RIVEN

Riven: The Seque! {o Myst - Nofes

iniraduciion
Afrus, the man you saved in A{vs?, is sendiug you on a new quest. You are to go to Riven, a world
where he inxprisoneé his father, Gehn. An'us mignt leave him there except for three things. First, the world
of Riven is flawed, and is in sericus danger of collapse. Secondly, the people of Riven need tu be rescued

from both their world and from Gehn who lords over the people like 2 god. And alzo, Arms’s wife,
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Riven was originally called the Fifih Ape when it was creared by Gehn, and Catherine was born thers,
Your mission is to free Catherine, and entrap Gehn by using a book that appears to be a Linking Book back
to the world of D'ni, but iz in fact a one-man prizon.  Afris gives vou his diary {which sxplaine the above
m detaiiy and the false Link ng _f:i. oK.

Becanze of Gehn Atrus doezn’t dase give you a trie Linking Book for vour own journey back bt
asks you {o signal him via the Siar Fissure. and he'll link io Riven with a frue Book io rescue vou and
Catherine. How you might do this he's nnceriain bt the Siar Fissore iz the void botween the worlds, and
e can only glimpse fundamental « changes of Riven through it — =0 whatever vou do must be dramatic,

Yoy Haek in Pd"ﬁﬂ. and find v,_-uf-.:.}i‘ :rnnonu-.;j A narive man stsals the falee T inking Boaok feam v,
but is shot with a dart before he has time 1o do more than lock inside it. Hizbody is draaged off, and then
another mysterious man comes (0lo views, takes the dropped Book, and puils a lever that opens the cage.
As the cage door lowers, the mystery mau jams the lever with » dagger and makes his escape.
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Thers's ._mr_hmg vou can do with the jammed lever or the cage, 0 ignore themn, There's some kind of

cope in the shape of 3 metal ice- cream cone, bt #'s inoperative right now. Nots hm apipesgossfrom #
into the rock wall, and that the scope iz poimed a1 a locked metal hatch. The hatch has five uniabeled
buttons, Remember that, but put ihe issue of the scope aside for now,

Further along you can look down a oliff and see the body of the man whe finn stole your Book.
There’s no way 1o get down there 1o search him. and iaier inthe gamie, his body wiil he gome, 50 you can'i
be sure if he's dead o was mereiv noisoned unconscions.

Assuming you're on the south side of an island. you can goup a rock siairway to & spot where you can
20 West into a pemiagoenal chamber, 2231 across a bridge, or north down another rock siairway 1o the north
side of the 1sland. The right side of the entranceway into the chamber has a large red button on it — more on
that iater.

eTe’s mt rmrh here but a locked wooden gate across a break in the rock wall. A dagger in the

ground points under the door, and you can in fact go under the door without opeaing it You'll come ain

the same way. 1he passage past the gate leadsto a semi-circular alcove that has a pecpnoic imo the

peniagonal chamber,

Inside the x.na.mber Me five piilars, each ornamented with a beetle. Puil the botiom ning of a beetle to
reveal a peephole. Inside the peepholes, you can see the fve panels of a8t that are on the five CD envelopes
the game’s ('Ds are in. The piomres el a siory about Gehn: 1) bow he sxpeiled Aras from Riven
he established five guilds, 3% how frees were desiroved 1o make Tehn's E{n‘»i_: 3 hoow whatever Geha
writes in his Books creates svervihing in the world, and 5) how Gehn ascended and lefi them

Between the pillars are three walls of native writing which vou cannot read, the “zas” entrance, and a
locked wronwork door (o the “west™) through which you can see another bridge. There is ne obvicus way
1o open the door.

Pushing the red button in the entrance rotates the chamber for 1/5th of a circle. When the entrance is
blocked, you'll see a semi-circular alcove with a pespacie. I you rotate the chamber three times what was
the =xit pazzage will alien with the epirance and what was the srarance will alisn with a new lockad doos
{(“portiiwesi™), through which you can oniy ses another door. This doesn help vou — but - if you rotaie the
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chamber once more (4. 5ths rotation from ungma ginai} then
and exit throueh a fifth “south”™ passage.

The south passage 1s rough and ends af a vemi lesking sicam through a pipe in the air. An icon of the
soope i above a lever that connecis the upward pipe 10 a oross pipe leading 1o the scope. Pullthe is

own — thiz will power the scope (not that that'H help vou just veth, Just inside L._J: south passage are am}
bumm on the right and a gold haadle on the left Push the red bution unmil the south passase connects 1o the
northwest door. Pull the handle up 1o open the nonthwest door 1171 slide wpl.

The norihowest passage is still blocked bv a second door, and that door is siill locked, Butthere's
another red bution and gold handle here. Pull the handle up — #71 open the west door, although vou can’t
seeThat ver Push the red BUTion 1o CONNSCT ROFTRWEST DASIALS 10 SAFT SOUWANCE, &0 10 The £aST onTrance and
push the red button to connect east enirance with west passage. You can now oross the western bridee imio

71 vou oan emier the chamber from th
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Inside the dome i3 oot a0 1£>w:r‘-’aton as you might think, but a large pool of bubbling water. You are
on a catwalk that jeads forward, then sircles clockwize and downwards IC! an 2xit io 8 lower north agit, I
vou furn back at the entrance, vou'li see a 3c=v:=r 1o the nght, bint it doesn’t do any vthing right now. Ancther
quarer circie of catwalk is on this upper fevel bt o ufr-:zs.-_n — it zeems obvions that a piecs iz missing
between it and where your pari siarts its circle. From the ceiling hangs a large mechanism, ot of f&&s:‘&,
purpose unknown.  Five massive pipes lead out from it in five directions and oin throuigh the walls,
diagram labels the pipes with five shapes built of squares. Al vou can doe for now iz exit to the lower
aorth,
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T‘h-f walkway here has two more steam pipe controls, both labeled as controls for raising and lowerin
a bridge. Pull the levers down 1o provide power 1o both bridges. One lever powers the bridee imo the
dome on the east, another o bridee leading from another island to this dome from the west. Poweringza
bridge confrol won't by iizelf move a bridee. You can now work the lever inside the dome — but since 1t
raises the bridge away from vou, sffectively trapping vou hers, this seems worss than ussfui for now, so
pull the lever (and bridge) back down 30 you can leave the dome and go back 10 the permagonal chamber,

You'll aizo find & butien on the north outer wall of the dome that locks like i should work as an
elevator control. but doest’t do anything when vou prese fi. Again jusi remember # for now.
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Thg bn&ze easi of tn pemagenm chamber leads through 8 cavern passage. Haifway isa doori
room with a pink chair, and further along iz 2 door w atemple.

The pink chair srmuﬁdtd by semi-vireles of *A-‘ire that can enclose whoever sits there, The wires
raise themselves as vou enrer. 54 in the chaie 1o use its controls. The sighy sem has 2 bimion thar lowess
and raises the wires, The handle onthe ioft arm makes 3 hum, bt 77 not clear what's really happening.
Also in the room are spy imEges of the temple room, and the cable carport. Pull the lever beside the image
of the temple room w open 1L za.mf wuﬁm I tmur,

The cable carport s mm’:t}' - ;}u‘sh the bhie bution to summon a car. Gel in and it dowy
are simple — push the lever that sticks cut o the lefl 1o tum the car around, then it the handis to move
forward, Yo'l arrive at the zecond island — and be asked 1o change Oz,

-.".:.’4"&?2;‘: wef — Cabis Carport

Don’t leave 100 so0n — one wall has a wooden eve embedded in i, Push i, and 'l roiate 10 reveal a
svmbol. You'll eventually find five of these eves — remember their symbols and the sound they make when
they rotate. The passage up from here ends &t the middle of a lenger siairway thai leads down to a beach,
and up 1o bridge. On the other zide of the bridee i3 2 waseland of TTeLITHDE.

The Second Isiand — Treestumps
Someone’s been busy chopping down trees ha‘e. and insect fife is plemtiful. The paths branch, and
give you three ways to go. The lefimost leads 10 a river valley. The center path leads o 2 eate inic a
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The forest is quite a contrast to the devastation of the treestumps. The path bends arcund 2 bit. hut has
oniy one obvious branch inside a large ree. The ieft branch leads 1o a bridge over a sartling fiszure of
molien iava and ends ai 4 gate inio a river valley, The righi branch leads to an Apparent : shrine in the shape
of 8 mythic animal. Thers is another less obvious branch where at 2 large dagger points into the ground.
Follow the dagger 1o find another wooden eve
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As vou might guess, the shrine has 2 secret emrance — — push the top of one of the giobes that light the
znd of the path hear opens Lhe shrine’s mouth. Inside iz a black lever thar opens and clozes the mowth fom
ihe inside, and & biue bution to summeon a cable car. Further back is a small wooden elevator with 5 comirol
wheel on the right. Pull the whee! up to 2o t© the upper level of the foredt or dows o travel to another
cable carport

Hyou do go down, you mus e arcund o find the it to the casport — that's not a metal door vou
must open. The oar will iake you to yvet ancilier island — the “L-shaped island™

A metal walkwav xeads from Iht: elevaror 1o a spinning metal dome with eve symbols on i One

symbol iz uniquely yellow: the others are gay. A branch of the walkway leads toa ==°-;us ievics that looks
ai the symbeis. Push the bution on 1op of the -wp:: copfinuaily until you manage to
svmbeol, The dome will dop rotating snd open up, r*"ﬂkﬂg a w'txfinw ha“s""st ali
comrol with five siiding markers on it and a bunon,
furiher right now.
Past the dome, the walkway continues over the magma pit. and over the river valley, to a lonely
building on a high hill. Inside the buiiding is .ua&le -:hmr withtw wo ievers ‘;m Push the i=fi lever, and
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h'd cu might !mve entered from the iefimost path of the weesmimps, or from the forest gate, bin Pﬁhci‘
way, the seniries in the weather tower will zound the alarm, and vou “H find the village deseried — all the
seople go invo hiding at vour approach You canmot reach the senry towers,

Iz 305&; *ﬂnmh“mtd but there’s only one way for ¥ou o go - follow the paths and ladders until vou
reach an area with an odd < umramonthax looks like a boiler tank on wheels — 's acmallvao .—.—pera:a:ra
wub. Push the lever beside it to lower it imlo :he water. Eniering the sub comes much later,

Everviling else here 13 mostly for show. You can only reach one gourd-hous
answer uniess you knock five times — not that they 1l talk to vou sven then,
51 one pler bmo the WwaTer 14 222 an 17 inthe warer — that’s st a place the

t¢ forget about are the tnangular fish banging up i places,
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5o back mrm.gn vmzw.v:. vancw iF eis*fuu. S ang L‘I’lﬂ“tl and fiead down the siairs (o the beach. Two
large beaked seal-like critters are sunning themselves here, but awxm off at vour approach. Geo off the path
opio the beach and h-.—ad for the richimost end. A wooden eve s embedded in one rock that loakz ke it
may b

Z

_ i1 mirns back ino the rock where 8 cave i3 Nt with blue lights. A hand ﬁf"V;!ﬁg of
Gehn Easﬁﬁ:‘ing men 1o beasts it 235y 10 miss on one wall. This area leads fmto the other side ofthe
village and ancther serdry heralds vour cu*md_i
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Past the Whﬂe tbm.!i iz where you can board the sub. Although the sub iz below warer level. the warer
seems 1o be held back somehow,

track *sh .LL frack _,_1 ifs,
Therz are seven pla
direction, i1 can travel clocd 7o ;
The other branch of the ¥ leads o the pier, The other two bran .he of d:e X km i zhe o ‘ﬁwihome snda
Iadder sorral room,
Yo can't u-me b
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t efther the Y-branch or t

the X-branch. You can sxii the sub at the other five
incaiions dus io the waier bejﬂfa held back somehow. bt vou can’t reach the land paless 5 metal tonsue
with a ladder has been oxtended 1

st g e I
a1 the ladder control room.
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itiaily, there are tongues and ladders only ai the sart location. and
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The most direct way to get to the Ladder Control Room is to turmn the sub around, make =
selentor is 1o the o 1hf_ 1d go forward nwice. Climb the rungs up the cliff, and in the room vou’ll find
‘ (They’ tally et up-down-down-up-down.) Look ot the window 1o z2e

You czn ignore the alphabet tiles and the message on the slate —‘&m’e £ 6o way to learn RBi
you can mam how ‘c .‘cuﬂ* wiembyp F.aymg with the mﬁzhm, evice it one corner, [ has fwo
»m:m, vl hear a Tsﬂﬂt,‘ﬁ;‘

wheel inzide spin and 8 7vm
clicks.
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I you haven'i closad the fioor here {see Forest Upper Levely you won'i be able fo do much, There'sa

I
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rianguiar um-i‘.}e on a pull cord, Pull &£ and 3 bar will be lowered, the floos isthere, vou'l e

grab it and nide up to z.':u: s ‘f‘ of tl:f cone before 1t goes back up by nself

Walle across a board from the 1op t fthe cometo i he door of a prison cell Someone s ingide but won's
talk to vou. The compoltoonenthe o de T it
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piaces URKAOWIL
Inside the cell, open the floor grafe and reach into the water to find a control thet opens up 2 seovet
passage’
i was unabie 1o ravel back down the cone, but at the end of the walkway
to the vil}age near the pier. This means vou can'f g-et ba:%; af the sub — but it

vou can lower a ladder down
3 pnly temporary. If you

leave iong enough - probably to another island - the villagers will remimn the sub to where vou first found
The Seeond Isiand - Secret Parzage. Civele of drimals

Re-opening the secret passage is done mth another triangular handle at the right end of the
mechanism. The passage bevond is pitch black and vou have no light  If thiz was Zork a erne would eat
vou or you'd fall im0 a pit, but that won't happen herz. Walk boldly siraighi ahead info the darkness umiil
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and by lighting it find the next one, :mu 50 »n. back io th secret enfrance.
Once back a1 the sacret enwance, head back down the now it cave and find 5 stone door én ofie wa

SOUFCe — touch 1L w Wi 11. i

Cpen it to reach a new branch of cave, and close off the route to the ocean window, The pew branch is
aleeady Hr and lsads 1o an ordd fMom—a Ranna-p evmbf;i is on the far \,1;-.” and 23 tonenes of stone fnem 2

s

large circle, and each stone bares a stylized represemation of & different apimal. T3
reveaied later.
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He Lake Jsiand - M
At the end of the train ride. you are dumped out of the car, down a chute, and onio a mill, Fortunatelv,
s not operabing f-iir it now, or you'd be shredded like all the lnmber that's come through here. A lever i
here that will twm i on if the mill had any power fed o it — but there isn't anv powsr, and vou don't nead i
uze the mill in any event. A ladder 1aks: vou down 1o the beach. Bzhing the mill iz anovher 1adder that is

you get back info the wain car and make the return journey to the forest island,

'Th:_ is rgieh‘,'ew : mmle — & walloway leads to the center of the lake whers four pipes converse ona
singic handle comirol. One pipe is smaller and ot scleciable ~ assume i ds providing power, probably
seam. By movingthe handle, vou oan direct this powsr 1o the mill the water ank huumm_ of another

building high up the oliff. Turn the handle toward the water tank buil

Theve'sa lot of pxpe: here, take i .iuu and exanune things o several angles. When vou're ready,
siand on the walkwway cutside the building, facing the tall window,

First of all, vou can’t enter the building umil the heat haz been wirned off. Whean the hear iz on, thers
are blue flames on the underside of the building, the glass tube beside the door iz 7ed jﬁ the mmﬁc«w
shows d.;. waler iz ‘i'_“niuhﬂg. To turn off the heat puil the handle for 1t up. The pip :
the ngit side of the soTeen. The water will siop boiling, and if vou ook up, you'll 5
iigt S pOTL The mbe beside the door iz now o E_B’ and the door w

Howw-:r. there's oot much poimt in going inunde — there s s
but there's no foor and Totz of warer henween vou and i

el lefi and face the handle on the Y -pipe connection. Turn the handle to the
sizhi {lower) bra__h Tht- srovides nower for the floor releass handle. Turn back 1 ﬁ:w window and puil
the floor release handle up — iis just right of the window. The floor inside the tank will float to the fop of
the water, You'll zee !.hw through the window.

Moy turn the handle on the Ye-pipe to the 1e8 {upper) branch, and provid =r to the pump, Tum the
large wheel on the pump 1o open the iniake pipe 1o 1ake in air {instead of warer) and the warer inside the
tank will be dramed, leaving the floor ar the upper level,

Guo inside the tank. Go down the ladder into the large pipe. Crawi through the pipe in darkness up the
<1iff and exit at the top of the oliff. Onee you've exiied the pipe, you can't re-enter the fop end of the pipe.
Trom here, vou can uﬁh walk 1o the front double doors of the srucmure vou viewed from below, although
you oan sec ancther building in the distance past here,

Before eptering the huilding take a suomeni to open the cirenlas hateh 2o von can now s
that finks the beach to here. [t was locked from below; otherwiss vou wouldn't have had to bother
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the iake is prs:*:iam:z powsr 1o this location. vou can nss the comrel heres 10 lowsr and raise the o ziohe
Nothing seems 1o happen 1o the gl he pellet, however, and the large fan shove mm
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One side passage leads down 10 a door, which opens 1o an underground room coniaimng another
=

il
spimming dome. To find fis scope, vou nmst close the door bcim:d vou and ender the paszass the open doo

hid behind it. Use the scope 1o open this spinning dome as you did on the foresi island.
Th? cxher side pazeage leads oimeide again along walkwa}' s ehn's z)enmnm-u honze, 1he

1o
a handle that is providing powerto th s alrea
and another inside the hvuse Puii the handle 1o wirn off both fans. Go back 1o Lhe i"zm. afid ofaw

b3 nmf and enter the house throngh the
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d — North of Domel. W vou dide’t do that, you'll have

come back here ﬁsﬁjﬁ.
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the domes, and a color sequence oxp
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The dome seoesy code 15§ 11 - 13 - 14
that the svimbol for 3 iz just the symbol for |
mrned zidewave, L;_r.r‘\i*hé a *14-‘-‘«:#&}5 3.
that aren’t 2 4 ummpie of $ :}r: yuilt up by
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22, To understand how to count past ten, vou must realize
rned sidewavs. and the symbol 1o 10 iz the :.-}'ﬂlbii}. for 2
apE 15, and ] ﬂdewah 4 mcaﬂs ;“FL Furl_&mcm TIGETE
e fwo & m‘mi_.
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g dome to those five pesitions and push the bution,
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ge. There's gill a probleny: the books” pichires are dark withort
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Alao on thar des
Leeoing wack? You she !id have i«?uﬂd five 01‘ i_ht.-s': eves now,
£ in the room are imporiant atthough i:zi-.—:r-—*‘-'-tm;'_ Anciher desk hae g ar

drawsrs containing 2 sampling of stones, and 2 globe of water can be tumer
reacta 1o heat (a3 dezcoribed in the diary). A third desk hasz a vice, a_ad mag I
five-pess can even be found | o the pﬂﬁfm of the wood, A iuma\e‘ or hﬁn. the rooo i ,‘3
nmn Lmkz:x:-z Baock — one of Gehn's fathires. You shonld open both the dogre 10 ma}::-e awe they'i he
1 i reln ﬁfrta )

Tast hm not lzast s hiue bution & one door will summon a cahlz .zr 1o carport down on the other
;ff.iée f ':s,: cliff, mmuar' Jauu &

Criher thin
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n iz not in front of the door that vou™d use o get there. The car will iake

oy oF J@isopicy
OFT I Soresiiriana

arport lends to a T-junction. Head left 1o the Spy
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2 SIS _3’}_ Room

Yet another weird chair {6 sif in, Puzh the button inset in the right hand control 1o turn the ohair
towards the window. Ii': an underwater window, if you weren't sure. Pulling on either controf lowers a
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af, bust there's appdr-amw pipes and h_,;_ éﬁ L!ze acean and -'-3_-:11 f;smi-:-f i
a different color, but the one that should be purple doesm’t s ght iz ng .
the window, and T wu} sumamon a large shark-like on 2aTre T you. Don't :mmmuni T o ofien, of Tl ram
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A zmaall ronm
at the end i; an elevaior, Push the bution inside txo cloge t.he door, wimh iz Goubxes 8s a gangplank, and
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When the car iz facing outy mru
Cart Vol must gof in the car and mien &t
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both sides, The path finally ends at whm pfﬂf*- i b== a tm:fis but with a crude elevator. Inside the
e‘e"a:tu‘ the hutton is barely '“Mbie on thP lower lefl. Go > up thc eie"amr Forward iz a view of the path
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e s ¢ . squar 5 by 5 control panel. and a
lever. The copirgl pane uLi‘.‘iﬂV- in *L M‘id the sz _ f. vou selectad at Island
View. The basic island shape is represented with one or mor ares. square of the shape is

highlighted in vellow: the other sguares sre white.

When you push the iétiia;vw squUars on th:: copired, the LL:?. grid displays a topographical map

the man off *"'alreaﬁ'}-' of1 . mhm:. - white square mens I vellow. and shows a different map. Pushing the

by & ;3 'km'fx_:,

O Ve Uz: L uu.p-— wm_ thiz devics #': noi ebhvious that theas zm.«:.a: are uzeinl — Wi two

.;shm:r are *sm1~'tn3f?&>1‘f!h¢ Ingged R and thr Ft.}‘lfd P%ﬂx f th *and vou're on. Onos
< zhapss of the 3 :

fiiryes
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The bnidge & the Lake Iz sads mmte the wesiern upper catwalk vou couldn’ reach before, and &
-

ieads back ot st an s pper ievel on the north wide. Befors that, why don’t vou furn the crank of the far end
of this caiwaik 1o wm tus catwalk o the § iiFsi _&&1‘51&.
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hat ekes:amf that wouldn’™t wnfic_ which completez a bfeaL ini the bﬁdEH
#J 3; Wf o 4 s

g “,«nc x-u—t ?I\-f‘v &;p- o ﬂr,,_- gg:;:t

Aows and uumde i I.h: fower level

Push that elevator button that didn’i we ‘r!n before. As the elevator above vou goss down, 20 does
ofie you'ré standing on 1o 3 “hasemenn level”. The siairs and bridee 10 the spinning dome and itz gu.!pé‘ are
easily reached from here, Botumn the same way,

mltl

IhE liemE

SOTIER T.t: bridge control lever for the firm bridge imrothiz dome? In
the lever and raise the bridge away from you. You couldn’t get back to the pentagonai
with the raised bridge, Bui now vou sanreg ...ﬂiﬁ the shamber via
necessary 1o 201 ie 10¢ cast eniranoe, and from there roiate it 1o ok sast emizance to west, Y ou can climb
the raized brides feor the pentasonal chamber to the fop area of the dom

Inside is a straight m:h to & machine hovering over a 23 by 25 ggz:'h Ti}:—r: are £ix colored marbles:
red, orange, vellow, green blue, and surple. A control switch is on one wall. Pushing the &W‘l"h lowers
the machine, whick presses onto the gnd, and reveals 2 white batton where the switch was,
switeh again spises the ma:hme. When the marbies are all in their proper positions on the o

switch and push the imion,

From everything you've seen 30 far, you should realize that the mechanisms in the dome will provide
power fo the books inside the s‘pim:ing domes. If you've been paying atiertion, those five pipes leading out
of this dome connect 1o the five domes on the five izlands. You haven't seen the fifth island or iz dome,
but Gehn's diary on the Lake Islfmd toid vou there was one on each island,

So where do the marbles go? Ii may take a while to work this out, but the marble colors correspond
with eve-svmbols, and each s:pin.mng dome has a differem eve-symbol. So each marbie represems a
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Sy thai the ..ul.tm; Books have powsr, 2o io one and I doesn™t matier which dome vou oo 1o
— ail five go to the same place — a cage in Gehn's new digs, Why :L@nu_a‘ He buili the cage you
linked to in Riven too. A biution on one side of the cage sumnu

f e raa baraha
333:‘ v'vgﬁcf for the

i ff»m the *.-'sﬂgga‘a “ue i The ,.bui_, also call r.hme:'s_ the
> =) heir ieader - whom he had o im
x.bar oW good. He azks you 1o retsie d‘s:* Booi brmg it 1o him, and act o fFee {';‘,mheﬁ:.h Aza

he powsers up the five Books that link back to Riven, Al five Books can be reavhed fro
cage, and are marked with the svmbol of the island it links 1o, He leaves the room. and vou have ao option
but to link back to Riven, Since vou've never seen the fifth aﬂd smaliest island, 1 suggest vou lmk to thers,

£z up to Ustherine s Room. Catherine frst asks how you got by f.'_'"n b, bt che
herzeif and warns yon that he's trving to nze vop, waiting for vou to make s mistabe. Wary of Gebm's
spyving, she whispers that the Moiety has vour missing Bock, and then abrupily ends the imerview with,
~Well if vou won't help me, there’s nothing mors 1o 28V 1o sach other ™

The only way off the island s to Lok back to Gebn’s Age, From there, link 1o the Forest Island and
head for the Ciecle of Animals 2
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Tote, [ don't think we're in Riven anvmore, The hive looks dark and «‘*Eiﬁﬂﬁ Water blocks any
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Liedownand gt $ o you but you can't understand her. She puts
of The 1abie the rmpped Bmsk That Avriz gave vou, and f_mhe-rine # diary. Take them invo vous invemory
aryd read the diary,
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A note inside the diary tells vou to first free her, and then ~12na.l Alrus via the Star Fissure, T’ﬁ: e
savy that the combination for her privon is in Gebn's office,

Afler you {inish reading the dmry, the woman rewrns and brings o the Linking Book that goes back to
Biven Touchine i lioks vou back &0 the Tircle of Animals,

'&’hch YOU arriy 1 eetl you, and takes the trappe dng Book from you,
He examines ft, bm i3 :umxaous. and holds it open for vou 1o touch the image of D mi. Touch it and enmap
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vourselfl
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The door to the outside is iockea, but you can
Gehm apparently took a bride oo Riven once, and has her picture and an
A sevond diary should help confivm thay vou did the sght L*zmg apping Sebm,
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What if vou visdl Catherine afier irapping Gebn bul befors fecing her'
von't know Gehn is trapped, so still won't approach you umntil vou free her,
What x o visit another isiand insead of the First Izland afier fresing Catherins?
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