters a lot
when you’re working with

the pumps. Also, make
certain you don’t fall into -
. the water because whatever’s |
% being pumped into it will
kill-you instantly. el
v R g &

- L\l )

Gf;‘v’.-]ﬂ;gnﬁi At ST ﬁ

i J.-i.-,". "'*i’."-: Ly tells Rayman about Polokus,
who might be able to help him

get all his powers back. Ly gives

Rayman all the power she has.

S0 mwe Al A
E’ Jﬂt,jlml‘ Al L oL E . Then Ly disappears.
Ly the fairy is freed by the time f

you get back to her after destroy-
' ing the machine.

-

o

L
1 q o _'#..:'-_-. /
g g,
Climb the rope ladder. Turn left Gr(:ab e A Lurp s 1/
swing over to the other side. Use

and head out to the ledge. Now a s )
BITIEMIT han g, inalatie your chopper ability to glide over to

r
the way to the next ledge. the next ledge. .
| ] #
primagames.com 19
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Leap up bethaen the two Jump off the edge of the pipe and Drop onto the next pipe to get
columns to Cllmb them. Walk use the chopper ability to glide another yellow Lum. Then drop
through the C(?meF ahead to a down and grab the three yellow over the side of this pipe as well.
_ pipe. Keep going forward. ,, “Lums on the way down. . B '
] -ﬁ_ "= ﬁ_— e ———
- DC&N64 DC&N64 T N *_T)C(?NG%‘
T ] ) ) y .‘ G i1

B 7 WA

LY

%"I“Blli L | S %’aﬁuui L] SR
Land on the next.plpe down and Drop down with the chopper abili- Murfy approaches you at the next
battle the robo-pirate there for the ty again and land on the broken magic stone where the wind fun-
cage he's guarding. Keep hitting the bridge below. Walk out through the nel is twisting. Grab the yellow

robo-pirate until he’s knocked off. passageway ahead. Grab the next Lum inside the wind funnel.
Then break open the cage and ta _yellow Lum. —

the Lums inside.

Y TIP

Activate your helicopter in
air currents to fly.

DC&NG4

The red Lums are on a timer here,
so move quickly. You'll find that

when the game is being generous
with the extra health, you’ll have to
move fast to reap the rewards.

~ | Maneuver to the next wind funnel.
Don't forget to get the yellow Lum
at the bottom.

To get the yellow The next wind funnel has another
Lum at the bottom s " yellow Lum you have to drop down
here, you’ll have to " for. Make your way back up the
turn off the chopper . i wind funnels.
ability and drop down.
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o DCENGS

The next wind funnel has two yel-

low Lums in it. Go up to get one,

then drop down to get the other. Fly
. back up through the wind funnels.

e DCE NG

i,
R L
i

The next wind funnel has a
yellow Lum in it as well. Keep

going up.

It’s really easy to
miss the two
yellow Lums in this
wind funnel. Also,
you can activate the
chopper ability
after you get the
second yellow

Lum so you

don’t have to

fall the entire
distance and come
back up.

f up and blast the |

o DC&NG4

Instead of going to the wind funnel
that had the two yellow Lums in it
this time, go to the wind funnel to
the left.

\
-

=T A T |

The next yellow Lum in the wind
funnels can be tricky to get. You
have to drop down over it to get it,
then make your way back up.

DC: The first Globox Village
crystal is located here, after the
wind funnels.

Walk into the little
room to the left

and look up to

spot the pirate

cage there. Jump

cage with your |4
~ magic fist.

primagames.com

“back to the purple Lum.

Glide to the ledge.

"t Al - ! - P
T A W T

Grab the yellow Lum inside this
wind funnel.

B
Shoot the purple Lum ahead to
swing out of the wind funnel and
swing into the building ahead.
Drop through the wind funnel in
front of the ledge to collect two
more yellow Lums. Make your way

i

4

- DCEN64

L

'\

DCEN64

-

e 45 - i L. ‘
& T R T

B A Teensie drops out of |

the cage. The Teensie

opens a warp gate that

ends the level. Go

|, through the gate. Back
f in the Hall of Doors,

' | choose The Marshes of |

Awakening.

FHAVTI ALV,

g ™
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The Marslies-of. Awakemng

TR Yy DC¥ N64

Walk down the narrow wooden Turn left and leap out onto the Follow the tree root around
bridge to get a better look at lily pad. Turn left again and leap and grab the first yellow Lum
the marshy countryside. Note the onto the nearby tree root. Don’t waiting ahead. Watch out for
piranha sign. These are not aim for the edge of the root the jumping piranha.

safe waters!

“because you slide off too easily. L 4

can blow up the
ghost with your
magic fist.

QE ‘ﬂ'! ﬂ“‘-“*‘!- e b E ‘ﬂ‘ mﬂ‘ e 7
destroy the three ‘" ®
bouncing eyeballs Ahead is a dark cave with a ghost I
with your magic fist. ; guarding the entrance. Run past the

ghost and cross the darkness. The

tree root continues here even

. though you can't see it. Nguy T
‘1-liﬁ! ,?;l‘:.‘g,

|I|.{""-‘

Wow! After a greeting like that, you
can't help but be curious. And the
guy on the other side of the three
bouncing eyeballs looks like just the

OB e DCE?&GZI

1

4 51 1
‘ - T ) -

- L“"' 4 | -
ﬂli""ﬁ‘ PR T %?ﬂllﬂni‘.l‘m

Only, this guy definitely isn’t the
friendly type. To get by him,
you're going to have to know the
name of this place. But what is
that name?

Return to the lily pads. The third
lily pad offers access to a small
lily pad with a red Lum on it.
Use your chopper ability to get
it safely.

Leap onto the net ahead. Crawl
along the net all the way to
. the left.

DD primagames.com
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L W

Leap over the top of the net and

use your chopper ability to land on

the bridge by the green Lum.

Don’t leap on the nearby pirate

cage—it's a trap and will sink when
. you land on it.

} ¥

ﬁ—::;.-ﬂl:t lsﬂ]i"",;“ A

Stand on the bridge and throw
your magic fist at the pirate cage to
explode it and free Ssssam the

~ Swamp Snake inside.

| ﬁ o
: ¥

. - =

1 I
i Ly = T
r '.E;':.F;ru_" At .
A L
. 2 2 = | Make sure you jump over the
-l X submerged rocks. If you try going

E "J ¥ Jmii'm“ *H
Speed through the swamp, but shoo
= over the obstacles ahead to grab the

red Lums there for extra life. Watch
out for piranha.

4 . S
71_.I.|‘.h — ___"
5s50 =
15 [0 .f!
F . il F| }
| LY
| et

'5, i AL T L

Look out for the ghosts that rise from
the marsh! Weave through them to
make it safely.

‘_h - VY .f’-"'Lq;_;

L "J

ﬂ}.f..f!

.

 your life.

around them with Rayman on one
side and Ssssam on the other,
your magic fist rope will break
and you'll sink into the water.

Weave through the crates ahead,

but hit the pirate crates half-sub-

merged in the water ahead to get
. the yellow Lums inside.

‘When you ski up
onto the bridge to

There are more
yellow Lums on
the waters as well.

the poles sticking
up from the water
as Ssssam takes

you for the ride of

before the bridge
has a chance to
completely drop

get the yellow Lum

Weave through all gy there, quickly grab
* Ssssam's scarf again

.out from under you.

P '—Tﬂ"a-n -
‘-‘1_.1|‘“ — ol Wy ﬂ_}
i ‘- '

¥~ PR T AR L

Ssssam offers to help Rayman get to
the other side of the marsh. Shoot the
snake’s scarf with your magic fist to
hang on.

-m-n-‘:’g:g;
| v (LT

4

'SZ‘“ L T Lt

Swing out to grab the five yellow |
Lums on the right wall behind the
swinging pendulum blade. They
look like part of the torch here.

[ - -'

N

4

NOTE

Don’t worry about getting all

the Lums and pirate cages the
first time through here. It’s
really hard. Concentrate

on finishing the level alive,
then you can simply

re-enter this area from
the Hall of Doors and play
again until you get them all.
Remember, you have to have
all the Lums to qualify for
the bonus rounds as well ‘
as save the known world. "‘ /
: (! l-_n"a-n
oAl e T

:lu.'m If
- 7 "

Fy Z\
| \ @

o«
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The yellow Lum on the bridge
inside the passageway right after
the first explosive is easy to miss.
Look for the ramp in the water on
the left and take it up. The yellow
Lum will be on the bridge on the

left side of the passageway.

I IR "
Watch out for the explosive mines.

You have to leap over the first R yellow lTums Eigontop ofigy k
I ) the poles sticking up from the

one to get the yellow Lums in the terl) Y. Th b g

center of them, then ski out wide Vg erpuine upmCEscose. he .

hardest yellow Lum to get is the

one hanging at the end of the

ghost’s fishing pole. You have to

) i : . avoid his attack, then leap up and =~
...... % = T grab the Lum.

to miss the explosives.

One final leap at the end, and
you're on safe ground again.

< |
Break the piraté cage ahead with
your magic fist. Grab the green
Lum behind you. Talk to the
Teensie you freed to open the
warp gate to end this level.
Walk into it and return to the Hall{

of Doors.

Captain Razorbeard isn’t happy at

A pirate ship dives into the bayou Turn left to find a magic stone in a
all and orders his warships into just as Rayman arrives. ) small clearing. Ly shows up and
the area. y e > , challenges Rayman to a race.

24 primagames.com
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\‘f/ TID

Don't use the chopper ability
while you bounce through the
cobwebs here. It will only slow
you down.

Follow Ly down the incline and
{ grab all the Lums that you can

, along the way. | NoTE
g )

The green lights

you run through

are time extensions
that reset the clock,
giving you more time
to finish the race.

Bounce across another set of cob-
webs and get the Lums on the
ledge on the other side.

Run through the green light
ahead and keep collecting Lums. ;

When you run over the ledge, acti-
vate your chopper ability and glide
to the bridge. Beware here, though,
because the bridge starts falling

down behind you!

Jump onto the climbing vines
ahead before the bridge gives out
“under you.

Follow the line of Lums around to
the right.

Turn right and dive toward the
vines in the cubbyhole. Don't
forget the yellow Lum there.

Head left up the vines.

\
-

%gu —
primagames.com
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Use the chopper ability to glide
out to the webs. As soon as

you're over the webs, and you'll
know by your shadow, drop the

ﬁ chopper ability. 9

‘ ’\

il |
2

=i e ]

Bounce to the next ledge. Follow
Ly and grab Lums along the way.

A

Climb to the top of the ledge and
start running again. Leap out for
the next cobweb.

| ,m. ' 1=="|

Run to the next ledge, leap out,
and glide to the next ledge where
the timer extension is. Grab the
yellow Lums along the way.

Follow Ly around the ledge and
through the cave mouth. More
twists and turns lead to yet
another ledge.

Turn to the right and leap for the
next ledge.

: | ' Jump and glide through the next
i 1’J:""' el Ty two ledges, left, then right, and
grab the Lums along the way.

Glide to the next ledge with a light on it.

NOTE

Now, if you're incredibly skilled,
you may have actually gotten
all 50 of the yellow
Lums available on this level
on the first try. If not, go
back through the Walk of

1 Life until you get them
all. Remember, you
need them all to defeat
the robo-pirates and
save the world!

Join Ly at the magic stone to end the race.
Ly gives you some vital energy, then the

FOHOW Ly around the ledge and Teensie appears and opens a warp gate to
into the next cave. the Hall of Doors to end this level.

206 \  primagames.com
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"Leap to the Iedge to the right The Iedge stlckmg up. in the water
before ks has twa g ;

progress here. ist at the pirate cage.
e

~Leap onto the next ledge where the Grab the green Lum at the top of
inside a tree trunk the ladder, then go toward the

' Leap out onto the next barrel
Throw

'~ CAUTION'

Watch out for the
|~ _pirate ship-that may be
in this area!

primagames.com -
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TID

The dock structures here
actually last longer if you jump
along them, touching down every
now and then, rather than if you
do sustained running. Of course,
jumping is a little trickier because r‘ TR\ At

you've got a greater chance of N L5
dropping into the marsh.
b

~.You don’t have a lot of
time on this purple Lum.
It will fade after a few

~ seconds. Make the swing
- out to the barrel
: -and drop onto it.

\{ ) [

You have to move around on
the branch to find the right
place from which to throw your

magic fist.

primagames.com
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Walk forward, then glide down to get Follow the bridge around the

the yellow Lums all in a row here. corner but be ready. The robo-
o [ bridge out
er you. Activate your

!,»_
<D 4

i il chopper ability and glide to the
ection. —

¥ ™

o E Use the controller to line up
b the jump to the tree. Try using
. this technique with other

Swing onto the purple Lum first. purple Lum jumps that don’t
Drop off onto the tree at the other end quite line up at first.

e pirate cage
yellow Lums inside the

pirate cage, but beware of attacks from
™

) )
! SR,
T T
Keep running and leaping as the
bridge collapses behind you. Grab
ad and make
our way to the small island.
Turn the corner to the right. The
s ahead are under the war-
ship and a purple Lum hovers off
to the left.

Shoot your magic fist out toward
the purple Lum. Adjust your leap
rple Lum to the bridge
at hasn’t been blown up by the
robo-pirates. Glide down to it.

- o -
Q-

The robo-pirates keep firing at

: the two yel-
-

Go forward and take the next two %othewide.
yellow Round the bgidge 4 r ad.
ﬁm%
~low Lums there. _ ]

Once you're on the other side,
don’t enter the tree trunk. Turn

d to spo pirate c'e;ge
under the bridge.

i

L]

Jump up and glide to the log ahead.

Walk into the tree trunk.

primagames.com
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partial bridge. On a tree

TID

Timing is important with
this trap. Wait until the explo-
sive rolls out, then start running.
Don’t glide. By the time you
leap to the other side, you'll be
able to grab the green Lum and
keep going without getting

touched.

primagames.com
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Leap from the barrel T the - Well, they're still rolling out the Try aiming for the edge where the

land ahead. Now that’s about barrels ahead. And even fa barrel rollsiacrosssWait unti
/ 2N P
oget thg.re Lu ‘r self up and keep going. |

g over is eas by
rison.

L '-lll-.. i
-

Grab the green Lum ahead to save

Plenty of barrel rolling is going on yOUL DIGS

ickly. Wait until the 7
barrels start rolling on the ground to
_make your jumps and keep going.

Line up with the three red Lums on .

the partial bridge ahead. Now that's

Throw your magic fist at the pur- ‘
ple Lum to make the leap into

Leap over the beast farther back in

primagames.com
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ge open with your
23D ontc J At
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G

GO!

PSX players, go to
Whale Bay section
on page 57.

adder and bounce back

inside comes to
ou don’t h val

32 primagames.com
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The Sanctuary of
Water and I%l:ey

NSRS

=

i

Rayman appears in the Council Battle the robo-pirate that shows up. Gather the yellow Lums the robo-
Chamber of the Teensies. They send Knock him out every time he gets pirate is defending. Keep crowding
. Rayman to a totally new world. | on level ground. The robo-pirate the robo-pirate up the ledges and
_ keeps popping into different places, blast him away. Grab the two red
\if “making him hard to hit. B Lums he gives you. )
¥ TIP o e ST i ST
:] i | Don't get frustrated at the lone -
crab wandering the beachfront. ‘A : 1
You can’t kill it no matter how ‘ . l '.]
hard you try, but he can sure _ =1
put the hurt on you. . - \

¥ L Once the robo-pirate is gone and

you climb to the top of the ledges

ﬂto gather all the yellow Lums,

_ you're able to see a small crack in
zi i the stone wall that leads to more

- ! yellow Lums. Don't go there yet.

© AR T ﬁﬂ;? y ARt i E—_‘?nﬂlmﬁﬁ!‘,‘mﬂ- i

Turn around and use the camera to
scan the beach. A pirate cage hangs
~ atthe end of the narrow dock.

-,

=7 gt = NOTE \

Go break the pirate cage open to Make sure you get e '
free the yellow Lums inside, but all the yellow Lums
beware of the crab guarding the out of this cage. Jump

dock. If you fall in the water up if you have to. It's ; o -
you'll die. easy to miss a few ' g 2

Vi &
4N A0
TR

™

101 ANV MFIVM 10 X¥VILD

5 .- . Q{@ if you're busy

‘IF‘:\E-";,__..H‘ dodging the crab! ’ . ‘ Return to the ledges and go

h__ | X ol ' A _through the crack in the stone wall.
- - -LH' : - '] _ T - —

’ ‘*:-‘_ \\ Get the green Lum in the water to . & ol
= W ') saveyour place. Then dive down and e
y h‘_&.‘ - | getthe yellow Lums underwater. = e R
e B . - (

3 ‘TF LY . l: g : i -
Ly, primagames.com &
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= Y/ TIP

s e DC users will find a crystal for the
Globox Village in the tunnel.

Find the tunnel by the big flower and

 follow it through to get the Lums inside. | At the other end of the tunnel, find

a pirate cage in a small, underwater
cave. Break it open and free the
Lums, then swim back through the
tunnel.

| At the top, drop over the ledge and
take the green Lum to save your
place. Piranha-infested waters lie
ahead. Take the steps to the left.

Hop out onto the ledge by the
crates. Get the yellow Lum by the
rope ladder and climb the ladder.

Take all the yellow Lums near the
_rope ladder as you climb.

- 4-3' F T L U 1 } The door to the other building on
[ B ' the right doesn’t open either.

The next beach has more buildings.
And there are more robo-pirates -3 ‘ "l
that burrow up from the sand! 4

After you knock out the robo-pirates,
avoid the crab and try to enter the
building on the left. Read the nearby
sign: Free dumping for anyone who

~can figure out how to open the door.

Go back around the corner and
blast open the door there first.

Enter the doorway and follow the
. steps up.

Grab the Lums to the right. Follow
the ledge here on around to find a pow-
\ der keg. Now, that's a door opener!

-
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=



PRIMA’S OFFICIAL STRATEGY GUIDE
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Here’s a magic sphere. To I |
grab it, stand in front of it. Put the . l

spheres onto bases of the same
color and the temple doors will
open. If you lose a sphere, return to
the place where you first took it. - S
You'll find it there. & AligTiean

Walk up the steps and take the
" magic sphere. Return to the beach.

- — 1
w

Throw the magic sphere on the
nearest triangular base. It immedi-
, ately falls into place.
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Poof! No more door. Enter and fol-
low the ramp up. Another magic
“sphere lies ahead.

Go back and get another powder 'E 4.

keg. Go to the other locked door.

You've figured out how to open
it right?

Take this magic sphere back out to
the beach and throw it onto the
other base
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With both magic spheres in place, < : !
the temple doorsiopen. Enter the Look all around this big room to Walk through the doorway filled with

temple. Follow the corridor to find the yellow Lums here. | stars. The next place you arrive does-
; ~_n'tlook like it'll be a good time at all.

another green Lum.

‘. e e~ 7INOTE

To get all the yellow Lums here, you’re going to have to be incredibly

-

-

o | 'J lucky or skilled. Otherwise, choose to die a number of times in the
& UM cracks between the jumps. You'll probably have to come back
V it through this area more than once to get them all. Pulling back on

{ s the controller slows your downhill run somewhat, as does running
up against the railings and staying there. This gives you a little '
- control over where you’re going and how fast. However,
| i';_‘- TR o' LS L RN sometimes you need that speed build-up to get across a particularly
< wide jump. Jumping also gives you a little control, but not much.
Walk through the doors ahead and Choose to die before you go through the door at the end, then keep
get ready to slide down the ramp coming back, remembering where the yellow Lums are and making the
from side to side to collect the yel- necessary changes to get them all. It takes some time, but it can be done.

low Lums.
primagames.com
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~ Make the big jump at the end. ‘
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Another door opens up ahead. ‘

Shooting the purple ‘
Lums while on the _

move dodging Axel can
be tough. Stick with it
and get a pattern going.
Remember to turn
loose of the first

purple Lum, then
quickly shoot

your magic fist

out. Wait until

you're at the top

of the swinging
arc each time to let go
of the last purple Lum.

“- oA
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\ Swing to the cave at the end of the
line of purple Lums.

36)
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PSX Players: This
Boss Battle follows
the Whale Bay level.

=
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i T
oA Y- e Contmue sliding and grab the
‘ s . . . yellow Lums along the way. )
\ T T,

_ -

In mere seconds, you're face-to-face
~with Axel, guardian of the sanctuary. |

Dodge Axel’s thrown icicles and

. shoot the purple Lum with your
"'_":---3 magic fist. Swing over to the other
' Iedge and shoot the next purple Lum.
&N & r"T*a;
I\i E L L B
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When you get to the other end of
the swings, shoot the stalactite to
_drop it on Axel and knock him out. |

o=

!i, ot J“El‘%u | s

When Axel disappears, a single pur-
ple Lum floats out. The purple Lum
floats into position in front of you.

(Afrr

Now that Axel is
gone, take time

with your swings.
Swing back and forth
until you're sure
you're lined up

with the next

purple Lum, then
shoot your

magic fist out

and go. Use the chopper ability to leap off

the purple Lum and land safely in
__the running water.

primagames.com
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Don't enter the cave yet. Turn and
walk to the side, following the
ledge around the outside of the
building. Walk behind the build-
ing to get the red Lums and the
~ yellow Lum.

j" cz\s'rlon

Don't stand in the water -
""because it will eventually
wash you over the side!

-'I_,-

You're instantly transported to
another place. Polokus sits on an
altar before you.

o T —

| & AU

~ Your powers automatically activate
the altar ahead. When the altar
shifts, grab the first mask of Polokus.

1

4!‘#1-"‘ St U

Polokus uses his magic to send
Rayman back to the Hall of Doors to

‘end EEER

The Menhlr H1]ls
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Murfy shows up long enough to
warn you that a walking shell
guards the place. He also says he's
heard it was possible to tame it.
Watch out—here it comes now!

- DC&NG4

Before the walking shell reaches
you, turn and run behind the big
tree with the vortex to the Hall of
Worlds. A smaller tree there has a
swntch Throw a magic fist at it.

primagames.com
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ramp ahead.

Now enter the front opening and
walk straight up to collect the Lums
along the way. Walk up the long

.‘ . L ngﬁg r
i
i

Polokus awakens and tells you that
he will help you once the three
other masks are brought to him.

o e gC EN NG4

'3

Head over to these three trees to
the left of the switch. See that
square hole? There was a grate
here like the one in the Fairy
Glade. Well, don't just stand the\

\ jump in!
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When you've got your feet back,
follow the tunnel to this pirate
cage suspended above the water.
Release five yellow Lums from
their prison. Return to where you =
landed when you fell down here.
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When the walking shell lines up

" behind you, leap up into the air
and land on its back to ride it like
a horse.

s DC&N64
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FASTER .
T OFF.

PR 0 18
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Ride the walking shell close enough
to the door straight ahead

--ra"_h.!

looking for you.

TN ﬂ'“-r

S Lt

“across the lava.

Run away from the walking shell
to exhaust it.

S LT b L £
Take a look up to see the cobwebs
clinging to the wall. Climb them to
return to the grassy glade above. The
walking shell will still be there and
%

can be difficult. Running
away from it and waiting for
it to exhaust itself seems to
be the most consistent way
to mount it. Another way

is to leap three or four
times, always away from

the walking shell,

until you land on it

after it gives out. Also,

if you run too far ahead

of it, it will return to where it
started. Stay just ahead of it
until it tuckers out.

FASTER .
T OFF.

PREIZ O 78

Use the controller to control the
walking shell’s direction. Ride it

Leap over the railing to the left. This
is a military academy. Enter the

that it can’t change
directions. Then hop off and
watch it explode the door. i’]

g T

Step inside the blown-up door and
break the pirate cage inside to free
the Lums trapped there.

rﬁ-l-lﬁa DC & N64
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door.
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Stay to the right
) 1 Approach the next 3 side of the room to |
| 4 3 room slowly. Get the -':-‘_"; aIVOId' waking the |
| . — green Lum to save sleeping
ﬁ : your place. robo-pirates.
T BV ‘ -l!\ =
\‘ E Lﬂ"! tj!'ﬁ‘ (7] ,"
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As long as you move slowly in this
room, you won’t make enough
noise to wake the
robo-pirates.

r
P
P
- DC&N64
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Inside the room, turn left to find the
plrate cage containing yellow Lums.

Look to the right and you'll spot
another walking shell in its
house. Ignore the walking shell
for the moment and approach th

g —
Ig ot

TR

44444

If you wake the robo-pirates by
accident, run outside to reset this
game sequence. The room they’re

guarding contains a pirate cage that

you definitely need. Just keep a
light finger on the controller.

—_—

In the middle of the room, turn and
face the door the sleeping robo-
pirates are guarding. Walk quietly
and carefully between the robo-
pirates and you won't wake them\
You'll be able to enter the door at
the end of the hallway.

—

n—

There's definitely a lot that needs
to be done in this area.

| STITH dTHNANHEEES
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Use your magic fist to break open the
cage. Quietly walk back down the
hallway past the robo-pirates and
turn left. Walk through the door
and follow the hallway to the left.

DCENG4
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Throw your magic fist at the purple
Lum hanging here. Swing out as far
as you can and use your chopper '
ability to glide over to the house.‘ | i

4|

. DC&N64

‘mushroom.
o™
If you use the chopper

ability too soon, you won't get
enough arc to glide

up short.

over to your target building. Wait
just a moment before you use the
glide ability, otherwise you’ll end

DC&N6S

Jump on the mushroom to get up
to the next mushroom in the tree.

Grab the yellow Lum in the corner.

Turn right and spot the pirate cage

SN

_ hanging from the next building.

primagames.com
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'Ride the walking shell through the
tunnel ahead. Jockey from side to
side to gather all the yellow Lums,

Jump up and throw your magic fist Drop back into the yard. d e :
to break the cage. Wait for the Approach the walking shell, then a}? R ?Ut OLt & or(r; iy
Lums to come to you. run around the tree until it gives CHECREEEES from Ui groun

up. You'll collect the yellow Lum
behind it at the same time.

s DCE N NG4

NOTE ‘ %... L
There is an alternate - L) i'

dock here, but it

ends up in the same

cave. However there - = .vll'l “n‘ St || S

are red Lums here to

s grab if you're Ride through the door ahead and
Keep riding out onto the dock, but skilled enough. enter another cave with thorn

. avoid the crates. vines that shoot up from the

ground unexpectedly.

.. . . . ‘I N
uni SR % g
Grab all the yellow Lums along Ride the walking shell close enough

the way. | to the door ahead to explode it, but
I jump off before you get there!

(.
R T
If you hop off the walking
= 1 | m shell too early and it doesn’t
o = <. explode the door, use the 4
J . ﬂ‘_‘ﬂﬂl"ﬂ.;ﬂ' B powder keg here.
‘ =+* Y P W
Turn and face the building. A pow-

der keg is on the right and a door is Now go through the door that the
\ on the left on the bottom story. | walking shell blasted open. Grab

40 ) primagames.com \\rthe yellow Lum inside.

Don't enter the door yet. That can
wait. Turn left and walk toward
the tower. Y




PRIMA’S OFFICIAIRSARIAERCY IR

o, N
‘---m-ff_!-:«-— ‘.-g- o
LL | OK, if you really
y = ‘8l want to blow up
’1 y. S Wy | the sleeping robo-
| -. - .

‘ pirate, you can use

L “ \ - l your magic fist or
# # ' you can pack a
v - VS a TR . powder keg up
Q l" - Jiﬂ.ﬂ Vs AT E: MY ;.Jm“-“‘ L here and throw
Follow the corridor and quietly Go quietly back to the door and it at him.

walk up on the sleeping robo- go inside.

pirate ahead. Check out the skull-

faced door. Turn left and keep fol- d L
lowing the ledge. Use your magic

fist on the switch ahead.

r;r:l" ' As you'll recall,
|y -:\;“!—L.-— ‘ * this is the cave you

couldn’t enter earlier.
Now that you know
the name, you can.

'y "

>
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Another friend of yours, Clark, is

s PTE AT L ’ there, too, really looking worse

‘ ti, #..8 o for the wear. After a quick con-
c¥oor iXilled versation, you learn that he swal-
. ah r % ; lowed something bad for him

and needs some life potion. The

robo-pirate parts. | 5
o potion is hidden near the

e entrance to the Marshes of it 3 i i —
i = 7 I L] » g m" w
i{;.j' «Q Awakening in a place called the ‘ q Y el 1
‘ Ao | Y Cave of Bad Dreams.

Rayman takes off, ending up back
at the Hall of Doors. Go to the

> [‘/‘ \ L _»Marshes of Awakening and enter.
M Y A LD I p P
I'he Gave-o1-ad Dreams
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Walk out to the end of the dock Walk up the log and enter the cave The old man sends Rayman
and leap onto the lily pad. Jump at the end. Walk past the bouncing through a warp, promising a race.
. to the log on the left next. | eyeballs to talk to the guy there. | A prize is there to be won, but the / 'IJ
‘ ' 3 old man will show Rayman no
__mercy if he catches him!
primagames.com f4'
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Once the trail opens before you, by A ™
start running! .

Use the purple Lum to swing over

After gathering the Lums, leap out
and glide to the next series of skull

Leap and glide to the ledge to the

VhiEo gials e s iy it Leap and glide to the skull islands

to save your place. in the middle of the water. Move islands. You have to hurry because
4 quickly because they sink under - | the skull islands sink shortly after
you. Glide to the wall of bones they drop into the water! Jump

. where the red Lums are. Climb up. ) . onto the blocks ahead.

One of the best things to do if you're
having problems with this set of skull
islands is to hold onto the wall and
wait. A second set of skull islands
will drop from the ceiling after the
first set sinks. Jump out and start
A, gliding toward the falling second set
. of islands here and hurry across. To
i R save time, stop using the chopper
ability as soon as you're sure you're
over an island.

Shoot the purple Lum ahead to
~ swing across the water.
-

“Watch out for the creepy arm that
‘ sticks out of the cave to swipe at you! |

Glide over to the bone column
sticking up from the water.
Start climbing at once before
the column starts sinking.

Turn left and grab the yellow Lum
at the other end.

Glide over to the bone wall and
climb up to the yellow Lum. Drop
onto the ledge to the left.
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o Don’t just climb the bone
column, jump to gain extra
yardage up the column.

Leap from the second bone col-
umn to the third one. Make sure
you run across the top. Glide to
the next ledge.

Run to the other side of the bone
|column, leap off, and fire your
magic fist to catch the purple Lum.

. DC&N64

Take the green Lum ahead, then fol-
low the tunnel. Grab the yellow
Lums along the way and watch out
for the grasping skeletal arms that ¢
pop from the walls.

Climb up between the two mov-
| ing columns and grab the ledge
above. Don’t worry about the yel-
| low Lum behind you. You’ll get it
| in a moment.

Turn around and glide down to get
the yellow Lum you left behind.

LTS ‘7 | > '
Climb back up the columns to the ' '

. ledge. Take the two red Lums on ' ‘ . ]""_,.L | !1( *3 Wi Eaw )

either side of the ledge here.

| -, | Walk to the right side of the ledge
- § the ledge.
and look down at the crabs and g
l on this ledge. ; '
i =5 - |
Drop down and get the green

¢' Blast the fire-throwing crabs over
.
' - '_ ledges below. Glide down. Avoid
2 I the crabs and grab the yellow Lums
' ‘ T TR - 1 - ' - : Lum. Turn around to get the
; yellow Lum behind you.

Take the magic sphere they leave
behind. Throw the magic sphere
on top of the triangular base. The
magic sphere and base raise up to
reveal a hole in the ledge. Go

through the hole.

primagames.com
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Take the green Lum to save your
place here, then go through the

tunnel on the left. Leave the one
_on the right for later.

Avoid the caterpillars in the next Follow the ledge until you reach |
cavern and leap up the ledge on the cave on the left. Enter the cave. |
the left. \
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Glide across the skull islands.

When the second skull island
pops up from the water, leap to ) :
the twisting stone bridge above Pull yourself up onto the
. when it turns toward you. ~ twisting bridge.

Leap and glide to the ledge where
the two yellow Lums and red Lum
are. Then leap back onto the Leap to the single red Lum next. Leap and glide onto the next
spinning bridge. PSX: There’s only v spinning bridge.

~one Lum and an eyeball.

p N i - . . e ' ’ y | r |
l; . \ -~ Leap and glide from the spinning 4 YI TIP
i ' 4
| . o

bridge to the ledge with the green R
' Lum and the magic sphere. .| Don’t worry about missing with the
! Throw the magic sphere out onto magic sphere—it’s magic! If it falls
down into the water, it will reap-

the spinning bridge. Wait until the .
bridge comes around again, then pear in your hands back on the last
ledge you were on!

leap out after it.
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Throw the magic sphere to the next Take the magic sphere back to the Throw the magic sphere onto its
ledge, then the second bridge after _{maln cavern where the caterpillars are. matching base. There’s one more
e that. Keep throwing it until you get it m o & g T T to find.

back to the cave entrance where you
came in.

l"'q.hrT m‘,

-

i_!l

b
3y R ﬂ S T
e " ' Throw your magic fist at the pur- . )

ple Lum overhead and swing

d ) ARt m y R b5 Soey e | Leap onto the moving skull and
_‘0 - : o ~ take aride over to the next ledge.
Return to the cave and take the & ‘ L Ay Grab the red Lum there.
! tunnel on the right this time. L o . . ;.®th64 ‘ :

- Cig = - - i ‘ =
i ¢y L “_l \{ TID
" | i It doesn’t really matter if the doors

iy ®

_ l. _ are open or closed. You can get

v . . through if you swing off straight. It
gh 1Ty s 1

! ~ e TR, R just seems easier when they’re

. ‘ ‘ o | open. Also, if you fall short on your
'-F Wait until the big doors open, then jump, you can climb between the
‘ -—— !’ e

] ',‘ P " ‘ ju A R leap out from the purple Lum and closed doors to get additional

lide into the next cavern. Land on height. Don't give up there. You can
e W st J . ;
ollow the ledge to grab another the ledge where the green Lum is. still make it.

red Lum and the yellow Lum.

Shoot your magic fist at the purple
Lum and swing out.

Use your magic fist on all the caterpil- ;
lars in the next area. Jump to all the Hop on the next skull island to get
latforms ahead to get the yellow ;
Leap and glide to the next column, Eums there . Y lifted to the level above.

then take the moving skull platform.

primagames.com
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Take the green Lum and the magic
sphere you find there. Throw the
magic sphere to the next ledge.

Use the control stick to line
up the jump and glide that
you need to make to join the
magic sphere.

Drop through the hole in the
ground. Break the crystals sticking
up from the ground ahead with
- your magic fist to go through.

T
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RAYMAN 2

THE GREAT Escape

From the next ledge, throw the
magic sphere to the ledge you
entered on. It's to the left of the
purple Lum.

Haul the magic sphere back to

the main cavern. Throw the

magic sphere onto the pedestal to

reveal the secret door to the left.

Go inside the cavern and grab

the yellow and red Lums waiting
~on you.

The scary old man climbs up from the
green water. And he’s come to eat you
~ upif you're too slow! Get moving!
The old man is hot on your tail as

you glide down the sloping cavern.
Grab the Lums along the way. Keep
shooting your magic fist to break the
crystals ahead.

. .« i -
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Glide out toward the purple
Lum. Shoot your magic fist at
~ the purple Lum to grab hold.

Throw your magic fist into the
green crystals sticking up from the
ground to reveal another hole.

You have choices to make on
your downhill run. Sometimes
you have to go for Lums in hard-
to-get-to spots. Other times you
have to use your magic fist to
break the crystals ahead.

By the time you finish this
downhill run, you should
have 45 of the yellow
Lums. There are four
five-packs along the way.

Don't forget you've got to get all
the yellow Lums on this level!
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In the end, it looks like you've But the scary man is a|ready waiting Throw your magic fist at him.
_ made your escape. ) for you with breath that'll set you [ =SS When he puts up the skulls as a
T on fire! barrier, shoot them with your magic
fist to freeze them in place.

Shooting the skulls is going to take some work. Your
reflexes and muscle memory are going to have to be
trained through some repetition. The strategy here is to
shoot a skull close enough to you that you can jump
on it. Wait for the next skull, then shoot it and jump
again. Usually it takes three skulls to make it
completely across the chasms. It’s not easy, but it

can be done with some patience and some

willingness to learn by doing.

'-| _ ! ‘_.1 |
:*-un A L 1 B
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Your objective here is to make a
bridge to get to the scary man.
Jump from the last skull to reach the
green Lum here as well as the red ones. |

Your quarry immediately turns tail
and runs to the next ledge. Now

that you've learned the necessary
skills, go after him again by build-
\ing another bridge.

Turn back around and chase after
your target again.

On the next ledge, throw your
magic fist out to a purple Lum.

Make sure you’re not hit by a fire-
ball as you swing out or you'll fall
to your death.

/

Throw your magic fist at the next

purple Lum quickly to keep mov-

| ing. When you make your jump to
) the bone column, use your chopper

[ ability and glide down to the

bottom to get the red Lums there.

Run all the way to the left, then cut

back across to the right and throw
the magic fist at the purple Lum

while you're on the run.

primagames.com
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Keep jumping from column to col-
umn, taking the red Lums along
 the way.

\-: .'l ! |
=S¥ e e

Glide over to the column to the
right to get more yellow Lums.

‘Climb the bone column and get
ready to dodge fireballs. On the
bone column, watch as your quarry
retreats. Then freeze more skulls
into place to make a bridge. Leap
over to the next ledge.

YI TID

When you have to stop the skulls here, try shooting the second one
before leaping onto the first one. Also, the skulls come more quick-
ly, so get them closer together and try not to glide to save time.

~ Make another bridge of skulls and
jump over to the column where the
| green Lum is to save your place.

TID

Once you get to this column, some of the pressure goes away. You
may die, but the two red Lums that keep coming back on this col-
umn will keep you alive if you remember to get them each time. Just

work on your timing. The best thing you can do is shoot, jump,

If you stand too close to the edge; -
sometimes the skull teeth whip around
and knock you off when you hit a skull

with the magic fist. Sometimes when
they impact against-the column they’ll

L shoot, and jump again. Don’t look to see if your shot actually knock you off if you're too close to the \
stopped the skull, because that will eat away at your time. You've got — edge. Give yourself some room to
a1 the red Lum health backing you up, so trust yourself and the auto- work. Also, you have to move to the—

aiming on your fist and go for it! f,B,lt_g_ﬁﬂ,e skall in order to shoot the N

———_..next one_consistently.
L T et

Shoot and jump fast to keep going
until you reach the ledge.

When you get four skulls in a row,
you get a small breather while
waiting for the next skull. Don’t
panic. Just wait for the next skull.

Spot the skull in the back on the
right and walk toward it. Follow
the trail.




Wow! Look at all that gold! A sin- You're offered the treasure by the After you turn the treasure down,
gle coin rolls at your feet. ' scary man. It's in your best inter- you're warped out of the treasure room.
ests to turn it down.

*‘nu‘i Sl i %i’lﬁuﬂiﬁml‘.#ﬁ ;

Leap to the dock and enter the

You're given the Elixir of Life, and
Leap to the lily pad.

that sounds like something Clark -l = _ Teensie warp gate to return to the
could really use right now. Run ' Nt Doors
back along the tree root. " J

Go slowly through the r with

Back in the Menhir H||Is,ﬁ
nd  the sleeping robo-pirates again.

the walking shell tired ou

mount up. Ride the walking shell
into the door again, but jump off
before you get there.

Creep back into the m|||‘y
academy.
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Ride through the tunnel ar‘back

Get back on the walking §II in
across the dock.

the yard and take it for a ride.

Ride through the next tur&l and
get off before you hit the
~ ahead. Enter.

Tiptoe by the robo-pirate Hd
throw your magic fist at t
switch. Enter the door quietly.

Give the Elixir to Clark and he -

feels better immediately. ‘ Clark gets up and knocksia hole
in the wall. Follow Clark through
the hole. Turn right and follow
the corridor with Clark guarding

your back.

Spot the third purple Lu

n\ven

A gate blocks the way ah
Swing from one purple Lu

next higher one. A purple Lum
_ also hovers near the ceiling above. |

Throw your magic fist mt‘d .
fourth purple Lum above

swing up to spot the pirate cage

' there. Glide over to the ledge
where the pirate cage is and break

it open with your magic fist. PSX:
There’s no pirate cage here .

Lum and swing around tospot the
ledge on the wall. Glide over to the
ledge. Go through the doorway.

Drop back down to the thg purple

primagames.com
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Flip the red switch to let srk out A gate blocks the way at t end Kind of looks like a dead €nd,
of the other room. Once Clark of the corridor. doesn't it? It's a good thing Clark
joins you in the hallway, walk ) punches another hole in the
down the corridor. - wall here.

As you look around this ne&area,

you can see there’s a lot to do. Hop up on the nearby stump.
- Ahead and above across the way is Leap up and shoot the purple

~ another pirate cage by a purple Lum. Lum. Swing up and glide over to

. the pirate cage.
A

Follow Clark through the hole and
spot the stairs leading down in the
middle of the floor. Take the stairs
to reach the great outdoors.

i
L - &

e
' _ t
(N

Drop down to the ground and lure

the walking shell into the open. Once the walking shell is exhaust-

Run around until you exhaust the ed, enter the cave it came out of.
~walking shell. Grab the yellow Lum there and f,

3 J _climb the vine. / r

Pull up on the ledge and blast the

~ cage open.

your chopper ability. Throw
your magic fist until the
pirate cage there breaks.
Gather the yellow Lums once
they're freed. You'll have to
climb up the vine again.

Leap off the vine a& a!ivate
[

primagames.com
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NOTE

Riding the walking

shell across this

section is tough. It's

going to take some

patience and repetition.
Y| . ' 1 ' Just work with it

. . AN ) and pay attention
f "*‘EM - i to memorizing

the route.

Drop down and turn left tolenter Hop on the walking shell and ride
the tunnel there. The walking shell up the hill. Grab the yellow Lums
will follow you. Run up the hill along the way. Dodge the root ten-
inside the tunnel until the walking tacles that erupt from the ground.

~ shell gives out.

You come out on the other side o
the cave. The walking shell takes you

1y =
E}‘fl‘i‘ﬂﬁﬂ!‘.ﬂlﬁ -

In a short time, you're blasting
through another tunnel after dodg-
ing the rocks along the dock.

3 —
e
g ,‘-'t"a.u ‘.‘JH ]
Even more rocks and yellow: Lums

are ahead. Ride across the dock
and grab the yellow Lums along

When the spider shows up, immediately retreat to the back of the cave. If you
‘ o _ | let the spider chase you forward, you'll fall over the ledge. Don't try to climb
: Z *j;ﬁzuiﬁfﬁlfﬁ ; the erbs outside to get away, either.. Itisa spider after al{. Lanfﬁfrg a shot
: j — - R makes it go transparent. Your shots will pass right through it until it becomes
solid again. This spider is very tough to kill.

& .

Cung)

Walk forward in the cave, then
throw your magic fist at the spi-
der that drops down on you until
it goes away.

229 primagames.com



Walk toward the webs at the other
end of this corridor. At the ledge,
crawl along the cobweb to gather
the yellow Lums. Go down low to
gather all the yellow Lums there.

Land on the ledge and use your
magic fist to break the cage open.
Wait until the Lums come to you.

Jump up to grab the next cobweb
and work your way around it. Onl
a short distance away, you'll find a
pirate cage filled with trapped yel- b

low Lums. '

¥
-

\‘{ )

It can be a little difficult to hit the
pirate cage from the ledge. Walk
around and experiment with
different positions and you'll get it.
Usually, standing closest to the
ledge does the job.

5= TIP

Be sure to notice the purple Lum
out in the center of the cobwebs.
If you happen to fall anywhere
along the way, remember to
shoot your magic fist out there to
try to catch yourself.

Turn around and walk into the
cavern mouth to spot the next
pirate cage hanging there. Stay on
this ledge and break the pirate

Glide over the next chasm as well.
Climb up the cobweb to the ledge
to get the freed yellow Lums. Go
down the hole in front of you.

\’-

ﬂr then use the

)

the plank.

cage open. Leap and glide across
the chasm in front of you.

to the left. Blast the robo-pirate
ahead to get him out of the way.

.3_( After you read
the notice about
public enemy
two posted by
the robo-pirates,
return across the
planks. Walk
across the next
plank bridge to
the left.

To get this elu-
sive little yellow
Lum, leap at it
at an angle,

chopper ability
to glide back to




an electrified security gate closes.
Get the yellow Lum here. Walk
~ back across the plank.

Walk back to the security gate and

you'll find Globox has joined you

there. Walk closer and Globox will

do his infamous rain dance and
short out the electrified bars.

Grab the two yellow Lums by the
plant. Scout around the ledge to
grab the other yellow Lum here.

As you try to enter the cave ahead,

i \
%ﬁlﬁmﬁ!‘.ﬂi P

RAYMAN 2.

THE GREAT Efcffpg

Walk to the plank to the right and
stop at the end. Throw your magic
fist to hit the switch to the left of the
lock-up gate and release Globox.

o

Enter the doorway and leap over
the ledge. Use your chopper abili-
ty and make sure you get the yel-
low Lum.

Walk forward to grab the green Lum
there.Turn right to spot the yellow
Lum in hiding.

|
A

- e
%m&mﬁm{n o

Watch as Globox performs anoth-

er rain dance to make the plant

swell and throw out a pink flower
. blossom.

ﬁ 5
4

%?l!ﬂiﬁ!‘.‘ﬁll’ M

Hop onto the pink flower and
jump again quickly to get the yel-
“low Lum above it.

V TID

Don’t worry if you fall off the
flower. It will come back.

Collect the Lums along the
route the floating flower
takes. Don’t jump; just stay
on the flower and you’ll get
them safely. Leap off onto the
ledge on the other side and
collect the yellow Lums there.

primagames.com



Go to the pillar outside and spot
the wooden plank bandages on it.
Blast the top of the pillar off with
your magic fist.

Boy, look at that fire ahead. You
could really use Globox and his
rain dance here, huh?

Walk along the ledge and enter the
. cave on the left.

: R pasis,
- o Ygme .
The broken end lands on the last R - “m ol ' : IWM?H

ledge so Globox can walk along it Inside the cave, Globox will do his
to join you. Walk toward the cave rain dance again.

with the fire and Globox will fol-
low you.

When the fire goes out, cross the
ledge and grab the green Lum. In
the next cave you're going to be
attacked immediately. Get moving!

4

Globox becomes very afraid.
Rayman wishes he had more of
't his power.

you with your magic fist. )
- Globox reaches down his throat to

get more silver Lums. They make
- Rayman’s fist even stronger.

Blast the robo-pirate in front of J

Dodge the pirate ship’s cannon
attack. When the pirate ship flies
away, look out for the robo-pirates
left behind.

Ahead and around the corner,
another pirate ship appears. I
Globox runs and hides.

Throw your stronger magic fist and
blast the robo-pirate.
o

.




Grab the green Lum and follow the
corridor around to get more yellow
Lums. Battle the robo-pirate around
the next turn and put it down.

Turn right and look up at the rail-
ing around the top of the build-
ing. There’s a five-pack of yellow
Lums there.

LSS

RATHAN
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- e Ty
) i e,

A !

Another security gate seals up

the next cave containing anoth-

er green Lum.

"_

r é' T,

Keep following the corridor to the

next big cave. Look up to spot the

pirate cage hanging there. Also
notice the wings on the other side
~ of the ridge ahead.

Swing over to the crate. Hop off the
purple Lum and use your chopper
ability. Fire your magic fist at the cage
to break it. It may take a couple trips

TID

You know that little open place
behind the boxes that looks like you
could just fall right on over? Well,
you can. So watch it!

~ to accomplish this.

m

Go back and get Globox to
follow you into the big cavern.

primagames.com

Turn around and walk back to find
Globox. When you've got Globox,
have him do another rain dance to
short out the security gate.

Collect the yellow Lums on the
other side of the ridge first. Then
climb the crates.

-

Climb the crates and shoot your
magic fist at the purple Lum again.
Use the joystick to turn around

and leap toward the railing by the
| five-pack of yellow Lums.
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Walk to the door, but stay out of Watch as Globox does his rain el b
the red light or the door will shut. dance once more. The purple Th b tlr:eht ZID e W
However, that's hard to do. The flower grows huge. Hide yourself t rousiislle Cook

doors close every time. in the purple plant.

PSX: From here, go
to the Sanctuary of
Stone and Fire level
on page 84.

Break open the pirate cage with
your magic fist to free the Teensie
and the yellow Lums inside.

Take the warp gate to finish this
level. Back in the Hall of Doors,
Whale Bay opens up. Go to it and
jump in.

Whale By |

NOTE

PSX: Whale Bay
directly follows the
Bayou level.

Go on down the corridor. Leap out
of the bush and turn the corner to
find the last pirate cage.

Go through the passageway on
the left for the moment.

Walk up the steps ahead. To the
- right is a fish tank.

/
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Can’t stand the thought of walking
away and leaving an enemy
unscathed? It can be tough. But the
barrel-shaped guard here is hard to
beat. However, there is a strategy:
by now you've noticed that your

magic fist bounces off walls for | =
awhile. Line up in the corridor,
then bounce your magic fist into
the walls to make a ricochet shot
that gives the barrel-shaped guard
no chance at all of returning fire.
Just remember that if you don’t go
into the water, you won’t find the
yellow Lum that’s there.

DCHN64

Ahead is a barrel-shaped robo-
pirate that is extremely tough.

Even if you take your lumps and
run around the barrel-shaped
guard, the exit is electrified.
Notice the other fish tank in this
room. Lucky for you there’s a
. way around him.

There’s even a nifty little switch on
the wall by this fish tank. Too bad
it's impossible to hit from here.

.
[

Go back to the first fish tank in the
other room. Dive into the fish tank
_and swim down.

Take the blue air Lums and red
health Lums as you need them and
keep swimming with the wall to
your left. N64 & DC only: Grab the
yellow Lum from the treasure chest.

Turn left over the treasure chest to spot
the sunken crates. Follow the trail of

sunken crates up to the surface.
e TT‘ i J s

Surface in the next tank. As you
look around, you'll discover this is

the room with the red switch. Throw
your magic fist into the switch.

Hop out of the tank and spot the
| barrel-shaped robo-pirate ahead.

Grab the green Lum on the net.
Turn right and walk down to the
end of the net.

i, . f | I
Turn right and discover the door- e ST r ELd

way is no longer electrified.

s)

A




NOTE T\ '\ A
The red Lums

under the net are

on a timer, so you

have to move fast

and dodge the

leaping piranha.

You can still fire

your magic fist if

you want.

s
AP

s Ty
Hop over the end of the net and
down to the beam below.

Leap up from the bottom beam and
grab the net. Climb along the net to
grab the red Lums underneath.
- Watch out for the leaping piranha.

+

( -

[ |
%m&wm:n .}
Return to the beam and follow it
around to the right. A short dis-

tance ahead, you’ll find another
net with four yellow Lums hanging

Return to the beam and cross over

 the top of the net. |
‘lw‘-ﬁ
S

Climb along the net, grab the yel-
- low Lums, and dodge the piranha.

R %] = ',1
‘ ‘ :t |
L )
Don’t worry about the -~ - {
. . . \
{ robo-pirate firing at you. |

His shots are easy to avoid as , N
you make a dash for the 4 ‘ =“_Mi'.".“l-: |
railing. He does keep jumping 4

around the ship. If he Once you're on the ground, you'll
lands near you while spot a guarded door and a barrel
you're on the ship, just by the ship.

do your best to hammer

him and avoid his

shots. Then get off the

ship as soon as you can.

Grab the green Lum around the cor- ;
ner and look out at the pirate ship
~ below. Jump over the railing.

/

Return to the barrel and turn
around to find a red Lum up
against the wall. Jump up on
the barrel near the boat. Leap
onto the net in front of you and
climb up.

: L ASY
Rt L T L

Glide over to the ship’s deck
through the doorway.

primagames.com
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Turn around and look up by the Jump down and go through the Time the barrels, then dart around
doorway you glided through to spot doorway. Watch out for the explod- the corner and jump across the bar-
the switch. Hit it with your magic ing barrels ahead. rels to get the yellow Lums there.

fist. The electrified area vanishes
from the door.

Your chopper ability really comes in
handy here.

v

TIP

Don’t linger in the short hallway
once you enter the door.
That robo-pirate on the deck has
you in his sights now.

He'll blast you from behind if
you don’t get moving.

~ Turn the corner to the right.

Ahead is a sleeping robo-pirate. ‘

DC&N64 =
; = . DC&N64

Drop into the water below. Turn
around and grab the red Lum
under the dock you walked off of.

Keep the wall to the right and walk

f 5
n - slowly forward until you reach a
! ~cave with a powder keg in it.

Take the powder keg and go sing
the robo-pirate a final lullaby-bye!

&N64

Go back for another powder keg.
Try to blow the door open ahead.
There’s another pirate cage on the
other side of this door holding five ‘
yellow Lums and a purple Lum.
' The explosion releases them all
F’. from the cage. Watch the purple

~ Lum float up into the air. .

g%l ’
T Ti

50O ) " primagames.c * . r,

wow: DCENG4
| " ol w |

- Grab the red Lum in the treetop.
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NOTE \ '
Sometimes this
explosion blows

the door, sometimes
not. If the powder - - .
keg goes through the h g |

door and explodes, '

’ . . wl Ji

you won't ever s + e 11 i
see the cage. ’ ‘ [ TR Ay % ¢
The Lums will ! ' 4
still fly out Shoot the purple Lum with your
even with the magic fist. Change directions with
door intact. ) the controller. Then leap off and

: 2 \\glide into the building ahead.

Climb up through the trees to
reach the purple Lum.

AV H'TVHM=

Walk to the magic stone on the

beach. Murfy shows back up and
tells you Carmen the whale is
trapped Dive into the water.

Follow the corridor and down the
nnext dock.

Don’t swim away from the beach.
Dive straight down and turn back
toward the beach to find Carmen
caged underwater here, but be careful
of the electric fence holding her in.

e

T)T & N64

To the left of Carmen’s cage is a
hole in the wall. Swim through.

Follow the line of blue Lums. Swim
N up through the rectangular opening
ahead to surface.

Swim to the low side of the open-
ing and jump out. Look back
over the rectangular opening to
spot the opening to the left.

Return to the end of the corridor
) overlooking the rectangular area.
Two doorways lie ahead. Take the
Al ' doorway to the right.

Leap over and grab the ledge. Pull
yourself up. Walk up the passageway

to find a door blocking your way.

L
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Turn right and look down into the ' M ) Follow the corridor around and

room below. Those stairs definitely | ; collect the yellow Lums along the
look interesting. However, there’s Turn right and leap into the door- way. In just a moment you're in
still another door back around the way there that you haven't tried yet. | the room you looked down into
rectangular pool area. Return there. : with the interesting steps. Walk up

gl the steps.
DCEN6s ; W yawe DCENG4

' 1
!
s . . Throw your magic fist at the - . .
pot e sitehiene coRedls Wa”,’: switch. Once the electrified field . The electrical machinery on the
e drops away, Carmen wastes no wall transports a walking shell into
]i)?] &N64  time in getting out. ‘ the room. Run around to wear it
¥, { out. Mount up, cowboy!
"DC&N64
{ TIP —
If you die and have to come back A S
, AT to this area, you have to activate ﬁ" T
Wh the red switch that freed Carmen )
Ride the walking shell into the again to activate. the transporter
corridor opposite the steps. You're . and br{ng the R —— t'h
- going to ride it to the locked door walking shell into the room. R ‘W 1
you found earlier. Ride the walking shell through -

the curving corridor. Boost the
walking shell’s speed and get
across the water.

Walk through the door and
follow the corridor around to
more red Lums.

%4 ’m

Hop off the walking shell before it
hits the door.

2> ) primagamﬁs..
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At the top of the steps is another
pirate cage. Blast the cage open
and take the yellow Lums inside.

Dive into the water and swim.

The line of bubbles leads you to
. Carmen. These are air bubbles

Carmen is leaving for you. Trail

In this new room, you have to
watch out for the piranhas swim-
ming around. They’ll take the air

' bubbles. Stay close to Carmen. ' A
o . B —-— S :‘ ."!-. “.,r _-‘ . g

~ Carmen into an underground cave. |

Walk out onto the ramp and stop
at the end. Below, bubbles glow
in the water.

Turn left and follow the corridor.

]
4

A e

You have to swim through the air
bubbles Carmen leaves to get the
extra air she’s leaving for you. The
air bubbles are also on timers, so
you have to hurry to get them
before they fade away.

¥

Keep following Carmen. In a short
time, Carmen leads you to a brand
new cavern.

Swim inside the sunken ship and

Swim toward the sunken ships F
keep getting the Lums.

ahead. Swim down toward the
steps and gather the yellow Lums. |

. \‘/’I‘ID

DC users will find the
third Globox Village
Crystal in here as well.

Lo 7 b e 0
- PR
K || ey

%«’:‘wmmf

.‘-\GO on into the corridor ahead.
.

Surface and go to the ladder in

’ ¥ _ %
o,
‘. - primagames.com
. k-- =

the corner.
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Glide to the ledge to the left side
\\of the screen.

o= -.';"'"1_. L

L

(Grab the green Lum to save your place. Look out to spot the other yellow
A ~ Lums ahead.

Look back toward the mast to spot
the red Lums and the purple Lum ‘
nearby. Walk over to the purple

Lum and shoot your fist at it.

Swing through the red Lums to get

the health from them.

Follow the ledge around. Walk up

\‘anto the deck. Climb up into the ship’s rigging.

X Jump up on top of the beam.

TID

Make it easy on yourself. When
you swing toward the mast, let go
and glide down using your
chopper ability.

Once you have the red Lums,
swing back to the beam.

Cross over the mast and walk to
the other end of the beam. Leap
.and glide over to the ledge.

L

You can't get any traction on the
wet section of the ledge, so slide
through the water and grab the yel-
low Lums.

Leap up to get the higher yellow
Lums and to get across the chasms
ahead.

primagam

'-i

Grab the three yellow Lums in
front of you when the sliding stops.
A cave lies to the right of the palm
tree ahead.

J‘

4
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R

Didn’t get all the yellow

Lums here the first time?

Crawl back up the ship’s
rigging and go again!

;1

S \"!

Enter the cave and you find the

warp gate out of this level.
However, it still needs to be
activated.

Glide down into the water and
swim around until you find the net |
hanging on the wall. Climb up the
net to discover the cave with the
yellow Lums in it to the left. Glide
into the cave but look out for the
robo-pirate that jumps on you.

Dodge past the guard to find the
final cage on this level. Break the
cage open with your magic fist.
Follow the Teensie out of the
cave. He's headed for the warp
gate above.

PSX players
should turn back
to page 37.

Go outside the cave and climb up
the net to the warp gate cave on
the left.

N
- -

& &
‘ - primagames.com
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Climb back up into the ship’s
rigging. Shoot your magic fist at
the purple Lum and swing out to
find another pirate cage in the
crow’s nest.

‘\{ ) [

With a little effort, you can
taunt the robo-pirate and
cause him to fall over the

ledge into the
water below. Once he’s there,
he’ll disappear.

. send you to the Hall of Doors.

Enter the cave and let the Teensie

AV H'TVHM=




PSX: There is no
Sanctuary of Lava
and Fire in the
PSX Version.

Follow the crack in the earth
ahead. Glide out to grab the red
Lum in the air.

Enter the new door in the Hall of
Doors. The Council of Teensies
meets you again and sends you

~ through the next door.

A N

we DCENG4

| Land on the bridge below. Read
the pirate sign to find out this is
the Labyrinth.

Walk to the end of the ledge and
 glide to the other ledge on the left.

DO#NGL S— v
=
)

s - _.‘__‘--l

Interesting machinery ahead, huh?
Get closer to take a better look.
Use your magic fist to blast the
robo-pirate that attacks you from
_the machinery.

i
‘%

Grab the red Lum the robo-pirate

e leaves behind. Spot the yellow Lum Bounce on the gate to get up to the
DC&N64 on the right and the gate set into next ledge. Walk up the catwalk. 1
s the stone floor. N64 & DC only:The ) -

I

gate holds a pirate cage that you
. can't get to yet.

- A""" 2 At the end of the catwalk, you'll find a wooden plank
; *® 'ﬁ 'bandage over the tower. Hit the plank bandage with your
. 9 . R SN

" magic fist and free the purple Lum inside.
.‘4‘”_% primagames.com
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~“DCN64

‘DCEN64

|I ) - 4
# AeOE A : i ] 1 |
d |
%ii&mﬁﬁmn M. *‘ﬁmi ST %’l“aﬁi PN
Throw your magic fist out onto the ‘ Glide over to the column to grab Turn around and spot the second
. purple Lum and start swinging.  the first yellow Lum. wooden plank bandage on the tower.

Throw your magic fist at the bandage
to free another purple Lum.

- : : - ‘ 1 ) 1 |
2 . - - ] '
%"Eﬁ"i‘-‘-ﬂ‘ i %"“M‘ e X } r 6 I
'y
Shoot your magic fist to the first Walk around the catwalk and %f‘ﬁh‘ﬁ!ﬂﬂ! i

-~ purple Lum. Swing back over to shoot your magic fist at the second

 the catwalk by the L purple Lum. Grab hold and swing Glide over and get the yellow
around to the side where the yel- Lum, then take the magic fist

low Lum is. power-up. Go back to the catwalk
r B f_.f'_ and return to the first purple Lum. ]
The magic fist 1_‘4_1’0 &N64 : E ol
power-up only lasts - : ‘ DC&N64
until you get injured (, J

three times. Enjoy . = L;u
them while they last o I "
because they really 5 : !
deliver a more

powerful wallop! . ' ‘*ﬂ f \
‘ E L AR

Shoot your magic fist out for the

first purple Lum and swing over to As you get closer to the red
the left. Glide down to the Iedge Lum, spot the green Lum just &l

. where the red Lum waits. , little farther ahead through a
J—— crack in the wall. Glide over to

1*«]){] &N64 the green Lum and take it.

A ' ’q After the robo-pirate is ‘
¥ ¥ down, leap and glide across
Keep going forward and around the e |, the chasm to the green tree.

corner. Prepare to battle the robo-
pirate that jumps up at you. Stay on
this side of the chasm firing the
_ whole time.
( :
1 '

-'*:ma-li 1
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wall to the right and walk forward

corner. Glide to the ledge at the
cave's entrance.

Propel the plum to the ledge where
the yellow Lum is. Jump up and get it.
This entrance is directly across from
the tree where you blasted the last
robo-pirate. If you look out across the
ledge, you'll be able to see the tree
and the entrance that took you into

X the area with the plum trees.

Take the red Lum nearby. Keep the

until you spot the cave around the

Leap and glide along the other
ledges to follow the passageway. |
Once you reach the ledge where th
green Lum is, shoot the plum from
“Ithe bush on the wall ahead.

Glide out to the plum and stand on
it as it floats on the lava. You can
guide the plum through the lava by
throwing your magic fist in the
direction opposite from the way
you want to go.

Follow the corridor behind the
ledge to reach a large cave. " Jump to the column in the center o

/

- the lava pool to get the red Lum.

‘D‘C SN64 Turn right to spot the plum hanging
I = on the wall. Grab the plum.

NOTE

You can’t hit the
robo-pirate with the
plum close up and get
it to stick on its head.
It has to be done from
a distance.

1)7] Ff N64

/

The robo-pirate here is of the inde-
structible sort. From far away,
throw the plum at the robo-pirate.
Once the plum has landed on the

Break the pirate cage open with your

robo-pirate’s head, run over and magic fist. Go back to the area where

leap on it to get up to the ledge you got your first plum. To get there,
where the pirate cage |s | return to the opening in this cave. ‘ 1
| = Climb on the ledges to the left of this |

cave to get the height you need to
Get another plum and glide back to the other cave to the left
' come back through this _ of the tree.
‘ll lava channel again. ’

primagames.com
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Keep throwing your magic fist until In a short time, you're back by the

you get around the lava channel by  tower where the purple Lums are.

the tree where you encountered the ; i
y - DC&N64

Grab the yellow Lum at the base of
the tower near the gate that keeps
the cage you spotted earlier.

pirate. Go through the cave.

o i DG NG

‘.’ ;; (" | II=

. ) o an ) 34 - |

al¥ ; : ! 4l ;,:;-‘ _ A __,‘l'

‘h S [y -2 7 TR S e i

% . | : i T UL L

a7 *r‘—"al_\lm' P When you reach safe land, hop off 4
‘ ) L B the plum. Take the green Lum Stand back a long distance from the
At the end of the line of red Lums, beneath the tree, then knock the ledge leading out to a lava pool
\ you'll find another cave you need \ nearby plum down and pick it up. ’ where a spike sticks up. Throw the

. to enter. | T \plum until it lands on the spike.

I—— ) N64
I NOTE \ ' .
You can’t throw . ‘ ‘
the plum on the .
spike from the ledge’s e i
edge. Being close ; 4 !
just won’t work. : | A \

AP |
) ¥ ERwe . ot I e
Leap and glide out onto the plum ; ] “Mﬂ L

on the spike.

9

Jump up and grab the ledge and
pull up. Spot the plum in the corner,

\r’

You can't glide between these
platforms and get there before the
plum drops. So go ahead and start

’ ‘ making your way across as soon as

‘ <¥ ERwE Wm0 | you throw the plum. It isn’t as hard
, E gt ~ | toget back, and you increase your
hances of getting under the plum

L fter the plum and ¢ setting P
R et L um 2N before it falls. Also, to catch the

I* i i . 2
h f ff.
l “ ) galifibeiore it drops o ) plum, stand on the shadow under it.

primagames.com
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v Get the plum and throw it toward
_ the spike on the platform.
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- Catch the plum when it comes
down. Turn right and throw the
~ plum toward the next spike.

Hurry and leap across to the next |
spike—the plum will stay stuck
where you are only a short time.

Another pirate cage is just ahead. . -
Break it and take the yellow Lums If you look up, you'll discover this is
- inside. - 4 the pirate cage under the bouncy gate.

Skip the first plum and grab the second
one on your way back. Throw it into
the air, then throw your magic fist to
push you and it into the lava. Go with
the lava flow. Return to the cave where
~ you found your very first plum.

— e

Leap and glide to the next ledge,
then grab the webbing above.
Hang there and wait until the baby
caterpillars show up. Blast the
baby caterpillars off the webbing ]
.and continue forward.

Drop down on the next ledge.
Blast the baby caterpiller with your
magic fist. Hit the plum on the wall
ahead with your magic fist to knock
it into the lava.

/

- ; L tothe 'Keep leaping up
_ eap onto the the ledges and fol-

- " ~ ledge where the ‘ low the passage-

PR el Lum ighee

70 primagames.com

Catch the plum and throw it straight up
beside the ledge to the cave. Let the plum
drop to the ground between you and the
rock face. Jump on the plum and leap up
to the ledge. Pull yourself into the cave
above and follow the corridor.

DC&NGA

i

——

| a.&??

i
..--'Jl-,..
=

Knock another plum down
onto the lava. Bounce on the
plum on the lava and grab the
cobweb against the ceiling and
jump to a nearby ledge.

Jump on the plum. Shoot the baby ‘ '

~ caterpillars that attack you.
s -
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Walk forward a little and Murfy
| shows up with more advice.

Walk to the right to find a plum
hanging on a tree. Knock it off the
branch with the magic fist. Jump
onto the plum and throw the
magic fist toward the tree to pro-

| pel the plum into the lava.

Instead of going with the flow

here, use your magic fist to push

| yourself backward, past the pirate
sign. There’s a surprise at the other

_end of the lava channel.

>

Keep weaving through the channel
until you reach the other end.
Jump off the plum onto the ledge

o the right. y g .
w;)%81%‘4 - B bt
i W 7

= o "-ﬂ"

Enter the door ahead.

cE T

f:NGi
-

s 1y

—_——

- DC ¢?N64

=21 1

The room in front of you is filled
with things you have to do.

‘on the ledge. Time the flames, then

Leap across the floating platforms
Jump across and head to the left

)
Turn right and spot the ﬂamethrowei
~ in the lava ahead of you.

—_——

fﬁc 8N64

Stand in the middle of the
bridge to get a good look at
the doors on the back wall.
Jump up in the middle of

the bridge and throw your
magic fist at the cage on the
ledge to the right.

Avoid the next flamethrower as
well and turn left.

primagames.com
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Drop down to the doorway below. |
Throw your magic fist against the
doors until they break apart. Enter
T ‘ the room and glide across to the
P platform in the center of the room.

TIP ; : . DC&N64

If you hesitate too long, the
stone formation will sink into
the lava. Wait around and
another will appear to take this
one’s place. There’s no time
: pressure here except when you
- go to get across.

=

:-np-

_.-_,_7_ f—

" Run across the bridge to the right
“and leap up onto the ledge where

the yellow Lum is waiting. Pull up
.and look out over the room.

Look up to spot the stone stalactite

formation hanging from the ceiling
- /

“BC 8N64 3

m Follow the corridor around to the
left. Turn the corner to the right to
w“ spot the next pirate cage.

Throw your magic fist at the stone
formation to knock it loose. Leap

across the fallen stone formation to -
. get to the ledge on the other side.

~ Turn right and time the
flamethrower there. Knock the

Leap and glide to the green Lum

stone stalactite formation down. _Wwaiting ahead. )

Hop across the stone formation,

then glide to the ledge to the left.

Throw your magic fist at the pirate

cage to break it. Walk over and
~grab the yellow Lums.

Turn right and walk across the Spot the wooden plank bandages
ledges to the column. Glide over on the two columns ahead and
™\ to the last platform in front of \ throw your magic fist at them.

. the columns. .
r 47 AN primagames.com




Glide through the doorway ahead |
and land on one of the platforms

in the lava. Grab the green Lum
from the first platform, then contin-
ue leaping across them. Leap over
the flamethrower ahead.

The second platform scoots across
the lava. Stay on it. Float toward the
cavern below.

- | When the platform comes to a stop
avoid the flamethrower that tracks
you throughout this room. Stay
moving to stay ahead of it.

Turn right and glide to the next set
of ledges.

_ " R
| _"DC&N64
P “ Y G!ide to the next set of ledges and
L _ climb up. Leap up and blast the
- pirate cage there with your magic

fist. Grab the yellow Lums inside.

.

J (.
| e Y.
Glide to the next ledge and o omt
watch out for the small spider '.‘
waiting for you. - ,i
primagames.com

e

to get to the next platform.

Take the next left, toward the
stone stalactite formation hang-
ing from the ceiling. Throw your
magic fist at the stone formation
to knock it down. Leap across it

S

AT

Glide down to the set of pillars on
the left. Jump to the next set of
ledges on the right.

After you blast the two spiders
here, enter the doorway. Turn right
- and walk up the ramp.

HAId ANV VAVT 40 AAVALONYS dHL
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Turn right and spot the platforms
in the lava below. Glide down to
 the first platform.

Turn right and walk up the next
ramp. Take the red Lum there and
spot the purple Lum ahead. Throw Enter the door here and walk
your magic fist and grab the pur- down. Drop onto the ledge
ple Lum. Swing up onto the ledge. below. Turn left and follow

i the ledge.

At the end of the ride, leap onto
the steps and grab the green Lum
there to save your place. Walk
~ up the steps and turn right.

Throw your magic fist at the stone

L formation hanging from the Cei“ngl | Do the same with the next stone \ Follow the corridor. ——
and knock it into the lava. Leap over formation hanging from the ceiling. DCENGA
3 | toitto avoid the flamethrower. Then ~ on the right. —
jump back onto the moving platform
P | again after it's cleared the “%
~ flamethrower.

L

Enter the room and follow the
cave down. Below is a green Lum
. and a walking shell.
.

Walk to the door on the left and use
- your magic fist to break through.
~ Blast the giant spider inside.

Turn left and follow the corridor into a
room with three doors. Blast open the
middle one with your magic fist and
break the pirate cage inside to get the
Lums. There also is a magic fist power- TID
up here. The door on the right contains
~ agroup of red Lums on a timer. Walk softly when you reach the
) ' floor and the walking shell won’t
wake up.

Follow the curving ramp down to
the lava pool ahead. Looks like it's
time to saddle up! Hiyo, walking

74 primagames.com . shell. Blaze around the ramp!
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NOTE

This run through the temple is going to take a lot of work and patience, plus a steady hand. You've got jumps to make, and in one place you
have to accelerate the walking shell to get across. It’s going to take some serious repetition to get through, but you'll make it.

Memorize the route as you work it. Once you hit the loop-the-loop, you'll actually gain more life than you lose. So after you start consistently

getting that far, you don't have to worry about going back to an earlier level when you die.

Try to stay along the inside of the curves rather than the outside. If you bump up against a wall, it generally throws you off for the next turn.
A turn or two after you rattle against the walls, the walking shell explodes, taking you with it.

Once you reach the horseshoe-shaped stones ahead, leap off the walking shell and take a breather. You'll have earned it!

‘i T DC@TVGZI E
il

i 7 f 7 ; ' | “

‘l_l!- 'I)é_;?ANgﬁ»l "‘_.y- ]j(féﬁﬁz 5

F AR T L ARy <SP T | A Ty AR T A
o e e gt w
Shoot across the burning lava. Race around the next ramp. ‘ Leap the gap ahead by jumping on

the walking shell, then keep going
“ —— - DCE&NGA

s e DOONGL | o e DOENGE
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Do a loop-the-loop on the walking E ™ i LD i

hell, then j th tt .

fhaet corﬁg ;/L;Trpwa; n;axce\?/nﬁog?ﬁs Leap off the walking shell to land on‘ In the next area, walk to the left

next cave and across the narrow the horseshoe-shaped ridge by the and cross the fallen tree. At the

bridge. Accelerate across the next door. Throw your magic fist at the ‘ end of the fallen tree, glide to the

patch of lava and let off as soon as door to break it apart. Go through. ledge ahead that has the yellow

'you're across. ——n Lums. Grab the yellow Lums.
== —— ) [0\ ’
. - i = IREE m
‘p-._,;. PDC & N6a ‘ (S o “DC&N64
‘ Ll '-:I. i
3 " f
P -
{ 2 NN | =
# i -
‘F .% P p ' &°
bl et k. off ] Y L L] 3 ] "ﬂ‘-] e1ngl i "
LW 8 | ey - .z e
‘ ti li will ok : E Y = - 7__‘}‘11;'&"']“- L
Glide down into the temple area. | Go past the pirate sign and the tree
Knock the plum from the tree and use where you got the plum that Once you turn the corner, you
it to float back out into the lava. Jump brought you into this area. spot even more interesting sights
on it on the ground, then use your f ahead. Fight the robo-pirate on the
magic fist to push yourself out onto bridge ahead.
the lava. primagames.com '
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- blast him then,

%f‘!u-iw gl‘[ * chance now.

\ short catwalk in the corner.
h

e !
%?lm-ﬁm: i

: |
I.Jj '
' a l ‘
- Follow the tunnel down.

T AP T ! wilialEN

Leap up from the plum to the ‘
metal ledge and pull yourself up.

When you have to fight
while standing on the plum,
your best technique is to
use the big magic fist. That
way you don’t get moved
around on the plum so
much or have to adjust all
the time.

NOTE o T '
This is the same ! e - "
robo-pirate that n N
confronted you / 1 ‘mﬁm )] i

outside. If you didn’t ]
Leap and glide across to the cat-

walk to the left. Follow the cat-
walk up to the pirate cage. Break
it open with your magic fist and
~ take the yellow Lums inside.
- —
DC&N64

= [

O you'll get the

Drop onto the catwalk at the end
of the ledge. Turn left and blast the

robo-pirate on the catwalk there.
L £

DCENGS

%’hmuﬁmﬁ

. -5
l Turn left and glide down to the ' ‘
," doorway with the green Lum in it. A spider is also in this room. It's #ﬂ
Enter the next cavern at the back very hard to track down and hit
. of the ledge. | with your magic fist, but get it done
Go back down the catwalk. Glide B ‘kror B - 2 kinds ofiieEE |

over to the first catwalk you

e XK= ‘
dropped on, then glide over to the JR &N64 -

Y TIP

Often, you can see the spider’s legs behind one of the columns in the '
room. Get near it, then turn and face another direction. The spider b i
will come out at that point, so turn around and hit it with the magic ; ’Ilu-ﬁ'.'aﬂl e i
fist quickly. Keep repeating this until you finish it off. If you wait too : / .

long to turn around, the spider will definitely attack! Keep luring the spider out and
hit it every chance you get.

primagames.com
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Once you finish the spider off, you
get a big plum. Jump on the plum
and hop around the room to collect
the other red Lums you couldn’t get
to earlier.

Follow the corridor around. Walk
\ through the valley ahead.

IR . mm

,' \Il

m Down in the cavern below, you find that
v you've picked up a plum along the way.

Avoid the patches of yellow
lava. They burn the plum away

(' L and kill you.

qr‘—f

%"'tjﬂlﬂ )

' %%Atuua!:mn‘ *ﬁi i

\f

You might find it easier to simply
pick the plum up and carry it over
to the red Lums. Toss the plum
straight up into the air then hop
onto it and use it to leap off of.

DC&N64
i i

- DC. (? NG4

—

Leap up and glide to the column
on the left to get the yellow Lums
there.

plum in this area,
stay on the ledge.
Another plum will
be along in just a

.0 .31.5.“

Use the magic fist to shoot your-
' self and the plum up onto the
. sloped walls to get the red Lums.

primagames.com

Carry the plum over to the high
doorway and throw the plum high
into the air. Hop on the plum and
leap up through the high doorway.

DC&N64

S Ty

- Walk across the collapsed ruins
in front of you and fall through
the floor.

Toss the plum up into the air, then
jump on it. Shoot the magic fist

‘ against the back wall to push
yourself out toward the lava flow. |

DCEN64

Reverse sides and push yourself to
the other side to miss the next yel-
_ low lava pit.

S T L LR
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Get up high on the next wall and
X stay there by throwing the magic flst

A= -

Use the magic fist to work your
way around the yellow lava. When
the lava fall forks, head to the left t
S get the yellow Lum there.

Keep dodging tentacles until you -
drop through a pit ahead.

Be sure to get the line of red Lums
to the left of the tree by bouncing
on the plum. There is also one

. grow another one. ’ ‘ #ﬂ
> J
green Lum here that you definitely . ‘.B-iw Eﬂ

~ need to get.

~DC&N64

A

; ‘ -" %’Am-imn i
F AP Ty

Farther down the corridor is a line of ‘
red Lums with a yellow Lum and a

five-pack of yellow Lums between Y
the doors. Glide to get the red and
yellow Lums and land on the plum TIP

b T If you don’t need the red
Lums now, don’t get any of
them. As you as you get one,
the timer starts. You can’t get
them all now, even from the | i
plum, and the ones you don’t
get will disappear. Later on

y you’ll come falling out of the
{

\
Watch out for the thorned root ten-

 tacles that stick out of the wall.

small door above you. If the

-

| Lums are still here, you'll col-

’Dﬁ (‘? N64 = - ~ .I , lect them all as drop t
‘ ¥ i _ _. you drop to
? 'g.a.u-ﬁm o)

the ground.

f | Jump off onto the ledge to the left. .
“ Take the Lums by knocking the T
\\rplum from the nearby tree. - "[]{C &N64 ,

Don’t worry about ‘ AR N Y : X
losing the plum here. -y
If you do, the tree will

Get back on the plum, then shoot
yourself back into the lava flow. Walk
to the end of the ledge to avoid the
~yellow lava beside this ledge. k '

Leap off the plum and glide to the
ledge at the end of the lava flow. |
~ Go through the door. |

primagames.com
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Blast the caterpillar on the next
ledge. Leap out and glide to the
magic sphere. Throw the magic
sphere to the ledge with the fire-
blasting pyramid. Jump after it.

| Before you enter the door, listen. You
can hear the cry of Lums somewhere
nearby. Turn to face the lava flow.
Look up, way up. Hanging from the
cavern ceiling is the last pirate cage.
You'll have to travel through a cave
you've already passed on this lava
flow to reach it. Don’t worry, you'll
&be by this way again.

Throw the magic sphere to the
next ledge and follow it again.
Watch out for the baby caterpillars
that come out of the darkness.
Keep going down in the same

4 fashion.
ST BT

Throw the magic sphere to the
again and start gliding down, doorway ledge ahead. |
throw the magic fist while you're y

gliding to blast the caterpillars that
. creep out to get you.

The next pyramid is a little harder
to avoid because it shoots out two
cones of fire.

T

DC&N64

"h Throw the magic sphere into the
air. Shoot the plum in the distance
with your magic fist to make it
come back to you. Pick the magic

rﬁﬁ@_ﬁgi  sphere up and step onto the plum.

_ Grab the magic sphere and the green
~ Lum. Follow the corridor ahead.

Use the first-person view to spot the
purple Lum near the doorway. You
won't be able to see it otherwise.
However, ignore this purple Lum
and simply glide over to the ledge.

8 Throw the magic sphere into the air
and shoot your magic fist in the
opposite direction to get the plum
moving. The magic sphere follows

=~ !*' you automatically.
?. h ’.ﬁ

primagames.com
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Turn left to find the pedestal the

magic sphere goes on. Throw the
~magic sphere onto the pedestal.

Throw the magic sphere at the
ledge ahead, then leap off and glide
. forward.

AUSZAEE “DC 8N64

P l
L " ‘l ' ;%’Am-ﬁm i
%L‘miw ﬂ"ﬂ ‘ To get the. second magic §pherg

you're going on another incredible

You're given a view of the place journey. Leap over the lava channel i
where the second magic sphere is. and run to the door on the other side! Climb up on the ledges and go
: ~ W ' of the room. ‘ through the door at the top.

‘DCE'{NM

’]fC 8NG4

' i.'lrh should you were he:e /ust a . “

little while ago. This is the same

lava flow you bobbed along to T - !

I ! . reach the door that led you ' '
to the first magic sphere. "

The door at the end of the lava turns
to another position, allowing access
to another area.

Throw your magic fist at the plum
to drop it from the tree to the left.
Put the plum at the edge of the
ledge, hop onto it, then blast your-

_ self off into the lava. '

The door out of here is just ahead,
but you don’t want to go there just
yet. See how the lava flows between
the wall and the yellow lava on the

As you round the corner notice the right? Fire a few magic fists to pro- e Eﬁ- ' —_—

yellow lava to your right. The cave ~ pel yourself along the wall. / ;4 -

entrance is in the wall behind it. ) - , I
SO\ - primagames.com " Ease into the cave.
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Keep moving until you reach the
web-covered rocks. Leave the plum
behind as you leap for the webs.
Use the cobweb to jump from one
web to another.

s oomm - DCEN64

%m‘-_uniﬁ?ul h i
%

. The web ends here on the left
side of the cavern wall, but
begins again on the wall across
from you. Leap up and glide to

~ the next web.

&

The familiar plea for help and
annoying metal squeal let you
know you've found another pirate
cage complete with imprisoned
Lums. Without dropping off the
ledge, fire your magic fist to

| release the Lums.

NOTE

The camera angle
cannot be changed

d while you're bouncing

up the web stairs. It
may feel odd to pull
the controller down
to go forward.

Take your time
making each

jump.

\‘f

If you do happen to fall,
quickly turn on the ol’ chopper.
Aim for one of the web stairs
and try again.

¥
LAt | A

When you reach the third web
stair look to the right. The wall is
covered in webs. Make your next
leap toward the wall. Glide to it
and hold on, then climb up the
web until it ends.

‘1_]-&.-”17)’6@5621»'_

W »
= ; |

From the edge, look down and
to the right in first person view
to see the small ledge you must
reach. Take a long walk off this
short ledge, then kick in the
chopper action to glide safely to
_ the ledge below.

/

SRR T2

, anSs

primagames.com
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This is no time to just hang
around! Drop to the stone path
. and follow it.

oy DC & N64 -

%?ﬂ"_mnﬁ!ﬁnﬂ: -=

Jump up to the door above and
go through. Once you're through
the door, leap onto the plum in

~ front of you.

Start down the lava. |
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Throw your magic fist straight
ahead to knock the doors out of
the way at the bottom of the lava.

ﬁ‘{ TID

Remember, you can pull back on
the controller to slow your sliding
rate. Also, grind up against the
wall to slow yourself down and use
your jumps to position
yourself better and slow down as
well. Maintain control!

t

Tltigia’

Release the purple Lum and leap
to the next ledge. You're greeted
. by another slide.

NOTE

This sequence
usually takes a
separate attempt to
blow the doors open,
then glide through.

Leap to the green Lum on the
ledge once you're past the
columns. Follow the corridor
_ down and around.

. into the columns ahead.

Jump over the flamethrower.

When you arrive in the next room,
you'll spot the next magic sphere
to the left. Glide over to it. Leap
up to the block with the magic
sphere and take it.

primagames.com

\ your fist out to grab the purple Lum.

’ ’DC &’NG4

_ low Lum floating out there.

Glide through the doorway. Glide

Slide down the ramp and grab the
red Lums anng the way.

r‘Dc&NM

Grab the one yellow Lum along this
way. At the end of the ledge, shoot

4
f_

RS

Throw the magic sphere to the
floor. Jump and glide around the
room and collect the yellow Lum
and the red Lums on the ledges.
Glide to the middle to get the yel-




Go get the magic sphere and put Umber, the guardian of this sanctu- Shoot your magic fist to the purp!e
it on its pedestal. ary, comes to life and walks out into Lum and leap up onto the ledge in
B — U — the middle of the lava channel. ‘ front of you.
- DC&N64

‘\{ ) [

This is definitely one of the
tougher leaps using a purple Lum.
You have to get the timing just
right. Don’t get discouraged and
don’t fall into the lava.

Umber walks deeper into the lava
channel with you on his head.

As Umber approaches the ledge at
the end of the lava channel, jump
_ off and glide over to the steps.

Go up the steps. Follow the ledge :
around to the left to get the yellow Go up the second set of steps.

yow
' N Lum there before you take the next Lightning jumps out of you and
/ . set of steps. , reaches for the pillar ahead.

DCEN64 _ DCENG4

The pillar shifts to reveal the sec-
ond mask inside.

Then Polokus works his magic and
sends you back to the Hall of Doors.
But the second mask is in place.

v In seconds, you're back with

Go. Polokus. Polokus takes the second
N64 & DC \ mask and places it on his column.
players skip to

The Echoing Caves

. level on page 88. primagames.com

HAId ANV VAVT 40 AAVALONYS dHL




R o
The Sanctiary

of Stone and Fire:
" Playstation On] s

R ). ¢
- zrio
0! f 2

"|
“The Sanctuary of \

- Stone and Fire” ) i ’ ’

1i appears only in the l e & l A
./ﬁv PlayStation version of 4 | A ‘I

Rayman 2. Nintendo

[ b el - 2 3 ‘
’ 64 and Dreamcast %"‘_B-,ﬁm‘ e i %"Eﬂ.ﬁ“‘ -

players should go to

the “Echoing Caves” Helicopter-jump off the cliff and Continue forward to the next ledge.
section on page 88. collect the Lums on the way Knock out the waiting robo-pirate :
down. Be careful of the lava at and take the red Lums he leaves \

 the bottom. behind. Climb the ledge and run
~around the tower to the right,
J— where you'll find a ramp.

” PSX =

| Ly \
. I it
_ | | _ | SN
%fmmimﬁm ? %fmma,mﬁ TR '%’mmﬁi'ﬂ”ﬂ A

Run up and around the ramp. On Shoot the little spider waiting there, and .
up P ) P & ‘ Follow the corridor around to the
the little platform at the end, throw then jump across to the next ledge. ; y )
o right and jump down into the cav-
your magic fist at the bandage to "
ern ahead. Be ready to fight the

free a purple Lum. Use the Lum to . )

' two fire-breathing ghosts.
swing across to the next ledge. | ) )

CPSX

P

\/ TIP

¥ * Jump up on the plum and use it to
“"*» l move around by shooting your

magic fist to the opposite of the

il
- ‘I , _ ‘|
[+ bt | N q .

_ - \ direction you want to go. Practice ¥ mw Wty
%*‘E“éam‘ju H while you have the chance: soon ‘ y "‘B i LB

- you'll need to use this move a lot! While standing on the plum, jump
: . , up to the ledge above the sign.
it alitysin Iimt'l tlhey re both Then move forward and jump to
?ﬁne t(})] o E D the ledge with the yellow Lum.
Gn.shoot ETRUIRISEERS Cross to the next ledge to find a

sS4 ) hanging from the tree. primagames.com green Lum.
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%?A!mﬁmﬁ i

Shoot down the plum on your left Jump up on the pipe and shoot Jump up and take the Lum. Then
and jump on it. Push yourself down the plum on the right. Jump jump up to the ledges on the right
across the lava to the pipe that runs on it and get across the lava to the and then to the ones on the left.
o across it and shoot the black . next ledge. e — : = 4
 thingabobbies that attack you. =PeX ~ PSX '
.'::f-»; PSX : 'h ‘
P ]
g -y r 1
ol o = .

# — a ‘I
] 3 -

~—— iy
%fl!mﬁmﬁm b

around the bend to the right, where
a yellow Lum hides in a nook on
. the right.

one across the lava channel, and

‘ go. Take the Lums, including the
‘ - shoot down the plum.

o PSX

% x"‘.‘“ F\ "‘
A @
4—';-‘;;_ M N - I

o

- ‘I

& ab ™~
: 32 iy \ 1
‘ <V W \ 3 1y
) " ~‘-Ma*“ Ll - Once you're across, go over the

bridge to your left. Shoot the pirate
cage, then climb up the bones on
the wall to claim the yellow Lums
on the ledges.

S LT A L AR
. Shoot the stalactites to create a
pathway across the lava. Don't stay
long on the stalactites; they’ll sink
beneath you. Time your jumps to
.avoid the flamethrowers.

Uh-oh! The stones give way and
_you fall into a new cavern.

Standinthe  ‘When you make it to
middle of the the bridge, cross
bridge and go over. On the other
down the tunnel ' side, shoot the band-
using the stalac- ages on the pillars

tites and the ahead. Cross the fall-
ledges. Jump en pillars to the
over or avoid the  'square platform
. flames thrown around the corner to
' from the walls.  the right.
primagames.com

P

\
0

i %"E e Get on the plum and ride it down Stay right to avoid the lava flow on

Move i sde the lava river. Shoot down or scoot the left. Jump up to the ledge at the
| ((j)ve ohrwzir aFttlup % e grassy "L past the robo-pirate on the bridge end of the river and walk through
S0et, STOOUHSTINE SPIaers. as iy ~ around the first bend. Continue ‘the corridor.

@
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Helicopter down to the next set of
platforms and jump across them until
you are close enough to run forward
\\and jump up to hang from the net.

Shoot the stalactites and the pillars to
jmake a pathway to the ramp on the

left. On the ramp, jump up and
climb to the top ledge to find a red

Lum. You can shoot a pirate cage
.open from this ledge, as well.

Use the purple Lums to swing
from ledge to ledge. Then helicop-
ter to the next platform, take the
Lums that are next to the bone
ladders, and swing across to the
platform with the green Lum.

THE GREAT Eﬁmpg

Swing across the net, timing your

journey to avoid the spinning

flamethrowers. Then drop down

onto the stone bridge. From there,

shoot the bandaged column and

jump to the higher of the two
sto stone ledges.

Jump forward onto the waiting plat-

form. Ride it down the next tunnel, | ™

avoiding the flames and jumping

over the stone bridges. At the last

bridge, make another path with sta-
 lactites to reach solid ground.

| —

Jump down to the long platform and
guide Rayman as he slides along the
ramp to a walking shell. Ride the
shell through the loop-the-loops and
jump off before it hits the door
ahead. Then walk through.

primagames.com

- Ramav2,

Take the Lum, then jump up to the
opening directly above the lava
and collect the Lums there. Then
jump back down and follow the
stone pathway that leads through
the tunnel.

Follow the stone pathway, jumping
over the spinning flames. At the
end of the path, climb the bone
ladder to the ledge above.

| Fy
-
T angedzams

Shoot down the pirate cage and
take the Lums from the cave. Then
jump into the hole in the ground.

4
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CUPSK

%?l!ﬂﬁﬁ!‘.’ﬂll' Wi

Shoot the pirate cage high up on
the right first. Then shoot the plum
off the tree and get on it. Ride it
down the lava flow past the haz-
ardous lava sinks and the “thorns”
. that jut from the walls.

Walk through the short corridor

and helicopter-jump down to the

ledge on the left, where you'll find
. another plum.

%?ﬂ!mﬁ!‘.‘ﬂm' i §

Avoiding flames and caterpillars,

throw the sphere to the next col-

umn and go after it again. Repeat

until you reach a ledge that leads

into the cavern wall. Then carry the
. sphere to the end of the corridor.

PRIMA’S OFFICIAL STRATEGY GUIDE

) [

Several Lums lie at the edges of the
lava flow. Maneuver carefully to
pick them up.

Use the plum to get down the lava
flow past the lava sinks. At the

bottom, jump up to the ledge and |
~ walk through.

%?l!ﬂﬁﬁ!‘.'ﬁll' M

Drop the sphere and shoot the plum
at the end of the lava pit. When it
reaches you, pick up the sphere and
walk onto the plum. Throw the
sphere in the air and shoot opposite
the direction you want to travel
toward. You'll catch the sphere

| automatically when it comes down.

primagames.com

after it.

‘ra

el u-u‘_ o
_ |
%mﬁ?

At the end of the flow, jump off

the plum before it falls, grab the
purple Lum, and swing up to the
ledge ahead.

Jump down to the top of the col-
umn and shoot the caterpillar
guarding it. Take the magic sphere,
throw it down to the column with
the flamethrower, and jump down

At the end of the lava pit, jump off
the plum and carry the sphere
through the passageway and
around to the left. Throw it onto the
base in the alcove left of Colossus

(the big statue).

o

| o
%?ﬂ!mﬁ!‘.'ﬂlﬁ!ﬁ ;

@
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N : THE GREAT Escape

You’re back in a
familiar area, but this

time you’ll take a

M vl — » : f
| %fmunmmm ok K uly, %mtmummm W

Jump over the pit and jump up the
ledges in the alcove ahead. Go
through the door.

2 Use the plum to travel down the
lava flow and jump onto the ledge -
at the end. Jump up to the door
and go through.

R — " PSX
-
= IE 11
< : ,

L A ‘ ;
4 . 1# I e i» | v ‘
1‘—?&13“3!‘.‘:3!! -= %;ﬂluﬂlﬁ!‘.‘fﬂie P %?ﬂl‘mnﬁm‘mm hi

After you drop through the ceil- After Colossus comes to life, use Jump and dodge the ninja hench-

ing, look to your left to see the ‘L,.’ the purple Lum above you to get =& man and shoot at him when you
- blue sphere. Go get it and take it back onto the ledges. Then go - get a chance. After he's gone, run
down to the blue pedestal to the jump onto Colossus’s head. Ride up the stairs again
i \\rright of Colossus. him down to the end of the pas- : <
~ sage and get ready to fight! ey " ‘ r
N
-

s T L

g T L LA =7 S TP RS T

Back in the Hall of Doors, enter From your hiding place, watch the | Investigate the buildings first
the Echoing Caves. Watch as a robo-pirate walk down into the and destroy the robo-pirate on
robo-pirate walks through the hole in the ground. guard there.

. forested caves.

S primagames.com
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- Walk back up the steps and to the

~ ledge overlooking the grounds.

~ Glide over to the hole in the
ground that the hint markers keep

- pointing to. Don't go in the hole in

nd yet.

—

Walk up the steps. Throw your The tunnel leading down to the
. g in the lower right of your screen has
’nl“&iﬂi ".Ill '.'rt, I
you en red. You can't get it yet,

magic fist to flip the switch at the pirate cave is still locked. Notice,
top of the steps. ! however, that one of the four lights
DC & N64
come on.
M
Turn right and spot the five-pack
of Lums on the ledge near where
but you do need to remember
that it's there.
r W

Dive into the hole in the ground.
Use your chopper abﬂlt_y to drop
\down slowly.

A PR
Take the plum to the door to the

right of the pool Stand on the )
o AW the Run up to the robo-pirate and

ju WS head and scale the
plum onto the robo-pirate’s head . bﬁe ind him. Leap from one

;%t.,t_}.]e back of the room. y net on the wall to the other and
DC&NG4 [ | KeepEoing >

CI|mb up the ledge and grab the
five-pack olellow Iiums here.

T agmar

Swim through the cave

underwater.Turn left and swim

_ Dive into the pool. through the doorway.
primagames.com
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RAYMAN

e THE GREAT-E;;A

*mu-u SE

In the next room, look up to spot
the next ledge on the wall to the

- magic fis 0 actlvate the switch.

DC&NGJ _

%, AT b -
| Leap out on the column before you %, “ Wi ﬂwﬂ

Glide to the next column to the
_right and leap to the ledge. 4 |
‘%/ ;1;0 8N64
TIPD

¥
¥y
The door is closed by four switches. u' .

*ﬁ“wu \ A | S

Look behind the big tree ahead to

}I

AP Y

The hint markers swirl into another

find another five- of yellow arrow at the in front of you.
ms are easily ‘ the bot-
missed! tom of the buildings in front of you. |

mfﬁa?ﬂﬁ‘f

o g
: f’,df A
j Cross to the other end of the board-

%*‘fﬂ“ B walk an across the boards float-
‘ ond. You can also wade—
Turn left and spot the switch there. i i

there’s nothing to worry about in t

Use your magic fist to activate it. wt’s just not as cool!
t you need ¢ EEEEE
to find, but it does raise the plat-

r50 you can get
Q0 y primagames.com
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T AR T

Blast the robo-pirate waiting for
you on the other side of the pond.
Throw your magic fist at the
switch on the wall that the robo-

_ pirate was guarding.
1_{* DC &N6: NG4

Ml'

: I
1} f”. }
A Jeaul (00 A
-*.l‘iiﬂi 0 e
Climb up the net to the opening
_ above.

y

Once you're on the other ledge,
walk to the left and up the netting
_there. =

%%ﬂﬁiﬂi il |

Walk forward to find the five-pack

of yellow Lums ahead.
e gl W=

-
L S ‘il I
5 AN
- == |

’.

~ to hurry across them.

Il
W

_ DC&N64

-‘%'

S WL T

Cross back over to the button that
raises the platforms out in the
pond. It's on a timer, so you have

i i A J
Ll R R T
Follow the corridor around to a
clearing with floating platforms
leading up to a high building.

Grab the green Lum ahead to save

~your place.

o DCEN NG4

'.l'huui SNy |
Enter the building and follow the

corridor around. Hit the switch in
front of you to open the door to the

_ left. It's on a timer, so hurry.

?

N64&DC only: Jump back down

to the pirate door set in the

ground. All Platforms: Enter the

open door and walk forward until
~ you fall over the ledge.

\‘/

Stand at the far end of the boardwalk
here, leap up, and hit the switch
with your magic fist to activate the
platforms. It will add a few seconds
to your time.

While crossing the platforms, leap
without gliding to save time.

A Tdm

Hop onto each of the platforms and let
them rise to get to the proper jumping
distance. The first one has yellow Lums
at the top. However, once you have the
ms, the platform will turn over. Stay on
your toes and glide to the next platform.

i DCEN64

. 2

'{_-‘:

" H { - .. f

The last switch is right around the
corner. Throw your magic fist to acti-
vate it. --_ L

|

primagames.com

%’u&mﬂmu M-

—



o«

LT L AL AT

Grab the powder keg in the center
of the room.Take the powder keg
back to the room where you arrived.
Throw it at the plank bandage.
Throw your magic fist at the pirate
cage hidden there. Take the red

. Lums inside.

NOTE

It may take some
repeated trips through
this area to get all the
Lums ahead. Plus it can
be tough to land at the
other end. You've
saved your progress
here, so learn to live
through the

adventure by

doing it.

Turn left and quickly leap across
the wooden section there because
it will drop away beneath you.

T LA

RAYMAN 2.

THE GREAT' ES-’,A-H-_

i P, T T,
‘- e ——— ‘- e %;L_'S——f
% “:-.‘....‘“+ | { ;

y '*l:i:-'l Y
~ Grab the nearby powder keg and
~ walk over to the torch. The other

‘ end of the room lets out onto an
underground pool. Jumping into

_the water is not a good idea.

' ‘- oA :—?g':——

, .&I— S LA T ARt

Land in the mast section ahead by
aiming to the right of the mast. Spot
the next pirate cage above during

, your trip.

[
1_-]?‘-‘ =

o,

L

ay'

Climb up the net to the ledges

where the pirate cage is. Break the

cage open and get the yellow Lums
_inside.

- Walk around behind
the mast to get the
yellow Lums from the

. ledges there.

primagames.com
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Leap over to the pirate trampoline
against the wall and glide over to
the ledge above.

B

!'é.“ A P

As soon as the powder in the keg
ignites, the barrel takes off like a
rocket. Hang onto it and guide it
across the water with the D-pad.

!q‘r,_.h
1_.l|ﬁ \.-_: - ‘
|

_",-‘
VA - |

_#;’ ==

Pull up on the mast ledge and take
the nearby Lums. Don't touch the
nearby powder keg or you'll be
gone before you get the chance to

_get the pirate cage.

IS

-
T
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Glide down to the powder keg
below. Hold it to the nearby torch
. and take off.

’ (—s I.;.r_,:.
—

—— _—

There is a lower ledge
here that’s easier to
get to, but this one is
a natural stopping point
if you're going to get all
the yellow Lums.
You really want to
get here because
you'll find an
entrance that
leads to the Fairy
Glade where you
found the one pirate
cage you couldn’t get to
when you were in
that level.

g .
’ .,, DC & N64

\J

Sy
'&:\.'\ 1!
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, E— T W
Walk out onto the bridge and turn

left to spot the plum. Throw your
‘magic fist to knock the plum loose.

‘-‘.‘--Ilii'. C 8 NG4
_m\,

|
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Grab the yellow Lums along the

way. A yellow Lum is on the right

of the first pole that you encounter.
. It can be easy to miss.

g
¢ AUmmaran

Keep streaking forward and gather
the yellow Lums along the way.
Land on the ledge at the end of the
line of yellow Lums.

‘iim|‘“‘?gl:: ‘-hi- ™ -’“3:;{:

o

"- gl L DC8N64

= & — o
E M e a
At the end of this corridor is a

special exit that leads to the
_ Fairy Glade.

i Jmf:;hHH h

Leap from the bridge and glide

over to the plum. Throw your

magic fist to float under the bridge
~and around the corner.

Leap along the platforms. )
Blast the baby caterpillars
that attack you.

primagames.com
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Look through the gnarly bars ahead
to spot the building that holds the
pirate cage you couldn’t get into the
first time. Turn around and drop
down the tunnel.

{

L (] e
-/ ™y
Y

g

Leap up for the red Lum and hang
onto the cobweb there. Climb
along the cobweb and glide onto
the platform below.

‘-*I- ﬁ_. | ‘T‘ Dij;? N6;4> 7
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- cobweb to the purple Lum ahead.

Jump up and grab hold of the cob-
web over your head. Blast the baby

@témtﬂafdmcfclim_b'al'ong the

/

Make your way around the plat-

forms and purple Lums the same
WaV.'-Eno‘ﬂut for the robo-pirate

-~ standing on the ledge above.

gﬁn&a&‘ﬁ!ﬁml i

When you're finished, walk to the
left and look out the window to spot
the last pirate cage on this level.
Blast the pirate cage and the two

{%‘ﬁ'ni;..ml L B

RAYMAN

THELGREATRESCap,

DCENGL

Drop down to the green Lum
ahead. Jump up and throw your
magﬁﬁsﬂt-he first of three pur-

ple Lums ahead. Swing over and

hrow your magic fist at the next
! ing again.

Don't try to fight the robo-pirate

yet. Glide over to the ledge. Stand
- on ffﬁrﬁto the right and let

the robo-pirate blast the left bridge

o pieces. Grab the open door that
ﬂ a ere.

y <O, R
o= R T %&l-&i‘u‘_ S

% T
The fourth Globox Village crystal
will be here in the DC version.

3

w "'_:

%fﬂ&iﬂiﬂﬂ ok

Glide to the platform ahead.
Throw your magic fist at the next

pum’ra'.iudnﬂ keep going.

Pull into the doorway and follow
the hallway into a room with a
sleeping pirate.There’s plenty of
room for fighting the robo-pirate

‘ Qae, s0 get to it! ’
et
- DCEN64 |
. .

N

%*j‘ﬁ'ﬂ'ﬂﬂml .

The hole in front of the robo-
pirate’s chair will drop you back

ing Caves.

“k\into-dr_Edﬂ

llow Lums will come to you, / -8 11 ot "l
‘ak«'ﬁyou to mark the Fairy '." i “ /

“Glade as finished. TR ‘}\ A
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Back in the Echoing Caves

o

. s
TS S T
Back in the Echoing Cave, walk to

the front of the tunnel and glide
screen
where the robo-pirate is on guard. "

\
\

-

Cross the big rock and leap to the

next bridge. Spot the switch on the
al wever,
you can't quite get to it. ‘

f

Throw the powder keg you get in

this new level straight up to hit the
mu’ll get a
sh red Lums. Take another
owder stand close to the
Wgain. Grabthe
yellow Lums along the way.

Foe
1 L,'\.." . —.‘ = r hed
Ay

DCEN64
™ tr

Grab the green Lum and run toward the | N64 & DC only: The door is locked and

water so the robo-pirate will follow | even the nearby powder keg won't let
e n under L fforms: Walk to the ledge
you at the edge. He'll short-circuit. ‘ at the front of this entrance. Turn right

; and leap to dge.

£E Te

=

e 2

Return to the locked door and get the

powder keg. Use the torch to ignite the
ri nto the

Cswitch.

Once the switch is active, make
your way back around the ledges to
“wh cked door was. Go
through the door.

asss0 = |
ss1 1]

Race to the ledge across the room
/' and hop off the powder keg.

%*lmnﬁ ;
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Look at the wall to the right to Leap onto the ledge and battle the Bounce up and grab the net

spot the switch there. You'll be robo-pirate. Turn around until you overhead. Walk along it until you
. getting back to that later. ':i spot the five-pack of yellow Lums on reach the pirate cage hanging

. the net to the right of the door you “from the net. Break it open.

~came through.

i g

1 ‘imnm-ﬁﬁé&*Ej

[ ] *

- s R ) s
“ ?ﬁ i :%—ft When you're operating the timer | 15"«
" switch here, throw from the l

doorway leading to the bridge
where you fought the robo-pirate. Q —‘H‘h.

e
ﬁt?fﬂl Lﬂ%“‘ mﬁ -*!}l E:
J It will save you some time. ‘ﬁ'l L A L

Climb back along the net and drop

and glide down to the ledge where 1 % Jump back to the bridge where
you battled the robo-pirate. Head _q s ) you fought the robo-pirate. Run to

back out to where the timer button
operating the gate is. Throw your
magic fist from the doorway to

- save yourself some steps.

=r! -'Tﬂ’-‘}
| DAy -

the other end of the bridge where
the powder keg is and pick it up. |

".'
__, Fly through this tunnel and collect
the yellow Lums along the way. I - >
This path is actually different than Q . -1
the way you got here. ’ ' ﬁt*,‘ﬂlj—ﬂhi At |

Fly up to the net at the end of this
ballistic ride. The net starts to fall

as soon as you're on it. Climb left
quickly and leap onto the ledge to
the left.

Run the powder keg to the torch
at the end of the bridge and ignite.
Ignore the door on the right and

fly through the door you came in.

NOTE

You're going to see more nets like this
— one. Learn how to climb them now.
' To move swiftly, use jumps mixed in
with your movements. The jumps let

cover more ground.

71 /3 primagames.com
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Land on the ledge with the green
Lum to save your place. Hurry
along the ledges because they’ll
fall out from under you. Take the
powder keg with you to the next
ledge. Be sure to get the yellow
Lums along the way.

TheBm

o=y - |

‘ gj'*.-m;gni..ﬁ.au

Meanwhile, back at the pirate
ship...Captain Razorbeard isn't a

happy camper when he finds out
Rayman has gotten two of the masks.
- . .-ﬂ-}‘ . - |
G AU
Jump up into the net around the

-
. hext corner.

: osre [J] ‘

- is50 W

< =g D m—

NOTE

s

N -

| ﬁj*ﬂ-&ljﬁi.ﬁau

Hang onto the ledge when the
powder keg blows and pull yourself
up. Walk around the ledge until you
can see the pirate cage there. Throw
your magic fist at it to break it and

y

"y .

"
P/

S 485

BEaw )

L9
Things get tense on this level
immediately. Watch as the pirate

ship blows the bridge away in
front of you.

Crawl along the net and drop to the
next ledge. Dodge the walking shell
that comes at you.

elease the Teensie inside. |
T
o ]

(3

_ Continue around the ledge and leap

Even when the pirate ship blows sections of the bridge out, you can
still leap from them. Don't give up. Attempt to leap toward your

goal or activate your chopper ability and glide toward it.

L“‘ |

primagames.com
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Join the Teensie to open the warp gate

to the Hall of Doors. Jump through.

S E/ L B :
=¥ JY P T )
Run to the left and get the yellow
Lum there. Follow the ledge around
the mountain but keep moving
because the ledges fall away behind

you. If you stop on them, you're
going down too!

the gaps that the pirate ship blows

out. Dodge another walking shell.
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Run around the corner quickly or
the pirate ship will blow the
ledges out from under you. Also,
the one at the corner will drop
away as you cross over it, so don’t
hesitate.

Run to the net on the wall ahead.
As soon as you start crawling on the
net, it starts to fall. Get up high
enough and glide over to the next
ledge. Dodge another walking shell.

Throw your magic fist at the
purple Lum and swing across to

the green Lum. Glide down to the
ledge below and keep running.

-
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The structure built into the wall
looks stable, but it starts to fall as
soon as you set foot on it. Run
across it.

Keep running across the next bridge
because it will break away as well.
- Leap out and glide to the next

e bridge. Don’t miss the green Lum

You can't get to the cage here, so
continue running around the cor-
ner. Leap up into the nets and

|

! -

l 10 Avoid the next walking shell by flipping over it, then leap out to seize the net on
| @irua the wall. The net starts falling almost immediately. Leap and glide out to the

WT _ bridge on the right. Don’t forget the yellow Lum here.
=\ W™ ] g
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- ' hanging in the air. A pirate cage climb along. ,
1 hangs above you. 18 o
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Glide down to the next bridge. P o 1N S T LY BTN —
y e X i  H W™ i
Run quickly because the robo- S, o T - » Sy
pirates will shoot the bridge out from N L .J'El“% i ! ’ 4
beneath you. - Another pirate cage is around the
; — Run across the bridge and watch next corr;]er. Leap up a?d Shot;)t ﬂ;(
4 k. . _ - = i cage with your magic fist to brea
T —— T __:“': <. out fqr the walking shell.ApurpI(.e 't%( o 8
=¥ & T ' Lum is ahead. Throw your magic fist It. Keep running.
h' Ty i at the purple Lum and swing across to
u-’ the next bridge and the green Lum
. waiting there.



PN S

T e
o “a-unp

L
\ ‘\
|

'
¥

-
T
v sl L 1
_'.‘t‘*ﬂ"lﬂ" o |

{'1— s
LR
!

At the end of the next bridge, leap
out onto the net on the wall. Cross
it and leap out onto the second

net on the right. Cross and leap
out onto the bridge ahead.

OFF]CLAL SN
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Throw your magic fist at the red
switch ahead to shut down the
electrified door. Then break open |
the pirate cage here and go \
X through the door. |
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More bridges lie ahead, these
across water. Beware of walking
shells and cannonballs that knock the
bridge out from beneath you. When
you see a cannonball hit the bridge,

get ready to jump because that section

e T e - — is going to disappear.
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Follow the bridge up and around
the building ahead. Even as you
start to go up the bridge, the build-
ing starts sinking into the water.
Bounce on the trampoline ahead

. to get to the next level.

Climb around the next net section
and get to the sinking bridge sec-
tion before it goes completely

a?ﬁ}‘ -MiL™

¥

the next net section to.bpunce up
to the next level. ¥

LAY

Jump over the
rolling powder i1

the net behind it.

e — - ‘ - iﬂ & _“,’JI: e | W
€es.com /
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| _ CAUTION

> The trampoline is on a timer.

Run around the building in the
other direction. Grab onto the

overhead net to get across to the
next section.

You only get three
or four bounces before _ .
it disappears. )5 ,w': P !
- By
oy
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Use the trampoline at the end of
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Up this section of the bridge, with
cannonballs flying all around you,
, is another trampoline. Use it to get
e ] up to the next level.
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‘ ]ump from the

11 kegs and keep i ~ =
" v
I¥ going. Leap on 7 net out onto Fhe S f !

top of the pow- next trampoline. 1~ ‘. oL

der keg dispenser Bounlce ulp to the i‘ .-‘:ji‘r , ! 3

and glide onto ‘_\Vnext evel. . . -

(RN ERIC =S8N —

p—



Pull yourself up to the ledge
where the yellow Lums are and
. keep going. e —

Jump up and go around the two
nets here.

| and climb up.

Run around the corner to get a
magic fist power-up and another
pirate cage. A second pirate cage
is behind the first one. Break
them both.

Leap out onto the ledges ahead

| “ eyt T ek 107 1
N~ L e :
" Use your magic fist to blast the robo-

& i pirate and the switch behind him. |

NOTE

This is one of those
really tough spots

where you kind of
have to depend on the
repeat function of the
game. It’s hard to

B get both pirate
cages here without
dying at least a
few times.

switch to move the boom arm into
Jposition so you can go along it.

Follow the ledge along, dodging
the usual assortment of deadly
things, and jump up to grab the

100 net overhead.

)

Gather the yellow Lums along the
boom arm. Run back to the other
end of the boom arm to enter the

. doorway on the ship there.

< TID
In t& area, on the sections that
are struck by cannonballs and
drop away, simply try staying
close to the side of the mountain
and running straight ahead. You'll
be blown up into the air, but most
of the time you’ll stay
moving and on track!

primagames.com
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Climb the rope ladder the electrified Glide down to the bridge below
gate was guarding to find another e Anclie oo
pirate cage. Break it open. Blast the it _J-Ei;u% At

Keep running along the bridge and
cross the two other net areas as well.
At the end of the third net, leap into
the hole in the side of the mountain. |
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TIP |
Stay in the center of the nets as
you crawl to the right. If you go
up too high, you’ll jump off and
end up in the water.

ey — ] - A - ST T
t}: AT L A i T A L
Drop down into the pit and spot
. all the Lums ahead.

Glide to get all the yellow Lums.
Dodge or use your magic fist to
knock out the flying explosives
that attack you. Continue grab-
bing Lums.

s>

TIP

It’s important that you get all

the yellow Lums in this area. If
you have to die and repeat the
attempt a few times, do so. Of
course, with the Hall of Doors,
you have your choice whether
to do it now or later.

e

/
£
£

Run along the ledge and leap out
to get to the next one while the
pirate ship fires at you. The second
bridge isn’t against the stone wall.
If you're not careful you’ll miss it.
Run along and leap the blown sec-
tions of the bridge while avoiding
walking shells.

e

Keep grabbing Lums and land on
the ledge below.

=i

o g AT
= Go through the door ahead. Now : ‘.4
this looks like a dangerous place! ' : i |

Run forward and glide into the
door in the mountainside ahead.
Enter the door and go forward.

QE B g )

<
- Walk toward the red Lum and
cross the huge dock. Blast the
| robo-pirate that confronts you.
He’s the biggest and baddest
you’ve ever faced.

*' B

Stay down in the big area and keep Don't enter this door immediately.

moving. If you let this robo-pirate close Run to the left of it instead,
enough to use his hook, he'll kill you around the corner to find the J

in one evil swipe. Stay away and ledge there. Run up the ramp to ‘ 3

dance, firing every chance you get. _ enter a passageway. =

After you defeat him, the door he's : ; ‘1"
] 4

guarding opens.
o
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DC users will also find the fifth
Globox Village crystal here.

i
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Inside the passageway, two five-
packs of Lums hang over your
head. Stand underneath them and
they will come down to you.

Enter the newly opened doors to
save the Teensie in the last cage
on this level. Walk into the room
with him.

The Teensie opens the warp gate
to get you back to the Hall
of Doors.

*2 | ‘*_.‘-ﬂ
ey o i =1 T
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The robo-pirates on this level have | However, they certainly look Zip through the trees ahead and
real problems. | fierce enough to take you easily! gather the yellow Lums along the
v Hop on the chair behind the way. Use the D-pad to go round
T robo-pirate to take off for the ride and round to collect the Lums and
b b i P "N  of your life! g Wl _ to avoid obstacles.A ha
“ TR e S
1 i} 1
i L
e )
l \
's e - l
3 -
-'-':'?;]51: JE' iq':i 7 : *_. '!_- L ’!i L
e " | T
kJust avoid those sudden, painful stops!/‘ Locked doors open in front of you Beware of the armed robot sensors

waiting to ambush you ahead. You can

L o Pl throw your magic fist at them. Keep

102 primagames.com ” gathering the Lums along the way.
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If you're short on life, you can walk
really close behind the barrel-
shaped guard and he won't see you.
You can duck into the closet area
with the yellow Lum and wait for
him to walk back the other way,
then slip past him and keep going.

Walk down the hallway re the
barrel-shaped guard came from.

Take the yellow Lum on the right.
Ahead, you can see barrels rolling
past the door. Go through the door.

q 4

~ Atthe end of the ride, an-alarm
% sounds. Watch out for the barrel-

‘ shaped guard lumbering your way.

To put this guy away quickly,
’ stand by the wall and shoot your

magic fist at the back wall and
ricochet it.You won’t even be

touched by his attack.
L A OB i

* net on

Enter the doorway. Climb
' the right side of the wall. J

AT, )
Climb the ledge at the top. %ow the
corridor around to the green Lum at

the entrance to a new room. Turn to
the right and pick up the powder keg.

The barrels smash agains% wall
to the right, so go left. Hop over

+ the barrels and look for the door-
way on the right. J

|

Go get the red Lums left behind
by the barrel-shaped guas Turn
right to spot the first pirate cage
on this level. Break the pirate

_ cage open and take the yellow

v tL . Lums inside.

Keep the crates to your righ&d
walk forward. Spot the yellow'Lum

in the doorway on the right, but
don't get it yet. Keep going for-
ward and pull up onto the crate
in front of you.
F 1L

Carry the powder keg to snbar-
rel-shaped guard in the room and
heave it at him. In seconds, he’s .

just hoops and splinters. e |- y
b . Turn left and cross the '

crate to get the yellow
Lum on top. Farth
ahead and on the

right is anotheryellow
Lum. Be careful get-
ting it because it léap Back oYer
hangs over a pit that the pit

leads to certain death. | i

.
-

Leap and glide
over the pit to
| get the yellow
Lum. Turn
around and

primagames.com
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Walk forward until you spet the
door on the left.

oA %

~

P
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The floating platform is adeath-
trap. Simply jump up and'catch
the cobweb on the ceiling above.

Turn right and spot the path.
Climb over there.

=7 S P

At the other end of the ride, walk
off down the path you found with
the cobweb. Throw the powder keg
at the door. Go through the door.

Grab the yellow Lum andflimb ‘

'04 ‘the net on the wall.

\\back wall.

fist won’t work against it.

Another yellow Lum, a magig fist

Teensie immediately disappears.

. Teensie went out. g

RAYMAN 2.

THE GREAT Ef"'j"
Ry T T
-l' i}
If you're stuck in this area

— " “] because you've been trying

to make the platform work for
you, now you know why. If
you've been up to the warp
gate later in this level,

% : A ‘ - AT here’s the secret to that
| =T " T e Ll - ! [
‘ .. -Lg-tﬂmi—-":‘—'}“l- LB too! Man, the things you

The room at the end of thisishort miss when you choose

corridor has a platform that flips

over. The platform floats under a yel-
low Lum. Unfortunately, the platform
then turns over and becomes deadly.
But there is a ledge on the left on the

R

L

)
N o
0
i A% Vﬁ' Go back and get a powde’nkeg.
| H \Q A0 Bring it back to the platform and
—’H'_Lﬂ T A | A walk on.
Follow the hallway. The dsor at the

end of this corridor has a wooden
plank bandage over it. Your magic

= g,

- ?LH' mn‘ '1‘!“
Use the cobweb to get ba%to the
big room. Keep going until'you get
back to the room with the yellow
Lum that you passed up earlier.

o @

- | [
= TR AT

power-up, and a Teensie are'in this
room. Jump down and get them. The

——

\ ‘
Climb back up the crates where the

. =7 A WA T
‘ Follow the corridor at the t(ﬁ of your
climb. Another barrel-shaped guard

beats a path through the hallway.

primagames.com
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If you just can’t make the
4 hallway without dying at the
hands of the barrel-shaped guard,
there is a way to eliminate the
threat. With a little care, you can
inch your way around the corner
t until there is just enough room to
throw your magic fist into the
hallway with the barrel-shaped
guard. Blast him into kindling.

Go up the steps to spot the locked
door at the top. No doubt
barrel-shaped friend is the key to

~ getting this opened.

-ll-i'ﬂ‘lﬁ

Cllmb up the short crate |n is area.

“""“%ﬂ

)

to the left, cut around the corner to
the right and get the two yellow
Lums there. Go hide back in the
. hallway.

Attack the barrel-shaped guard
with your ricochet attack. Once the
guard is down, get the red Lums left
behind. Another yellow Lum is at the
end of the short corridor at the foot
. of the red carpet.

Turn around until you spo;

yellow Lum on top of the crates.
Leap across to get the yellow Lum
~ on the crates.

1 B § e B
Walk up to the closed dooa;nd
they’ll open. Follow t\f;\torridor to
get to the warp gate. n the
Teensie activates the warp gate for
you, jump in to get to the Hall of
Doors. Enter the Sanctuary of Rock |
and Stone.

primagames.com

en the barrel-shaped guard walks
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This time when the barrel-shaped
nd the
corner to the left. A red carpet is spread
across the floor in this room. Follow

guard walks to the right, cut

 the red carpet to the steps.

|'is

The second cage on this |
ahead and on the right. Br
open with your magic fist and get

the yellow Lums inside.

Turn around and spot the IIow
Lum in the opposite corneron the
crates. Go get it. Use the short
crate at the end of
the line on the left

.\ ‘ I f
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THE GREAT Escape
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Keep following Ly across the

streams.

When you arrive from the warp Race alongside Ly to get the
gate, turn left to find the fairy Ly . yellow Lums in the cavern.
waiting for another race. Enter the
ring of rocks and get ready.

Lo L M-
ﬁ:‘v'.ﬂ'{}jn&iﬂl‘ﬁ .
Leap onto the lily pads going by in
the stream ahead. Don’t go into

the water.

Jump off the lily pad to the right
and follow Ly.

Glide to the right to reach the first
time extension. Keep running and

grabbing the yellow Lums. Head ¥ , M

up the |nc||n_e after Ly. Remember, you can

go through this level

several times if necessary

to get all the Lums. It's
B important that you beat

the timed race. Once

you start learning

the course, stay

3 q&-}
Ny -

f;".-m.;-jua.., ET7]

3 . . ahead of ly if you
L . Jo ) ; ; can and let her
== BV a -.'. gl . Leap across the lily pads out in the
ﬁ_- Sl i . big pond. Keep Ly in your sights. catch up when

.. you reach areas

- W you don’t know.
m{. SN During the course that
r Bl you know, you'll find
‘&. R short cuts. Remember,
SV use the glide
maneuver sparingly

‘ - ~ to save time.
Y
¥\

Jump across the three chasms
ahead and keep going.

Head immediately for the lily
pad with the time extension
on it. Turn and jump from lily
pad to lily pad to keep fol-
lowing Ly.

primagames.com



4 e TSNS NOTE
TIPD Y. I . §| Remember, getting

all 50 yellow Lums

Lead the lily pads a little = B o ’ Sl his level is
while they approach. It’s g 4 _ | important. Without
better to be on them early and - them you won't be
waiting than watching them | = B ble to finish
leave as you hit the water. — the game.
You've got to shave seconds ‘!I-‘ e ’

everywhere you can now.

The Iast Illy pad lets you out onto a
narrow spit of land. There are only
two more small jumps between
you and the winner’s spot. The first
comes at the end of this spit of
land. And the second is the short
ledge right in front of the magic
stone where Ly is. Ly decides to
reward you with more power. You ' .
- get a stronger magic fist. - :#‘Er_ - U TR

. Then a Teensie arrives to take you

back to the Hall of Doors. The

Teensie does his dance and you
warp out of there. Enter the

. Sanctuary of Rock and Stone.

I

Juifip and glide onto the barrel
___}.—f | floating beside the net. Float along
£ - _...'-h"' but beware of the ghosts that come
F‘tu‘ “.. 'r. up from the water. Blast them with

_your magic fist.

o v DC & NG N64

““—"wmi W

s time walk forward along the

L&3p out onto the net stretched

bridge. Leap over to the next sec- tight before you. When the big
tion of bridge and keep going. robo-pirate shows up, put those _
. — new magic fists of yours to work. ]
. DC&N64 !
; {:! I Leap out onto the ledge to the right f
4 .0 when the barrel slows down. Jump |
} ‘\ _ \ quickly because it's going to sink. , :
c 1 || Grab the green Lum there to save ﬁ.t&"i‘.'ﬂ“' ik
f your place. —
. | 4 Walk up the ledge and spot the
. exploding barrels rolling down the
% B“ BT S bridge ahead. Leap over them and
: 3 primagames.com ~ 80 up the bridge.
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Glide down to the tree lying in the
' water. Watch out for the huge

AT T

When you reach the hatch that’s Leap through the window with creature that's got its eye on you!
rolling the barrels out, leap to the the green Lum. The water below ~ — —
left and get on the ledge there. |°0k5 really dangerous.

B e L
/ Follow the path of the next eye-

Take the left fork this time. Follow the ball. Keep gliding around on the

Go to the right fork of the tree first bouncing eye ball! Hit it with your tree roots.

0 get the red Lum there. Watch maglc fist to get it out of the way.
~out for the leaping piranha.

v DC«‘?NM

: %“
“-'. *"'F | L ULl

's L\

\ ’g? f 'f |4 * “ ; = -‘1 ==yl
: SF '\ e e 2 st
; u“ L] Turn around and look up to spot
".l“u“ '“'- )

Ghde along the turtle shells, then the first pirate cage on this level.
out onto the broken bridge. Jump Break it with your magic fist and

down to the next section of brldge free the purple Lum inside.
turtle shell. Stay there for a moment. . : ——

e SR e DC 17 N64

s DC & NG4

Turn left and glide onto the

DC & NG4

r - . .
% -l‘.:iiﬂi L 4 i “1‘&‘ e | %, Vip WA Ty

Turn left and look up to spot the

Svymg across the broken section of Gather the green Lum along the magic fist power-up there. Glide
bridge on the purple Lum. . way as you head for the temple. | over to the stone by the power-up.
M 4 Jump up and take it.
1 [/ 23 - primagames.com e




Go through the door in the back.
Follow the corridor.

N64 & DC only: Glide to the main Inside the room is a festival of
temple stone path. Look out for bouncing eyeballs. Throw your

—

—_——/

~ the robo-pirate who attacks imme- magic fist to burst all the eyeballs e
- .-
diately. All Platforms: Your pow- and clear the way. These bloodshot b DC &N64
i ered fists make short work of this eyeballs are actually camouflage for

ﬁ_‘ robo-pirate. But notice the bounc- the yellow Lums behind them. Blast
\ . ing eyeball next to him. the eyeballs to reveal the hidden

T e . prizes and gather them up.
. DC&N64 :

VOIONVS-FH=

OO0 10 X

Climb up onto the bridge where the
; pirate cage is.Jump over the side of
|| the bridge and use your chopper abil-
ity. Blast the pirate cage with your
magic fist on the way down. Grab the
five-pack of Lums as you go.

e

Spot this level’s second pirate cage
. up by all the caterpillars.

Use your magic fist to blast all the

caterpillars. Get the green Lum here
as well. You can’t get the pirate cage
yet. Go up the ramp in the back
_ right corner.

e il

-

Climb the wall where the yellow
Lums are and take them.

-

— Climb up to the bridge again and go

 through the door at the other end.

L

Blast all the caterpillars in the next
room to clear them out of the way.
. Leap to the ledge to the right.

et

~ Watch out for the tentacles stick-
" ing out of the wall around the cor-
~ner. Hit the tentacle with your
magic fist to make it pull back into
_the wall.

l\

Drop to the ledge below and fol-
low the corridor ahead.

-
e
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Run forward and around the corner to Don't go forward yet. Turn around Jump up and break the pirate cage
find another one. Throw your magic and spot the pirate cage behind with your magic fist. The freed yel-
\kfkist at it too, then glide over the gap. ) _you in the nook of the stone wall. low Lums won’t come to you, and

you can’t jump back across this
gap. For now leave them there.

[ERMRMARIIC e pasiezenay. Enter the room and take all the

Around the next corner is a pit with a - b
blue flower in it. Hit the tentacle with R "0
. sides of the steps.

your magic fist to make it go away. \ 4

Leap onto the blue flower to get it
moving. Use your magic fist to stun the|
tentacles before they can reach you.

Grab the yellow Lums as you go by.

TID

If you get knocked off the blue
flower along your float trip,
there are a number of places
where you can simply jump

back onto it. But once it’s gone

down the pit, it’s gone.

The flower takes you down into the
~ gaping pit in the center of the room.

y
I FN—

After a long descent, you

Float back into the room with the
stained glass window.

arrive in a cave with an If you don’t blast this :

impressive door. Blast the ‘_ underground door open with—; =

door open with your magic k your magic fist before you l
reach it, you’ll die! “

4|

o R, |
110 *“ primagames.com
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X I' fist before it can kill you.
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Ahead is another chamber. Watch = Jump up and glide to the new While this flower burns, leap
. out for the flamethrower on the flower ahead. Grab the next yel- and glide to the next. Start blast- .
~ right. The flamethrower torches | - low Lum even as your flower is ing the door ahead so you can
your pretty blue flower out from _seton fire. get through.

under you. Leap to the ledge
where the green Lum is to save
_your progress.

When the flower fades beneath you,
use your chopper ability to glide
down and grab the yellow Lums
below. Land on the ledge.

‘\{ TID

If you have trouble gliding and
shooting just wait until you
reach the green ledge. Play
around with bouncing your

magic fist off the other green
ledge until you start
hitting the pirate cage.

Enter the door behind you and
take a look around.

Float into the open chamber behind
the broken door. Stun the tentacles
that stick through the sides of the

- wall. Grab the yellow Lums.

YDOA 10 XAVID

-

Glide over to the green ledge
where the yellow Lum is. ] 4

.y,

Glide from platform to platform across
the lava. Keep moving because they
sink after only a short while! Ahead
and to the left against the wall you'll
find another pirate cage. You'll have to
break it by throwing your magic fist
while crossing the platforms in the
lava. Throw and glide in one move,
 then repeat.

-

S ANV

Time the flamethrower, then glide
over to the other green ledge to get
the yellow Lums freed from the
pirate cage. Notice the tentacles that
suddenly break through the wall
behind you. Throw your magic fist to_
stun the tentacles, then glide overto-
. . the ledge and run.

ANOIS
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At the other end of the ledge, you
of the door is a switch. Throw your
magic fist to hit the switch. A plat-
form extends making the distance

~atimer so you'll have to hurry.

The next area you enter is even
\more dangerous.

can see a door in the wall. To the left \ sion and keep moving for the door.

something you can make. But it's on

TID

To buy yourself a second or two,
trust your aim with the magic fist
so you can jump and glide imme-
diately. Remember, it's a magic
fist so it doesn’t miss!

Run and glide over to the ledge exten-

Forget about the turning platform in
the middle of everything for a
moment. Turn left and follow the
ledge there. Leap up onto the green
. ledge where the yellow Lum is.

TID

It’s easiest to stay ahead of the
lava flow if you stay close to the
inside of the turn. Don't try to
run around at the edges.

the wall across the room. Break the

112)

Drop down onto the green ledge and
turn around to spot the pirate cage on

cage with your magic fist and wait on
the ledge until the Lums come to you. L

Glide to the green ledge behind pag
. the turning platform.

Turn left to spot the door, the timed
switch, and the green Lum on the ledge.

‘- primagames.com
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| Glide over to the yellow Lum on

 the turning platform. Once you're
on the turning platform, run away
from the lava flow and wait until it

' stops briefly.

Climb the wall to get the yellow
Lums at the top. Continue climb-
ing to the left on the wall.

Glide down to the upper arm of the
turning platform, then wait until you're
under the ledge to jump up and grab it.
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Your timing usually works best if
you throw the magic fist just as the
turning platform’s upper arm
swings into view on the right side
of your screen.

e -.m' ‘I | : I. - g :
AP %?‘ﬁh‘iﬁmim '

Pull up onto the smaller platforms Hit the timer beside the door with
above the turning one. your magic fist. Grab the yellow

o g, ﬁ;/ Lum and race through the door

" . before it can close.
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Throw the magic fist at the tentacle and

glide across. Now throw the magic fist at

the timed switch until the door opens all
the way. You hit it once and it only

~opens a little. You can't get through then.

On the ledge ahead, a tentacle
rips up through the ground.
Notice the switch on the wall to
the right.

Take the green Lum inside the next
room. Turn right and follow the
corridor. Blast the baby caterpillars
- thatfloat down and attack you.

4 TIP

You'have to hit the timed switch
on this ledge several times to get
it open all the
way. Otherwise you’ll never
get through the door.

OO0 10 X

i When the door is open all the
way, glide across and go through.

/

On the ledge behind the door, look
down and to the left to spot another
pirate cage. Walk around the railing in
2 front of you and turn at the corner.
Throw the magic fist from here to
| explode the cage. Wait for the yellow
l Lums to come up to you.
Al -
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Turn right and follow the ramp
down. As soon as you start down,
a massive section of the wall push-
es out, blocking your way.

Turn left and spot the two yellow
Lums above a column. Leap out
and glide down to grab the Lums,
then land on the column.

TN
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When you land on the column, turn Back at the wall section, stand around Around the corner are a green .
left and leap onto the wall. Climb for a moment to discover that it's actu- Lum and more moving walls. i N
the wall to safety. , ally timed. It goes in and out. Wait 1

until it's on its way back into the wall, ) m YN6 4 ;
then leap over and run. Hop on the TR R T

\\rcolumn in the lava and keep goij@kﬁ,,
DC&N64

4

Hitting the timer switch moves the

-‘-ﬁw o — |
‘m N - massive block on the left.

Time the walls so they're staggered.
They don’t move at the same speed.

—

When the one on the right is pulling Leap onto the columns sticking up . DC (‘?Nf)“lﬁ
baCk, the one on the left should jUSt be from the lava. Throw your magic == - r
ﬂmShmg gomg forward, ready to 80 fist at the SWitCh on the wall while

\

A

v DCENGL

aCk. Run and Ieap thrOUgh them \ you’re Ieaping through them.

Don't walk up the steps yet. Walk over to
the columns to the left and the right and

low Lums to complete your collection on
this level.

Run past the massive stone block At the end of this corridor is the
and through the open door. 1 last pirate cage and the warp gate.

Jump into the warp
and go to the Hall of
Doors. Go to the
entrance to Beneath
the Sanctuary of Rock
.and Stone.

Throw the magic fist at
the warp gate to bounce
L it up into the pirate
" ' cage and break it.

114 .~ h _prir_nagames.com
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Fly off the ledge and across the
lava pit. Alternate flying with

throwing your magic fist to break
the door under the ledge.

After another brief meeting with the
Teensie Council, you find yourself in
yet another world. Walk over to the
magic stone to find the words of wis-
dom there. Throw your magic fist at
the caterpillar until it's gone.

DC&N64. }

Use your new super chopper to fly out
to the ledge where the five red Lums
are hovering. Land on the ledge.

. DC&NG64

gﬁ

Find a pirate cage at the end of the
ledge. Use your magic fist to break
it open. Stay there and let the yel-

low Lums come to you.

Walk back around the ledge and

fly out into the big room you

arrived in again. This time fly up
into the hole in the ceiling.

E - - - AN 1
et ) Ty |
Fly through the door and follow ‘
the tunnel ahead. Turn left and fly
to the ledge. Stop flying and walk
around. Follow the corridor but

watch out for the spikes that
shoot out.

Avoid the green tentacle and keep Fly out into the airstream generated
flying. Land on the green ledge ‘ by the fan and glide through the
and walk out to get the green door beside the flamethrower when

- Lum to save your place. | the way is clear. There’s plenty of
room to fly over the flames. Grab the
~ Lum as you go through.

Blast the baby caterpillars in the
cobwebs inside the hole in the
ceiling, but don’t drop to the
thorny ground. Follow the pas-

. sageway.

) primagames.com
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In the next room, fly under the
thorny tentacles and time the
flamethrowers so you don't get
burned as you pass through. It's real-
ly easier than it looks and the major
threat is from the thorns.

Glide through the passage and through
the next tunnel. Keep going into the
next cavern with the lava fall. Blast the
baby caterpillars that come at you.

Land on the ledge where the green
~Lum is to save your place.

Around the corner to the left after fly-
ing through the next opening, watch
out for the tentacles that explode from
the wall. Grab the green Lum to save
your place.

Throw your magic fist at the next

. door to blow it open. Fly through. '
Weave around the lava falls in the

next room.

Fly to the ledge to the left. Gather
the Lums along the way.

Blast the next door open with your
magic fist and go through. Dodge
through the lava in the next cham-
ber, then take the yellow Lums
from the platforms. If you want to
rest for a minute, stop on one of

" Look under the path where it goes
over the lava to spot a pirate cage
there.

i : '*‘r"
»7 W

fi

—

- o |

V-l Use your magic r!... "=
f;\ ‘ fist to break the < i o
pirate cage, then

walk back up

to get the green

Lum. Turn around T peth e
and get a better | down so the yel-

look at the pirate .
i low Lums will
| cage behind you. |
_ - é come to you.

primagames.com
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Fly up in front of the green stalac-
tite in front of you. Throw the
magic fist so that it bounces onto

_the door below and breaks it open.

Fly back into the room and get the
yellow Lum floating high in the air.

Land on the ground and blast all the
baby caterpillars that come at you.

Before you go through the open door,
fly behind the green stalactite to get
the five-pack of yellow Lums hiding
there. Then fly through the door.

A - }}

B AR e
If you die and have to start -~ ¥ L—
over in front of the fan (and "
you've already gotten the yellow M\
8 [ um on the right of the lava fall), i
there’s an easier route through the
falls. Float between the first

. 2N and second lava spill of the ’ 1 £ < 4 | A
v |H"|.'.Lﬂ L A | AT first three. St‘ay to the. left !'__ Iﬂ‘n hﬂn"'r:u AW
- and drop altitude to float
On the next ledge, leap up and fly between the next lava ! 1

-,

Grab the yellow Lum ahead and

along the airstream created by the fan fall and the wall. Float up follow the corridor dowrk -
behind you. Weave through the lava against the ceiling and weave T = e
spills ahead and grab the yellow Lums back and forth between the next 2T S50 w |
along the way. At the three lava falls, lava spills until you reach the end. o e -

-
5
¥ ;

swing to the right to grab the yellow
. Lum there.

Iw-iﬂﬁ ij :'7'117
CAUTION |

y  If you hit the ceiling -
| while you're flying,

\ you’ll be bounced off. \‘\
o Alotof times'you’ll end

W
{ T

b g )

[

From the green Lum, you have to drop
a lot of altitude, barely skimming above

ot f
i r l‘;*‘
e

up in the lava below. Pull . B o g wwo the surface of the lava, to get through
‘l tIIJye control stick back to — ‘i 2 'Hj“‘ﬂn"mﬂ“ the next opening. Get the yellow Lum
L slow-your progress. <, Float along the next passage. Be under the overhang aheao& _
My VI L e i ':"f ~ alert for Lums. | waprssmEeme DCENG4
- 1 = 1 r S — /

After you get the green Lum and ~ JF This secret entrance can be really

go through the low opening, grab tricky to find. After you do the low

the yellow Lum over the first then dive to get under the first bridge after
the second bridges, and cut hard ; getting the green Lum, the secret

left over the third bridge structure to room opening will be on the left, three
find a secret room along this bridges down. You have to start
passageway. It's marked by a maneuvering early to get on the
golden light that stands out ledge there, and it may take

ANOLS ANV MO0d 410 AAVALONYS dHL HIVINAG

Two pirate cages hang from the
ceiling ahead. Use your chopper
ability to fly up and smash the two
pirate cages. Fly over and collect
primagames.com the two five-packs of Lums.

against the red lava. a number of attempts to get it,

m
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Be sure to grab the five-pack of Lums
near the tentacles ahead. Throw your
magic fist to stun the tentacles and get

_ them out of the way.

When the door ahead of you
opens automatically, it’s a relief!

Go back to the entrance and fly
~out into the passage.

You're looking around, excited, : # T A Not only can you not fly anymore,
not believing you actually made B T LA BN but Foutch the Guardian is hot on

your trail. Dodge the fiery blasts
Foutch sends your way.

it. Then the guardian behind you
rises up and totally ruins the
~ whole mood.

. The guardian knocks you into a pit.

Avoid the fire columns
Foutch throws at any cost.
They swirl you up and kill
ou almost immediately. Time™
the fire waves he throws at %
you to time your jumps over _
aps. They go together really
well if you don’t jump too
early. It’s like they’re ona
imer and signal when you’re

If you catch Foutch under the sta-
. lactite when you cause it to drop,
it will drop on his head. Don't

Then start running. Run along the
ledges. Jump over the fire waves

he throws out, then dodge the fire sgppf.e;d to jump the gap. stick around to admire your hand- "
columns. Bounce on the next cob- 2 = = . . iwork; keep moving! {
web and blast the stalactite with | i v =Tyl

- your magic fist. | I . _—

" "Turn around at the
next overhead
bridge to spot the
purple Lum.
Throw your magic
fist at the purple
Lum, then swing

y , up to the bridge.

After you hit
Foutch the third
time, he blows
apart in a swirl
of dust. Follow
the ledges

", ahead of you.

L — JJ,
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Go through the door ahead, then
up the temple steps.

Walk through the doorway ahead.
Follow the hint marker down into
the crevice.

Take the third mask and get
whisked away.

After you give the third mask to
| Polokus, he sends you on your way.

. - ._' » f"l
'Tl‘.*.uﬂl‘ri!‘.mlﬁm; ‘%"‘!’I&hﬂa’gﬁ‘f A r .

-t .

And you're about to upset the old
robo-pirate even more. Take a look
at the new world you're in. The
door here looks awfully interest-
ing. However, you can't get in

~ there yet.

Razorbeard is clearly not happy
hearing about Rayman'’s successes.

Turn around and go down the

steps. The next gate has a green
Lum behind it. There’s also a note
on the wall here. —

~DC¥N64

& wEre-T1
N )

i I ‘
4 . ‘% -4 PN s Sl
brought to Emission = . I j ."‘-u-i!ﬁ-‘#ﬁ, )

Control. ‘ ‘ L ‘!u‘ﬁ‘mﬁ'ﬁe ’ Walk over to the pirate cage. Spot
: e - - the switch on the wall to the right

Leap and glide to the ledge in of the door. Throw your magic fist

~ the lava. \ to break the cage open, then use it

2

LR
Clark was captured 8-
here before being

ANOLS ANV YOO 40 XAVILONVS dHL HIVANAE

to operate the switch on the wall.

m
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Go back and leap over to the open
door. Go through the door and take
the green Lum. Prepare to fight the

spider that jumps out at you.

RAYMAM

THE GREATRE SCAPE

\t’

If at all possible considering
your health, it’s best to blast
this spider now. When you go
in the pit later, this guy has a
nasty habit of waiting above on
the ledge to throw you back
down to the spiders
waiting in the pit.

i

Beware of all the skull-faced nox-
ious fumes on this level. They do
serious damage if you bump into
them. Avoid them, or wait for the
pauses in between before going
through those areas!

Drop down into the pit and blast
the spider. Don’t get overly
involved in the fights with the spi-
ders because they keep coming.

DCEN64

i' *W -
""‘B‘i EIII: ol
Climb up the cobweb to get out of

120 \the pit. »

beak-nosed ghosts.

%i’lﬁuﬁiﬁ!ﬂn‘ OB

Run around the pit ahead to get
the Lums there. Watch out for the

Leap onto the coffin in the center

_ of the room and hit the switch.

f ;"ﬁ d
%’A‘Mﬁ‘“ﬂl‘ e

Leap across the line of crates
where you blasted the piranha.

) 4 uieey Iirlmagames. com
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‘ You can’t jump up on any of the
. sides, so keep going forward.

On the other side of the pit, turn
right to spot the line of crates with
the piranha leaping over it. Throw
your magic fist at the piranha to

blast it away. Continue around the
pit and gather the other Lums.

Somewhere in another room, a
platform rises up from the murky
green water.

Enter the opening ahead. Climb the
. cobweb to reach the next ledge.
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Face the next cobweb on the Leap to the next bridge across the ‘ Take the red Lum that floats out to
ledge. Turn left and follow the lava and keep going. Duke it out you from the robo-pirate. Avoid
_ corridor. ’ with the robo-pirate who pops up on the skeletal claws ahead and leap
) ~ 7 the right. The bridge isn't big, but it

onto the bone bridge.

| gives you enough room to outma-
. neuver the robo-pirate.

NOTE

You could have some difficulty with the spider if you
hesitate and don’t move quickly. It will attack and
knock you from its web. You can glide back to the
roof-top of the house where the skeletal arm reaches for
you and use it to try again.You might think you can stay
on this little building and blast the spider, but that’s

not a good plan. The spider has no problem at all

with jumping onto the little building with you. The

best advice here is to hurry along the bridge, leap

up into the cobweb, and start crawling as soon

as you can.

H
il

Run across the bone bridge, but
don’t use the chopper ability
because it will only slow you
down. Leap out to the cobweb
and start dodging the spider that
. joins you.

FSINAIDONY THIL 10 SO
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Climb to the right across the cob- Out in the murky water, another
web, then up onto the mast with ~ platform rises.

the green Lum to save your ] leap to the bridge and leave this room.
progress. Walk around the mast Return to the room with the cobweb. |
and spot the switch. Hit it with ¥ |

Gllde back down to the platform
where the robo-pirate showed up, then

\ ’ s DI 4
) your - ﬁ:t- DC 8N64 " Dodge the piranha and walk ‘- -‘- I"r Va Cﬂ\m

to the doorway ahead. Enter g j _,_,i A | _

¥ Walk through  the crypt area but watch out b '8 1 “1;_1‘-1‘ ’ f I
.I !! e door to for the skeletal arm that e 3 f ;
ﬁ ] " the right of reaches for you. Be aware of | :
b g [ the noxious skull-faced - *-‘
= fumes. If you dodge the <
deadly vapors, the center

._tombs are the safest route. F i |\ . _Jiliii -
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Blast the robo-pirate who pops up % ‘

on the right, then look to the left
behind the crypts at the back to find

Turn around to find the switch on

Another platform rises in the ‘
. the back of the crypt.

murky water.

DCENG4 -

a green Lum hldlng there > L f r—“L*"» I
. DC TR _"#' UL
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At the top of the cobweb-covered
 ledge, go through the door on the right.

‘ This is definitely one of the win-
dows you saw from the other two

| rooms you've been through.The
opening on the left a little farther
on looks out over the first room
you were in.

| .E'-?.iﬁtmni!zul

Return to the cobweb and climb up.

NOTE

The three platforms

you raised by flipping the
three switches sit in the
water before you. If you

7 hadn’t found the
¥ B switches, you'd never
Al Jn‘ o be able to cross
Take the green Lum ahead and this water.

- walk out onto the dock.
pe— ‘Drcfg N(;4 Take a close look at the cobweb
: ' across the room to spot the hint
markers there.

\‘ TID
t’s really advisable to blast all
the piranha you get near.

- | ' They’ll create all kinds of
€ - . A problems for you along the
) E' ol -;mn"-w AN way if you don’t. However,

you can dodge and duck them . L ‘- i
if that’s what you want to do. g:. \.ﬂ“ ‘--,, _

Leap over to the ledge and climb
~ the cobweb.

Leap across the platforms and
coffins in the water. Don’t jump
into the water.Run across the

\ bone bridges as well.
122\ - primagames.com
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Enter the tomb the hint markers Ahead is a massive gate. Don’t b Throw your magic fist at the gears
_ are pointing to. jump into the water because it will on the right wall to raise the gate. i ‘
& g kill you. Make sure it goes all the way up so
-

you'll have time to get out of there.

HIL 10 SINOT=

—-"

Run around the ledge to the other Jump out onto the barrel in the
side. ater there.

b ] .

.

When you’re making the
jumps from barrel to platform
to barrel, make sure you're all

the way on the other side of
each before you jump. Also,
the platform goes under the
water if you stay on it, so
move quickly.

Ride over to the next platform and
barrel. Jump out and float over to the
platform, then to the next barrel.

_SINAHIONY H

il

-

Almost immediately, you're con-
fronted by a robo-pirate firing
down at you from the wall. Leap

to the cobweb on the left and
climb for your life.

-

Y TIP

If you start firing at the robo-
pirate while you're still on the Stand in the corner so you can’t get _
barrel you can hit him and g blown off the ledge by the robo- ]
take away nearly half his life pirate’s attack. Throw your magic
before you have to make the fist at him until he goes to pieces.
Jjump to the cobweb. Enter the doorway on the left to
find an electrified fence. Spot the
timed switch on the door to the left.

Throw your magic fist at the timed
switch and run through.
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Glide down onto the bridge at the
end of the ledge then get moving.

, I-‘n ])C 8N64 The bridge shakes and falls away

\ under you aImost |nstantly
: (! Q".-#.
\ 5 oA

o7

Get the green Lum on the ledge
~ahead of you.

Run along the ledges and glide
down to the floating platforms
below.

QE 7 L.;uaﬂr A 7

y ) ‘ ﬁ:';'"‘ﬁ‘r.,jﬂhi!?-" au
Land on the platform and start jump- < ";.'ﬂi‘ WA y
ing. If you stay still, the platform will / Q e e T When the barrel stops, leap into
sink. Time the electrified bar rising and the cobweb ahead. A gate has

lowering in front of you. When it goes
up, jump under it to the next platform.

Run and leap onto the next barrel.

'~ closed behind you.

1"1“‘ ’:S!-t:‘-’

‘- e e
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Take the green Lum to save your
progress. Then pick up the pow-

der keg on the right and go stand
~ by the torch to ignite it. ‘

& AU

Climb the cobweb and work your
way to the left and climb down to
\kkthe boat dock there.

Zip out to grab all the yellow
Lums spread over the water. Don't
aim for the tunnel built high into

~ the wall yet. You'll go there later.

SE— AN o
= | NOTE

3 - ,_ - F \ 2 This doorway leads to the floating barrel
.l Land on the dock below the tun- section with all the electrified fences later. If
ERCHRUCRVEUIERRUGRTI SO o, 've already gotten the cages and Lums in
& Y ESUCHIEHIEETCRVISICE SR (1 area through the tunnel, this doorway can
— _H" from the doorway there. give you a shortcut. Or if you want to end this
# — "é. X i level in a hurry just to get a look at the next

Tl J[ﬂi““’ e one, you can go through the doorway.

124 primagames.com
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Once the robo-pirate is gone,
turn right and walk out onto the
short dock. Look up to spot the
cage hanging against the back
of the pillar.

Guide the powder keg into the tun-
nel built high into the wall above
 the boat dock on the next side.

Drop off onto the first bridge near the
ceiling. Get all the red Lums here but
move quickly because they're on a f
timer. Turn right and climb along the |
cobweb to the next bridge. A powder
' keg is waiting on you.

A
' l’l!IIVIA S OFFICIAL S’I‘RA’I‘EGY GUIDE p

$’ﬂq and step up to the torch again.

j.maui‘imn o

Walk back along the shaft and drop
through the hole in the floor. On the
next boat dock you drop to, get the

green Lum to save your place.

other side of the room.

Look left to spot
the pirate cage
hanging under the
dock.Grab the
green Lum here

‘%‘eme
ole |
| beh

Blast the rowl rate ..
F) suddenly puts in

4

_ I; ‘
%"A‘ﬁﬁ'ﬂn -
Swing back to the dock with the

' powder keg and glide down to a safe
landing. Grab the powder keg there

' n
RS

Break the cage open with your
magic fist and grab the purple
Lum inside.

e

R

Take the red Lum and walk around
the corner to find another powder
keg and torch. From there, guide the
powder keg up toward the bridges

- near the ceiling by weaving around

'  the pillars.

INAIONV THL 10 SN0

e e — |l

%‘flin-mﬁw w4

1 Grab the powder keg and go ignite
it at the torch. 'f
N /

All Platforms: Walk
down the other end
of the dock by the
cage and throw your
magic fist into the
cage until it breaks.
Wait until the 10 yel-
low Lums in the cage
come to you. N64 &
D : Return to

an ap
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Look down into the hole in the Drop onto the barrel and ride it There are more ghosts to fight along
dock to find a barrel waiting below. ‘ the way, but don't let them distract you
Drop onto the barrel and ride it. from spotting the purple Lum and the
Dodge or blast the ghosts that rise up pirate cage on the beam along the
from the water. Then jump up and climb way. Jump toward it and snare it with
the cob-web overhead. Take the Lums your magic fist.

\\along the way.

_down to the doorway below.

Walk up the beam to spot another

purple Lum. You have to jump out

and throw your magic fist at this
gl purple Lum to get it. Swing to the
. other end of the ceiling beam.

Swing up onto the cobweb on the
~wall, then climb up onto the beam.

Turn and walk up the beam to
break open the pirate cage hang-
ing from the ceiling.

Y TIP

If you die somewhere along the way
after getting the pirate cage, you
don't have to go across the purple
Lums again. Simply stay

Turn left to spot the next purple Lum There’s one more purple Lum on the ba.rrel A fo

hanging out over the water. Swing from before you reach the back wall. the ledge with the green Lum with-

the first purple Lum here to the next, Snag it quickly and keep moving. out all the swinging. J
heading for the ledge against the back wall. Grab all the red Lums, then glide * e 0

down to get the green Lum on the 5 . )
_ledge below. .

Climb the cobweb at the back but watch out for the spider hanging
around there. The spider can be a real pain at this point because not
it hurt you, it knocks you off the ledge as well. Your best

is to leap over the spi n fast as you can down the
corridor behind.it. ————

=L irimagames.com
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Throw your magic fist at the small
gear in the middle on the back
wall to open the gate. Drop
through the hole.

When you land, turn left to spot
the door on the ledge. Don’t
immediately jump for the barrel in
front of you.

%mtmammn hi:

1

The problem with this door is that
. it's guarded by electricity. Go back
to the barrel and jump on it.

g,

-

el

\‘f

You really have to avoid the gassy
ghost faces here because they can
hurt you and knock you back. Time

them to jump on the barrel.

Leap from the first barrel to the second one
you spot in the water avoiding the cannon-
balls whizzing areund you. The red Lums
actually work as timers, letting you know
when it's time to jump back to the other

~ barrel. After you get the red Lum, change

barrels again.

[N L™

Throw your magic fist at the timed
switch on the left wall to avoid being
electrified. Grab the yellow Lums along
the way and hit the next timed switch to
tumn off the electricity. Do the same with
 the third switch as well.

_SINATONY HHL 40 FINOE=

-

Ride the barrel back to the dock
and get the green Lum there.
Climb the net.

At this point, you're behind the robo-

~ | pirate who was firing at you. Watch as
the opening you crawled up suddenly
becomes electrified and the robo-pirate
runs down the stairs. Make sure you get
the Lum near the opening.

Move and dodge, and keep pound-
ing the robo-pirate with your magic
fist. Use the powder keg against the
\\back wall'if you need it.

T : ! Go get the powder keg in the

S AL T A L AR m corner of the lower room and

] i bring it up the stairs to the door
with the wooden plank bandage
on it. Blow the door open with
the powder keg to reveal the
pirate cage. Get the two five-

. packs of yellow Lums inside.

Look up to spot the purple Lum
and the rope ladder leading up to
the ceiling. Go up the ladder and
to the left to get the purple Lum.

dgames.com




. the floor.

%?“Iw

of this room.

\_is freed.

y =
Rt

Throw your magic fist out to the pur- .
ple Lum and swing up to the rope lad-
der. Drop into the opening on the
other side of the ledge at the top.
PSX: Just drop through the hole in

Keep turning the laser beam on
and tripping Clark so you can blast
the control pack. When the control
pack is finally blown to bits, Clark

Throw your magic fist at the three
timed switches on poles at the back

. - . e _
—_— %’xﬂ‘.‘ﬂﬂi.‘.‘-‘ﬂll: e

",. _open o

PSX players, skip

over to “Gloomy

Island” level on
page 137.

 the laser beam will trip him.

o agnate

§ Teensie inside.

YMAHZ

THE GREATFHM PE

Enter the room. At first Clark

Follow the corridor around to the
Emission Control station. Hit the
red switch beside the door to

' seems really glad to see you. Then
Clark gets a glazed look in his

| eyes. It doesn’t take a genius to r

figure out that Clark’s under the
control of someone else.

The three switches throw a laser beam
across the room. But that doesn’t stop
Clark. However, if you jump over the
laser beam and cause Clark to follow,

While Clark is sprawled across the
floor, shoot the remote control on
his back with your magic fist.

The freed Teensie does his victory
dance. A warp gate opens on the
floor. Go through the warp gate to |
return to the Hall of Doors. Enter
the Iron Mountains.

You also spot the pirate cage
on the ceiling. Break it with
your magic fist to free the

primagames.com
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After a brief conversation with the Once you enter the door at the Shoot your magic fist out and grab
Teensie Council, you're pushed ' end of the bridge, you won't be the first purple Lum on the right. |
out into the rain. A long bridge ‘ coming back this way unless you ' |
stretches out over dark waters, and | die. Return to the end of the s —
a forbidding structure lies at the - bridge by the warp gate. ‘ Tl ~~DC&Nb64
ot . ' TN £

. other end.

| SNIVIN1OW NOYI HH.L:=

Glide to the bridge and enter the
tunnel at the end of the bridge.
The tunnel twists up again only a

. little farther on.

| Two yellow Lums remain in the sky,
with no other purple Lum in sight.
Swing out toward the yellow Lums,
grabbing them as you leap off the
purple Lum and glide down.

Turn until you face the nearest pur-
ple Lum. Throw your magic fist at
the purple Lum and swing over to
get that yellow Lum. Swing over to
the third purple Lum and get the
.two yellow Lums around it.

(‘!*.
_ ".C&NM. o
T 7N

Swing out on the purple Lum and take |
a closer look at the turning wheel in

the center of the room. Those red
beams are lasers and they’ll burn you

to a crisp. You'll have to jump over
them to collect the Lums and to acti-
vate the two switches on the walls.
Glide to the left side of the wheel. You

4 can't make it over the laser beam.

Climb the net covering the back
. of the tunnel.

129
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TIP

You can jump these laser beams as
you come around, but watch
falling off the wheel. Getting hit
with the laser beam is the lesser of
the two evils.

Throw your magic fist at the two
switches to flip them down. Then

Work your way around the turning
wheel to get the Lums, but watch out
for the laser beam! If you stand still, = drop into the open center of the

| turning wheel after the electrical
| barrier disappears.

the wheel will take you through the
Lums, but it will also take you into the
laser beam.

1‘)6 &N64

When the robo-pirate jumps up L4
from the ground, throw your magic .
fist at him and keep dodging until -
. he goes to pieces.

FV W e W

Grab the green Lum ahead to save
your progress, then drop into the
shaft a little farther on. Once you're
on the ground, follow the trail in
front of you. g

Just after you top the next hill, a sec-
| ond robo-pirate, more powerful than
the first, attacks you. Walk down the
bridge to the building where a magic
fist power-up sits. Take the red Lums
from the robo-pirate along the way.

T

“DPC¥ NGA

~ Robo-pirates are everywhere in
this next area. Keep moving and 1
throwing your magic fist until ' Al T e B ) Y
\ they're all beaten.

Glide to the next section of the
bridge and head toward the door
at the end. Then enter the tunnel
and follow it to a green Lum and a
bridge. T T

Stand on the small crate by the
stacked ones and look up to spot
) the pirate cage hanging under the
;DC&NGA _ bridge. Climb the stacked crates.
* L ' _ Get the yellow Lum at the top.
; ' | Turn left and glide to the ledge of
the building.

i

AR

| bl Leap up on the ledge to throw your magic
e m,” ) fistand hit the pirate crate. Climb the

: stacked crates and get the yellow Lums,
! then glide back to the ledge.

F

L
t primagames.c
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DC users will find the sixth and
final Globox Village crystal here.
When you arrive at the water with
the platforms on it, turn back to
find the crystal. The camera will not
show the crystal until you are next
Follow the corridor until you reach to it. (Do not jump in the water —

the next area and throw your magic it is on the platform

fist into the robo-pirate standing at the beginning.)

guard. Climb the net ladder on the
. wall and walk out onto the dam.

Back on the ledge, throw your magic
fist at the switch to activate it. Enter
the door to the right of the switch.

~“DC&N64

- e 1]

‘_“-.__ a N A 1
%mm-amn |
Glide from the dam to the plat-

forms hanging over the river. Throw

Glide down the next platforms and
work your way around the canyon.

your magic fist at the robo-pirate A pirate cage hangs under the plat-

on the platform hanging from the form the robo-pirate was on. Glide e
left side of the canyon. down to the next platform against Dé YNG4
! the right side of the wall. Jump up

and throw your magic fist at the
pirate cage to break it. Wait for the

b yellow Lums to come to you.
NOTE

You have to do a

running jump from this
last platform, then wait
| until you sail out for a
short distance before using
Leap from the last platform in the river |~ IT¥ chopper ability.

and land in the hot air balloon’s basket.
Float through the skies with the greatest
of ease. Until you jump out.

(f-_'__ 5
. DC&N64 ‘

Don't throw your magic fist at the
big-footed monster. You can't hurt
it. Race for the crate below the

opening in the wall straight ahead.

8NG4

\( TID

Don'’t be too close to the edge of
'" | the crate or there will be two
bounces, first the monster, then

v T

Il % ‘“Mﬁm‘ H ' you—on the ground.
. L8 Wait until the monster causes the
2% ERW 1% 5 »

1 l-ﬂ‘ﬁ!‘.ﬂl Ny  crate to bounce up, then leap off the

- o
Leap up onto the crate. Even on the crate, i\crate for the opening ahead of you.

you can't reach the opening in the wall.
. You need just another couple of inches. i primagames.com
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At the bottom of the ramp, a huge
room awaits. From the fork in the
bridge, you'll be able to see the
final pirate cage on this level
hanging at the end of the over-
head bridge. Take the left fork and
_read the signonthewall.

DC&N64

o

4,
1

There’s a bouncing crate to your
left, but for now turn right and go
up the steps. Go up the next set of
steps to the right as well.

After you get the green Lum, a walk-
ing shell waits at the bottom of the

RAYMAN

THE GREAT Ef'{ﬁpg &

Back at the fork, run toward the
robo-pirate, then cut to the right

Turn to the right to take the steps
down and leap onto the bouncing
crate—it'll carry you up to the tunnel
in the wall. Glide into the tunnel in
the wall and follow it down.

Walk to the end of the bridge and

break the last pirate cage on this

level. Take the five-pack of yellow
. Lums that floats free.

.‘- Go left, following the path marked |
"

path. Ignore the left turn and keep by the arrows on the barrels.

going straight. Ride up that pole Follow the arrows on the wall to
and you'll find an arrow pointing o make a complete U-turn.
“the way. ‘vid
I

At the end of th On the other side -.y
EHe Ene) GRS of the grate, turn Pawes
long run, turn right [EEES right again and
and race across ]
keep going.
the grate. o el

primagames.c
-
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Once you're inside the open area, ‘ Duck under the bridge.
turn right and get up on the wall in

‘D@ &N N64

Turn right again and race down
the ramp.

front of you to run around and
“DC& NG4 . activate the switches.

Turn right toward the big-footed
monster. Chase him and he’ll reveal

Go up on the wall on the opposite

side to get the switch there. Also, Swing back around and go through the yellow Lums under the
don’t go head-on against the back | the opened doors. Stonehenge structure by knocking
wall. Get down in the grass then 4\ el the stones over.

~ 8o up on that second wall. ® ' DC&N64 A TS

“DC&N64

e

Line back up with the building on ‘
your left and streak across the land. t

There’s another building ahead in
the distance.

. All four Stonehenge pieces have
i yellow Lums under them. Circle

around the big-footed monster and
chase him into the stones to get all |

DC&N64

SFHE il ST S

Race across the new area. Now
2 that’s a disgusting look with all the
m!' toxic water out there. However, the

Line up with the crate out in the mid-
dle of the water and glide out to it.

lums that b by look inviting.
Ride the walking shell across the f\\ﬂums e e Ll
bridge and jump off. Walk into the I -.' b
L r
e primagames.com

v

. B

| SNIVIN1OW NOYI HH.L:=




RAYMAN 2

o B THE GREAT Escape

. ~DC&Nb64
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Catch a plum, then turn around

DCEN64 NOTE

, i Your original assumption

' in this place is that you

j need the plum to get

1 § through the water. Notice

| | that every time a plum

| touches the water it
disintegrates. Not a
good sign, and the
proof’s in the (plum)

and toss it to shore. Run after it Pick the plum up and toss it farther
quickly before it has the chance to back over the next ledge. Get to it
_ bounce back into the water. ) before it can bounce off the ledge

_or you have to do it again.

'%'?el".-uuﬂ!r: . ]

Swing up on top of the pipe lead-
ing from the tower.

%’?mwuﬁmmn i

Look up to spot the five-pack of yel-

%’?mwaﬁmn hi

low Lums hiding by the door. Throw Stand on the left side of your screen fac-
the plum straight up near the Lum, | ing the big tower. Look up to spot the
then leap up onto the plum. Leap up purple Lum there. Jump up and throw
~againto getyour prize. your magic fist at the purple Lum.
S—————
s
W | :
e I You can't glide to get onto the ’
| —| tower’s pipe. You fall short every Glide down to get the yellow

i — ‘ time. Get to the highest point of
‘ BT ~aWveaaga your swing, then leap and flip to
% =“-M‘m*i-’ LB land on the pipe.
Leap on top of the tower to find

another five-pack of yellow Lums - r—a
on the other side. 1 -

e ) Néi

Lum. Land on the pipe below.

s v DC & NG4

N 7 P,
- i

"l ﬂ | hag "h Leap the gap and enter the mine
i / 1 *#:‘1 . WA door ahead. Walk to the back of

2 : o L ‘ T L o .
‘ 1‘?‘1‘““..}:!‘.: S j = - ‘ the tunnel to find another bridge.

Turn around and glide for the ship.
Land on the ship’s deck.
1324 P

)

~Turn and glide to the bridge.

primagames.
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"DC&N64 DC&N64

K7

Grab the green Lum ahead and
look at all the trouble you're about

Turn right and walk along this
bridge. Jump over the gap and
keep going.
w "w -

rr . ‘,
4 e

All you have to do in this part of
the game is keep the ship between
the canyon walls
and break through the

‘ !, barriers ahead.

The rescue at the South Mine goes
-~ off without a hitch.

Then dock at the North Mine on
the left.

Dock at the West Mine on the left
- to complete another rescue.

DCYN64

Sail to the second right of the P- This canyon is really narrow, so
next tower. Don't take the first sail carefully. A short distance far-
canyon to the right; it has to be ther you'll find the West Mine

the second or you'll crack up and ! again. You’re now going back the

die. - way you came. ‘
s N
1 primagames.com
e k‘

Keep leaping and running along the
bridge. After finding out Globox is
imprisoned in the pirate ship and the
babies have been taken to the mines,
Rayman confiscates a nearby pirate
ship and sets out to save them.

Get underway again. Fire at the
bridge ahead to break it down. Use
your magic fist as usual to fire pink
blasts from the top of the mast.
When you come to the fork, go to
the left side and dodge the poles.

You'll pass the North Mine on the
left next.

| SNIVINNOIW NOMI dH.L:=
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Take the next left when you spot Find the two entrances that lie side When you get back to Uglette,

the familiar tower ahead. It's at the by side and go through the right to she’s depressed and sitting on the
fork where you took the left the get to the East Mine. Turn around at ledge where you left her. All the
first time. Now you're coming out | the end of this passage and sail babies you rescued spill off the
of the right fork. back out to the central area where ~ ship and run to their mom.
all the passages lead from. Turn at ' : >
the first left and sail back to Uglette. N
. & v

&N64 . DC&N64
.'.(f , e |
2 s |
- ' _—

After the Globox clan leaves, the
mask takes you to Polokus. He fits
the last mask into place.

L J

One of the babies has even
brought the fourth mask of
_ Polokus.

Polokus opens a new warp that
will take you to the pirate prison
' ship.

GO!

N64 & DC
players skip to
The Prison Ship
level on page 139.

Polokus goes back to sitting quiet-
ly. He’s done his part. Now it's up
to you.

primagames.
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* The Gloomy Island

() [

If you shoot the robo-pirate
directly ahead, he’ll chase
you and stomp you.

But if you stay away from him,
he can’t catch you.

First, jump to the right, onte the Go forward down the staits and
deck. You'll find a yellowr‘m in back up on the other side‘ree
the little alcove there. Rayman’s pals in the pirate cages
- on either side of the bouncing box.

Run out onto the broken &ige Shoot the bandage to shu(\e gate Jump back down to the %\e
until you can see the bandage on over the bouncing box. pathway and collect the yellow
the door set high in the wall across - = - Lums on your right.

P Bt

= oOPSX

B
”* =

Beyond the doorway yo‘find a The first switch you musSp lies / /
t

walking shell. Jump aboa straight ahead. Just ride ri
over it.

Go back to the bouncmg X, get
on top of it, and jump through the
doorway above.

primagames.com
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emember to collect the

Lums on the deck! ‘

Check the map here for directi

] THE GREAT ESCAPE

4 i
! . ] .
s -_:;. / :;. ‘
'] j:., | A |
L 7..- ) ."--:'._. 3l .. i = 'L'— T '..-':..__ il '. -4.

4L

4

After you flip the last sw th
escape gate will open, then the
giant chicken thing will break
down. The little globoxes can
escape to their mother, who

rewards you with the fourth mask.

You're done!

You'll find the second a irc
switches on the inside ri the
big wooden structure you'r 01

|STA RT

>
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The Prisom Ship

ey

*

T IR

l.l-!.[ T

L AL MR

Captain Razorbeard has sent out This level begins with a bang, Grab the Lums as you go whizzing
for reinforcements, who have and if you're not careful, you're by on the slippery deck, but watch
come up with the ultimate - the bang! ‘ out for the flames.

~weapon. It's called the Grolgoth. i - =
¥ mw

Pull down on the control stick to
slow your speed and get a
little more control.

You have to jump over the small
bump in the deck to grab the Lum
beside the windmill. Otherwise
you'll overshoot it every time. ‘

Use the uneven places in the

ship’s deck like waves. Change
directions by taking advantage
of those even places to switch
back and forth across the deck
. more easily.

| It’s going to take a
d number of trips through
| this level to get all the
Lums, so for now just
hunker down and try
to get to the end.

_ 1“[ ' Leap up to avoid the exploding
' ‘ . deck sections, then jump the gap =
%anmmm IS [ ————
! x "
Once you get into the next sec- == e 1
tion of the slide, you'll have to Ly T - =
. 5 . |-
throw your magic fist into the “Shoot the next switch to the left 3} £ .
switch on the right to deactivate of the spiked pole. A ramp drops "B |
the deadly laser beams covering into place to the left of the | I
_ the doorway ahead.  spiked pole. Go up it. _ ;
‘ s A L AR
primagames.com
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Throw your magic fist at the next
switch on the left to drop a ramp
there.

Another switch on the left needs
to be activated. Once you activate
it, a ramp opens beneath the
switch that allows you to miss the
turning spiked pole.

The next switch you have to hit
_lowers another ramp to go over.

The console in front of you looks
interesting, but there’s nothing you
can do with it. Walk in front of it.

F'II " i ¥ -
b iy, = Go around the hole in the floor to
= 4 wmm gather the Lums there. Then go
| down into the hole.
Stay on the ramp after the next Jump -

There’s a door on the other side of
the room, but you can't get there
like this. Jump forward from the
end of the catwalk.

A doorway lies to the right. And to

the left, in front of the desk, is a

teleporter unit. Walk through the
doorway and out onto the catwalk. )

Glide down to the ledge on the
right that has crates on it

Climb the catwalk. Then turn left
and glide out to the ledge with the
magic fist power-up. Climb the
catwalk again and up to the tallest
ledge along the chains at the back.

By T— \ At S Throw your magic fist at the ‘
i ""m . . switch on the wall.

Duck and dodge and blast the L
140 robo-pirate on guard here.

]
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Look down at this catwalk directly Take the yellow Lum in the corner

behind the spiked roller to spot the and walk back to the teleporter in
five-pack of yellow Lums hiding there. front of the desk. A walking shell

. You can't get it yet, but you will. races from the teleporter, all
revved up and ready to go. Saddle

_ up cowboy!

While you're flying around, don't for-
. get about the five-pack of yellow Lums

‘ you spotted behind the spiked roller
' under the catwalk. Fly back out into the other end of the room can be

the open. hard to spot. It's on the short cat-
I — = walk leading to the closed door

The switch that opens the door at

Make sure you're right side up as
~ you swoop toward the door. Look

to the left to spot the opening. Fly
. through it.

Keep grabbing the trail of yellow
_ Lums.

£ T

Fly along the corridor and follow
Fly up the stairs above the net the next line of red steps.
hanging on the wall. Then dive )

~under the next skull-faced door. primagames.com

Aim for the doorway on the other
side of the room. Gather the yellow
Lums that are scattered under the
bridges and between the big tanks.

J

Once you're through the open

door, keep flying. A closed door
ahead promises certain death—
you'll smash like a bug on a |
windshield.

Fly under the gap at the bottom of

the big skull door on the other side
of the room.

w0

Fly through the beams ahead. Keep
a loose touch on the control stick
“and don’t make any sudden moves.

N e
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Follow the line of red Lums to Once you fight your way free of the Enter the door at the end of this
another twist of crossed beams beams and enter a dark corridor, corridor to get into the interior of
that lies ahead. Navigate your way _you're assaulted by laser beams. \_trhe ship.

. through them as well.

Razorbeard knows he has to take The pirate ship hangs over the
matters into his own hands.

Wind your way through the next / world, but everything is about to

corridor that's filled with criss- TR ‘, break loose. Captain Razorbeard

crossed beams. Bear to the left . pulls out his secret weapo. _

because the right side ends in a ! &
_ wall just a little farther on.

Once you and Razorbeard square
off on the battleground, it's dooms-

day! He topples the structure
Globox is hanging from, : Globox hangs precariously from
o — = — the toppled structure. There’s no
The evil pirate captain uses : ip o, —— .time to lose now.
\\Globox as a hostage. '

Run around the makeshift battle-
ground to get some maneuvering
room. Beware of the edges or you'll Repel the explosives back at
 fall to your death. , Razor-beard by throwing your
' “magic fist into them.

N\ Razorbeard hurls three explosives ‘

at a time at you. |
142 ) L primagames.com
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R T

Razorbeard’s usual attack

consists of throwing the
explosives then jumping on
you. When you hit him, he
shifts to fiery blasts from

‘ ¥

; oy his feet that you need to
—— - ‘ e avoid, followed by the ’ ; -
& "Hﬂ-imi-"’"u“' LI big jump attack. ‘ I'H Lin‘

After you hit Razorbeard three times,
you won’t completely finish him, but
you will make him terribly angry. He
jumps at you again, but this time he
plunges through the decking.

Hit Razorbeard to topple him. He will
dodge sometimes, so make sure you get
a good spread on the three explosives
by shifting before throwing your magic
fist at each of them. It takes a little
 practice, but you'll master it quickly.

- ! y . In the forest, Ly hears your screams
r L R * 5 for help and contacts you.

SF T LA
Unfortunately, the decking under Evem as you re falling JiQuigRante
i ‘ = silver Lum she’s sent to help you.
E RN 51V WAy 100 anc oL Ain’t magic great! It does look like

L L B

the lava pit but the silver Lum halts
your fall, floating you safely above
the lava.

M [

Ly speaks to you with her magic,

- telling you Razorbeard still has to

| be destroyed even though the
robo-pirates have all been beaten
on the planet.
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In seconds, you're transported to
safe ground inside the battle-

ground where you're joined by a
walking shell that's totaIIy excited
. to see you. =, £
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Unbelievably, Razorbeard and the
Grolgoth have survived. Even with
one leg blown off, the evil pirate
captain has managed to catch him-

ere [V _ ' ' :
\ _ ‘ Az ' self between two support poles.
, %_".ﬂl‘ DA
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* Part of Razorbeard’s arsenal
: -m... ﬁ- L1y includes heat-seeking missiles.
'fﬂ i They only last for a short time. Stay P

q //*E(’ .

Hanging there with his pet robot ahead of them, then when they { b1
: v start to close on you, pull a 180- 1 |
all beat up, Razorbeard still won’t 1 ! |
degree turn to shake them loose. ;

give up. Fly over the lava. -
. Dropping into it will kill you. primagames.com
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BT THE GREAT EfCA ; ‘
STRATEGY ' ‘
Iwo tunnels branch off the main chamber where Razorbeard hangs. A cannon appears in them, in alternating places so you have

to go search for it. Just fly by it to acquire it. The cannon has four shots, so use them well. Once ice you usesthem up, the canfion
disappears and you have to go get another one.

Use two of the four shots in a single pass on the Grolgoth’s hands to drop it into the lava. You'll have to turn slightly from side to
side to enable the auto-aiming feature to work. Save the final two cannon rounds to hit Razorbeard while he’s flailing around in

the lava to do maximitm damage:™ — —

It'll take three or four passes to completely put him down. When you shoot the Grolgoth’s hands, pull up and fly into the tunnel __
Laboveritto doa 180-degree turn and come straight back down at him.

R

| When you've got Razorbe : wato-thelastittle-bit of his life, he’ll scramble up into this upper passage and attempt to hide.
Yo ) _gft_e:;_him,a.ndJmoek-hnrdown E 2] —
<A
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As soon as you've destroyed the The explosives Razorbeard has Ly sits on her branch afterward.
Grolgoth, Razorbeard flies from the planted throughout the pirate ship It's easy to see she’s sad. Everyone
robot in a small aircraft. Razorbeard ' suddenly rip it to shreds in the air.
tells you it isn’t over yet. He has a il =~ ~—4
final surprise for you. As he flies
~away, you get a really bad feeling.

_else is sad, too.
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Everyone goes from sad to glad!
= =T | Wb, ed on a crutch, comes our hero. S :
' . - [
It seems that all that was found of ‘ -
Rayman after the huge explosion ’
was one lone foot. : A T“E END ‘
i#
ey R |
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_ But have you really seen the last of
s the evil pirate captain? Razorbeard

Then, out of the shadows, support-

may still be lurking out there
somewhere, putting together his

0 M “next evil plans! p

Ly is satisfied, happy that all is
right with the world again.






