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Introduction
The ship left the Island of the Sands from the previous adventure Warrior Within  with the fierce Prince of Persia and Empress Kaileena who ruled the Island, for the City of Babylon. 

Throughout this game a female narrator will often comment. During this trip she tells us the story of the Prince of Persia: We all make mistakes: some are small, some are large. But his mistake, born of innocence, fueled by pride, was the greatest and most terrible of them all. 
At this moment the Prince is looking at the magical Amulet in his hand, the one he got from the old man.Some believed when the Prince journeyed to the Island of Than to escape death that he returned alone, the Underworld destroyed, the Dahaka defeated, the Empress dead. The Prince was free at last. But this is not how it happened. The truth is that he chose to save me from my destiny. And doing so he set me free... and doomed us all. 
The Prince throws his Amulet into the sea... They sail up the river Euphrates and are reaching the City of Babylon . Kaileena: Prince? Of all the possible futures, this one held the most promised. But something has changed.Prince: Do not worry, Kaileena. No harm will come to you in Babylon, I promise! Look: we are nearly home! 
The metropolitan Capital of Mesopotamia in the middle of the desert offers a magnificent view from the river Euphrates with its fire tower and the impressive Tower of Babel in the middle of the City – the first Skyscraper the world had ever seen. 
[Historical Remark: The ruins of Babylon are still situated in contemporary Iraq some 60 miles West of Baghdad, which was built later as the capital during the Arab golden age, about 800 AC and is lying on the River Tigris. Mesopotamia is a Greek word, literally meaning “in the middle of two rivers”: the Euphrates and Tigris rivers]. 
But what the Prince sees when approaching the harbor goes beyond all imagination! The whole City has been looted. A war is going on there, which is something the Prince had never anticipated: during his absence Babylon was invaded by Barbarians! 
The Prince’s ship gets hit by a huge fire ball and sinks. He can reach a floating piece of the wreck whereas Kaileena is drifting away unconsciously on another raft. Arrows and fire balls are destroying the once so beautiful City damaging even the proud Tower of Babel.
And from here the new adventure will start... 
The Prince of Persia Saga
This is the 6th game of the Saga that Jordan Mechner introduced in the early 80’s to Gameland. The first two games were on a floppy disc and in fact were quite clumsy games. But they have become Collector’s Items now!
Then in 1998 Prince of Persia 3D was released, which was a game revolution. The Prince was still moving somewhat clumsily, but the story line was great and the graphics superb for that year. Unfortunately this splendid game can only be played in Windows 98.
Later in 2003 a Montreal (French Canadian) crew took over the series and introduced the first of the new Prince Games: The Sands of Time. A whole new Prince and a magnificent game play. Next year a new story was released with a Prince having a darker soul: Warrior Within, which I still consider as the best Prince game ever made. And this new game is the sequel to Warrior Within. And it looks very promising!
Game Play
All info can be found on the DVD: the manual, game controls etc... Montreal advises us to play the game with a Gamepad and I surely agree with that. It is not my intention to advertise Gamepad brands, but the best on the market (especially for The 2 Thrones) is the Logitech Cordless Dual Rumblepad 2. All controls can be set from within the game, so you play blindly and don’t have to watch those damned Keyboard keys. This is like playing the game on PS2 since the Dual Rumblepad is a look-a-like to the PS2 gamepad controller, with 12 programmable buttons and 2 analog sticks.
First I’m going to provide you an optimized programming for the Logitech Rumblepad 2 (Cordless or not). From now on the Buttons in square brackets will refer to these settings. e.g. [B6] will refer to Button 6, [LAS] to the Left Analog Stick and [RAS] to the Right Analog Stick. Here is a conversion list to the default Keyboard settings:
	FUNCTION
	GAMEPAD
	KEYBOARD

	Move Forward
	[LAS] up
	[W]

	Move Left
	[LAS] left
	[A]

	Move Backward
	[LAS] down
	[S]

	Move Right
	[LAS] right
	[D]

	Walk Toggle
	[LAS] gradually pressing
	[Shift]

	Roll/Jump/Action
	[B1]
	[Spacebar]

	Walling/Block/Swing
	[B6]
	[R-Mouse]

	Dagger Attack
	[B2]
	[L-Mouse]

	2nd Weapon/Grab/Speed Kill
	[B3]
	[E]

	Pick up/Throw/Drop Down
	[B4]
	[C]

	Rewind/Slow Down
	[B5]
	[R]

	First Person View
	[B12]
	[F]

	Landscape View
	[B7]
	[Q]

	Reset Camera
	[B8]
	[X]

	Start
	[B10]
	[Esc]

	Camera Forward
	[RAS] Up
	Mouse

	Camera Backward
	[RAS] Down
	Mouse

	Camera Left
	[RAS] Left
	Mouse

	Camera Right
	[RAS] Right
	Mouse

	Map
	[B9]
	 


IN MENU:
	Up
	[D-Pad] Up
	[Arrow Up]

	Down
	[D-Pad] Down
	[Arrow Dn]

	Left
	[D-Pad] Left
	[Arrow Lt]

	Right
	[D-Pad] Right
	[Arrow Rt]


Saved Games
The Saved Games are not overwritten and you have endless saved games available. Play any previous game from the Load Game option. Games can only be saved when the Prince drinks from a Save Fountain. Then you will be asked if you want to save or not. 
Sand Credits 
Throughout the game you can gather Sand Credits to open Extra Features from the main menu. This section contains an Artwork Gallery and a Video Gallery, each with subdivisions and are really worthwhile seeing. There is also material from the previous Games: The Sands of Time and Warrior Within and there are even parody video clips of the Prince which you will like for a good laugh! 
You will find Sand Credits at certain Sand Gates and in hidden Golden Chests you have to open. Gather as many as you can! These Galleries are highly recommended!
Patch for Unlimited Sand Tanks 
You will start this Game with 3 out of 6 activated Sand Tanks but you can’t use them until the power is activated later on in the Game. Their purpose is to go into slow motion – meaning you will still move normally but your entire surroundings will slow down for about 10 seconds. Also to rewind to a previous position – say when you drop dead, you can rewind to your original position as if as nothing happened. Each such move cost one Sand Tank. You can fill up spent Sand Tanks by defeating an enemy or smashing certain objects like jars, pots and crates that contain Sand. 
I have created a Patch to get unlimited filled Sand Tanks as soon as you get all 6 unlocked. But I would not encourage you to apply it as it takes away all the thrill and fun of the game, and I am not in favor of Cheats in Games at all. 
However, the Sublevel The Terrace in Level 9, The Tower of Babel may be a very frustrating experience. After you have replayed this Sublevel for the 100th time you may be willing to apply this Patch to finish the Sublevel after all. So if you want this Patch, get it and here are the instructions. 
Years ago a couple of Russian guys launched a freeware program in English called Game Cheater ArtMoney Vs. 6.26 which was a very small and simple program whose purpose was to obtain unlimited $$$$ with Poker Arcade Games. This program is not available any longer since they have upgraded the program many times since then. And the newer versions won’t do the trick, only Vs. 6.26 will do it, so this is the one you need. 
I still have stored Vs. 6.26 (from my former Poker Games addiction) and have experimented with it on this very game The Two Thrones. And it works to get unlimited Sand Tanks too! You can get this program mailed free when requesting it from gamesover@planet.nl. Keep in mind that this program is about 750Kb. Be sure your provider allows that size of attachments! 
Then you install it and follow these instructions:
1. Open the program, insert The Two Thrones Disc and start the game. 
2. Load a Sublevel where you start with 6 filled Sand Tanks. If you have 6 Sand Tanks at the start of [9.6] select that load. 
3. Run around for a few seconds and then press Ctr + Alt + Delete. 
4. You will then return to Windows while the game is running in the background. 
5. Close the Windows Task Manager window that will appear in the upper left corner. Now look at the ArtMoney window. 
6. In the box select process click on the small arrow on the right and you will see all opened programs, among them Prince of Persia. Select this one for the box. 
Click on the left upper tab Search and A small window will then pop up showing an upper box by default as “Exact Number”. In the Value box below type the number 6 and click on OK.
Then a scan will start that will take about half a minute. You’ll get a progress bar.
When the progress bar is 100% click on OK and you see a number of addresses in the left part of the window. 
7. Down in your system tray click on the Prince of Persia tab to return to the game again. 
8. Run around for a while and rewind thus spending one Sand Tank. So you have 5 filled Sand Tanks now. 
9. Press Ctrl + Alt + Delete to return to Windows and close the Windows Task Manager window. 
10. In the ArtMoney window click now on the second tab above from the left called Sieve. The same small window will then pop up but this time you type 5 in the Value box and OK. 
A new scan will be performed which will take only seconds now. Then the number of addresses in the left window will be reduced. 
11. Return to the Game the same way you did before, let the Prince run around for a few seconds and rewind in order to have 4 filled Sand Tanks. 
12. Return to Windows, close the Windows Task Manager window, click on the Sieve tab in ArtMoney and now fill in 4 in the Value box of the small window that will pop up, then OK. After a short scan you normally should now see only two addresses in the left window part, but if not, return to the game and spend another Sand Tank so that you have 3 left. 
13. Repeat everything and now type 3 in the Value window box for another short scan. 
14. When you finally have 2 addresses left in the left part of the window it is time for some action! 
15. Click on an address in the left part of the window and then on the RED arrow in the middle of the two window parts. Repeat for the second address. Now the right part of the window will show 2 Values. The boxes on top of the right part of the window are (from left to right): F, Description, Address, Value, Type. 
16. Under Value type the number 6 in both boxes. 
17. Check both boxes under F and an “X” will appear in them. 

Return to the game and start playing. You will have 6 filled Sand Tanks again and when spending one for slow motion or rewind, it will immediately restore. In other words: you have 6 unlimited Sand tanks now. 
However, when you close the game this Magic will have vanished. If you play it next time and you want unlimited Sand Tanks again you will have to repeat this entire process before playing the Game. It only takes a few minutes. It may sound complicated, but after a few times you’ll know the steps by heart.
Staff Members
Dr. Hugh: Schilde-Antwerpen, Belgium. Author with Screenshot selection.
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And now... it’s play time. Enjoy the Game and try to finish it without the patch! 
Up to Level 1, Entering Babylon…
Level 1
Entering Babylon 
Tutorial Sublevel
After a few cut scenes where the ship has been shot and sunk in the river Euphrates, the Prince will escape from the water and enter the City of Babylon, which is occupied and in a terrible mess. 
The first part of this Level is a Tutorial. You will learn how to control the Prince’s acrobatic Skills, whether you’re playing on the Keyboard or with a Gamepad. The game will tell you the exact Key/Button or combination of them to use. 
With a gamepad you’ll also have a very nice extra option: vibration. When the Prince jumps down or an explosion takes place you will feel the gamepad vibrating in your hands. 
You will learn how to run and roll under a lowering door or through a hole, how to climb up on a ledge, pull up and how to jump from one ledge to another and how to move up and down a ladder. 
Also how to jump and grab a column, move up and down, left and right and how to jump backward to the next column or ledge. Move towards a block to auto climb…
Some special Skills introduced in Warrior Within are still applicable in this game: 
-         running up a vertical wall and doing a backward jump (e.g. to grab a bar hanging up high) 
-         running along a wall from one ledge to another. 
Further Skills are: jumping to a narrow ledge, hanging down and shimmying left or right, and jump down from it or pulling up. 
The fighting and combo Skills will be taught in due time. 
After a number of acrobatic tricks you should master, the Prince will reach his 1st Drinking/Saving Fountain. When drinking from such a Fountain, the Prince’s Stamina will be fully restored and you will be given the option to save the game or not. Later on you may also drink from other water sources like pools that will fill up your Stamina, but there you won’t be able to save the game. 
It's better to always save whenever you can. When nearing the Fountain an Icon will appear in the top left corner of your screen, showing the circular Stamina Meter and 6 circles of which 3 are already activated but not functional yet. Those are your Sand Tanks. You can’t use them at this point, but we’ll soon find out what they’re for.
Your 1st Saved Game is called The Ramparts. Next time when you start the game you will see the Load Option and the game will start from your position by the Save Fountain.
Up to the next Sublevel, Entering Babylon: The Ramparts...
Level 1 
Entering Babylon 
The Ramparts
Turn left from the Save Fountain and go down the stairs to the balcony. When the flashing eye Icon appears on screen press [B7] for Landscape View. You can zoom in and out with [RAS] pressing up and down, and return to the Normal View by pressing [B7] again. 
When zooming in you’ll see the Prince standing on the balcony and looking down... Guards everywhere, ledges, a column next to an upper balcony and ladders. Things to do here! 
The ladder on the balcony leads up to the top where you find an entrance. A cut scene will show how the Prince is finding a Dagger and will sneak behind the Guard on the upper balcony. While the screen is distorted press [B3] to start the Speed Kill. Wait for the Dagger to flash before attacking by pressing [B2]. ]. Wait for another Dagger flash and do a 2nd speed kill.
Now you’ve killed the Guard. Remember this tactical sequence for future attacks. Turn to Landscape View. Now you see Prince on the upper balcony next to a column that is apparently leading to a lower ledge with another Guard. 
Approach the banister on your right and the Prince will jump over and hang down from it. Direct him in one line with the column by shimmying. At the correct position you will get a text appearing: Move [LAS] towards column and press [B1] to jump. Now the Prince is hanging on the column.

Lower down with [LAS] and he’ll drop to the ledge. Now repeat the Speed Kill. Grab the Sword of the dead Guard by pressing [B4]. The Life Meter will then shortly appear in the upper left corner showing a Sword. This means the Prince has 2 Weapons now: a Dagger in his right hand and a Sword in his left hand. Press [B2] or [B3] to see him taking both Weapons. The left hand Weapon has a Stamina Meter which will continually drop. You can either throw that Weapon at an enemy with [B4] or use it in combat [B3]. 

Wall run from the opening in the banister (where the Guard is lying) to the wall groove with [LAS] while pressing [B6], and you will end up hanging down from it. Underneath is a wooden ledge, but don’t jump down to that.
Instead shimmy to the far right and pull up. Jump up to the upper wall groove and hang down from it. Shimmy to the far right and drop down to a narrow ledge. Move all the way right on this ledge. Then move with [LAS] towards the gap and press [B1] to jump from the ledge.

On this ledge you’ll see a jar and a chest both made out of reed. You can strike them – many will contain sand to fill your Sand Tank. But there is no use for doing that at this point because your Sand Tank Skills have not been activated yet. Go down the ladder. Enemies can patrol back and forth in an area. So better go down when you can surprise the Guard down there from behind with Speed Kill. 
Turn around the corner and walk down the stairs. There are two closed doors here so don’t bother with them. Instead go to the open gate where the Guard is standing. Now you’ll have to learn how to face and fight an enemy. You can use [B6] to block an attack and immediately strike with [B2] – your first Weapon – or [B3] – your second Weapon. One of the most powerful attacks is running to a wall while pressing [B2] to jump at your enemy off the wall and heavily strike. This is a Skill you really have to practice because of its efficiency against enemies. This is called a wall attack. 

When this enemy is dead too, throw away your 2nd Weapon, take his Sword to replace yours with a fresh Sword as yours is constantly deteriorating. Next, run along the left wall while holding [B6] and press [B1] to jump when your reach the spot where you can jump to the opposite ledge. Next, look down from the ledge to the water basin filled by a waterfall. Jump down into the shallow water pool and drink from it by pressing [B6]. The water will fully replenish your Stamina (if you lost some).
Now there is another skill combo you will have to learn: a wall run + jump. Run along the left wall while holding [B6] and press [B1] to jump when your reach the spot where you can jump to the opposite ledge. When parallel with the opposite ledge press [B1] to jump.
Pull up and jump to the higher ledge. Shimmy around the corner and pull up to a higher level. Climb the ladder on your left. Move the [RAS] to look above. There is an opening. Use [LAS] upward + [B6] to hang from the window. Pull up. From this balcony you’ll get a cut scene where two bullies down below are carrying Kaileena away. I’ll have to find an entrance from above! 
Run along the wall toward the red curtain to slide down. Combine [LAS] forward + [B6] until you’ll slide down from the curtain to a lower area. You’ll be attacked by 3 big bullies. Remember to block with [B6]. Here is a new very efficient combo attack. Run towards an enemy, press [B2] and while jumping over him immediately press [B1] or [B3] twice in a row to strike really hard. Repeat this and you’ll turn these 3 muscle guys into sausages in no time. 
Now use [B4] to throw your deteriorating Sword away (you will notice how the Sword’s Energy Meter is going down) and take a fresh one from one of these three Guards by pressing [B4]. Everything is burning here. Run to the far end where you’ll find a ladder inside. Climb this ladder to the top and press [B1] to jump to the opposite ladder. Move [LAS] left or right to turn around on the ladder. Climb to the next level. The Prince will sense that his family has been harmed here. Run up the wall and jump to the opposite ledge. Go right and jump to the opposite ladder. Now climb the ladder.
Once above on the draw-bridge the Prince sees the true horror of this war. War with whom and why... he is wondering. Press [B12] for First Person Camera. Move [RAS] to look around. Press [B12] to return to Normal Camera. Jump down from this ledge and you’ll see battles going on everywhere. Go left and climb a ledge next to a door. 
Jump higher and pull up. There is a fire on your right side. Do a wall run along the left wall and end up hanging from a ledge. Drop down by pressing [B4] and Speed Kill the Archer (by now you know how to perform this). Go down the ladder. There is a Guard walking down there but he can’t see you if you hide behind the left wall or if you are standing above him on a ledge. When he has turned his back sneak up on him from behind and finish him off. Take his Sword. Now run up the wall on your left (right behind the corner) and climb up to the narrow ledge. Jump to the opposite ledge and move to the left.
Jump again to the opposite ledge. Down below there is an Archer who can see you and launch arrows at the Prince. Drop down and finish him off. Enter the opening on your far left and climb up the ladder. Jump down to the place below and save at the Fountain. Drink!
Up to the next Sublevel, The Harbor District…
Level 1
Entering Babylon
The Harbor District
Go left of the Save Fountain and from the ledge do a left wall run + jump to the ledge on your right. Move towards the end of the ledge and proceed along the narrow ledge close to the wall. Hang down from the ledge and shimmy to your right all along the corner and pull up to the balcony. Move [LAS] to walk on the beam and to keep balanced side to side. Learn how to walk on a narrow beam.
Move along the narrow ledge and around the corner jump from the short beam to the opposite beam. Move [LAS] towards the gap and press [B1] to jump. 
Roll under the opening on your left. The Prince will recognize these streets and has to find Kaileena and the one who is responsible for her abduction. On the left wall you will find one of the stands that store different kinds of Weapons. You can change your 2nd Sword for one of these. 
Walk on the short beam and jump to the next beam. Hang down from this beam to drop down. Press [B4] to drop to the beam underneath.  You’ll be standing on this beam. Press [B4] to hang down and [B4] again to drop to the floor. Try to Speed Kill the first Guard. You may get the Archer that way too, but this is more difficult. 
Run up the stairs and use [RAS] to look above. You will see two narrow beams. Run up the wall and jump to the lower Beam. Press [B1] to jump to the upper beam and pull up with [B1]. Turn left and jump down. Run and jump to the higher narrow beam. Proceed to the short beam and use [LAS] towards the vertical wall gap and press [B1] to jump inside the gap. Now the Prince is supporting himself between the two walls. Use [LAS] to slide down and [B4] to drop down to the floor. 

Fight 2 Guards, and run and jump to the next narrow beam. Walk to your right near the wall and jump up to the short upper beam: use [LAS] in the direction of the beam and press [B1]. Turn around and jump to the vertical wall gap. Now use [LAS] to climb up. Press [B1] to pull up on the ledge, turn right and do a running jump to the next narrow beam. 
Face the vertical wall gap and jump/suspend yourself. Drop down, where you must try to Speed Kill a Guard. Ascend the stairs, proceed and have a Landscape View. Down below there is a Guard and an Archer, and a ladder in the middle. You can see that there is a ledge on the left side. Jump down and quickly run to the ladder avoiding a fight with both foes (you may get hurt by an arrow though). Climb up the ladder to a ledge with a short narrow beam. 
The Archer can’t hurt you on that ledge but he CAN when you’re on the beam. So quickly jump from there to the opposite banister and pull up. Fight another Archer here: first throw your 2nd Weapon at him. Run behind the corner and roll under the hole. Go left and drink from the Save Fountain. Phew! 
Ready for your next Sublevel? The Streets of Babylon...
Level 1 
Entering Babylon 
The Streets of Babylon
Proceed right of the Fountain and run up to the wall on your right. Go to Landscape Camera. You’ll see an Archer and a Guard on the opposite ledge. Climb the wall with [B6]. Overlook the scenery. Pull up and do a wall run + jump. The Prince will hang from a beam.
Let the Prince drop down and hang from the banister. Pull up and Speed Kill the Guard – if you can, because this seems to be getting harder and harder. Then get rid of the Archer. Do a wall run to the Beam and face the opposite ledge. Jump to the ledge and ascend the stairs on your left. 
Now you have to learn a new acrobatic skill: the wall-to-wall jump. Run up the left or the right wall and press [B1] to jump to the opposite wall. Each time you hit an opposite wall, immediately press [B1] again until you’ll end up on a narrow ledge. You will have to stand on the ledge of the right hand wall, so either end up there or jump from the left ledge. 
Once on the higher narrow ledge move right and reach a rooftop where you can jump to a higher level. You’ll hear the prince saying: where is kind Asha who is standing before her stall selling foods and flowers for the young children? ... all gone now. 
Walk to the beam and turn to the left short beam. At the end jump to the next beam. Pull up and do a side jump to the higher beam. Side jump to the next two beams and then to the balcony. Hang from the banister and drop down. Kill the two Guards and take a Sword. Follow the street around the corner and walk on another short beam. 
Hanging down from this beam shimmy left, follow around the corner and pull up. Side jump to the left beam, turn around and jump to the opposite street end. Pull up. Turn left where you’ll end up by a broken banister. Wall run + jump left to a beam. And here is new acrobatic Skill for you to learn. side jump to the wall and when reaching the wall immediately press [B1] to jump to the higher beam. Side jump towards a wall on your right and when reaching it immediate press [B1]. You’ll jump to the higher beam. Pull up and side jump to the next ledge. Pull up and drink from the Save Fountain. 
Up to Level 2: The Palace of Babylon, sublevel 1: The Palace Balcony 
Level 2 
The Palace of Babylon 
The Palace Balcony
The Prince wonders what has happened here, nothing seems familiar. Left of the Save Fountain there is a banister. Hang down and drop to the rooftop below. Do a wall run + jump to the balcony on your right. The Prince will end up hanging from the banister.
Go to Landscape Camera and notice a Guard and an Archer behind the corner. Run to the far side and let the Guard come after you, you’ll be safe here on this side from the Archer’s arrows. Finish him of using wall attacks. 
When he’s gone run around the corner and throw your 2nd Weapon at the Archer. Watch out, there is also a second Archer. Climb a large pedestal, run up the wall and quickly press [B2] to stab the Dagger into the plaque. The Prince will hang from the Dagger. Press [B1] to reach higher and then [B2] to stab the Dagger into the next plaque. 
Now jump away from the wall to the opposite balcony and pull up. Run along the wall and press [B1] on the shutter to jump diagonally. See the open shutter there?
You’ll end up on another balcony. Smash the Weapon stand and pick up a second Weapon. Remember the Rage of Darius: [B2] – [B2] – [B3] – [B3] – [B3] quickly in a row? Step on the floor switch and run through the timed opened gate to reach a new balcony. Go to Landscape Camera and notice a Guard down below. Jump to the table and run along the wall and press [B2] to stab the Dagger into the plaque. Then press [B4] to drop to a short narrow beam. 
Turn around and notice a plaque on the opposite wall. Jump to this plaque and stab the Dagger into it. 
Drop down and try to Speed Kill the Guard. Jump to one of two pillars near a double door and climb up. Jump to a narrow beam and pull up. Side jump to the balcony and go to Landscape Camera. Around the corner you’ll see an Archer on watch. Finish him off with the combo styles you learned. 
Hanging from the banister jump to the beam. Underneath a Guard is patrolling. Hang down and drop to the floor killing the sucker. Take his Sword. Around the corner switch to Landscape Camera. Notice a higher balcony with a Guard. Smash the bench, but keep in mind that breaking objects may alarm Guards. Proceed and climb to the balcony.
Pull up and finish off the Guard. Look up and notice plaques on the wall. Run up and stab your Dagger into the first plaque. Now go up to the higher plaque. Wall run to the left plaque and stab your Dagger into it. Wall run to the balcony. Switch to Landscape Camera and see the Archer on the opposite balcony.  Jump on the table and run along the wall, then press [B3] on the shutter to start a Speed Kill. Now you are on the other balcony. Look up and notice a beam above you. Run up to the wall and jump to the beam. 
Once on the beam the Prince wonders why he has to run and hide instead of resting, hunted in his own city... Side jump to the left beam and pull up. Side jump to the left beam, turn around and jump to the opposite narrow ledge. From there jump to the balcony’s banister. Pull up to the balcony. On your right there is a Guard and an Archer.
Smash the benches and finish them off. That should be easy now. Remember that your best tactic to kill these buggers is doing a wall attack or run and jump over them while stabbing. Climb up a wall and stab your Dagger into a plaque. Do a left wall run ending up hanging on a narrow ledge. Shimmy to the right, pull up and jump up. Go left around the corner and make a wall jump to the upper Beam.

You will trigger a wall switch that will open up a timed entrance higher up. Running up the wall will trigger this switch. Turn around and quickly jump up. Jump from the beam to the open ledge where you’ll find your next Save Fountain.
Up to the next Sublevel: The Palace 
Level 2 
The Palace of Babylon 
The Palace
Here you will have to learn how to avoid lethal mechanical devices, invented to keep invaders from the Palace. First you will have to pass a floor with spikes. Run fast before the spikes  pop out. Around the corner there is a wheel with knives. Pass when the wheel is turning into the floor.
When the wheel has turned into the floor run to the opposite wall and run up to the balcony’s banister where you’ll hop over. On your right do a wall run when the wheel has turned inside and jump to the left ledge. Timing is important here! When you get hurt by the wheel you’ll drop down and have to climb all the way up again: from the narrow ledge to the full ledge and retry your wall run.
Make another wall run past the knife cylinder when it is inside the wall and at the end jump to the left ledge from the shutter. Now you have to cross a spike floor when the knife cylinder is into the wall. Just before it goes into the wall, run and jump up.  
Pass a double chainsaw wheel and take a 2nd Weapon from the stand on your left – if needed. Hold [B6] and move [LAS] to turn the lever. A latch on the ceiling will then open up. Run up the wall and stab your Dagger into the groove. A block will now emerge from the opposite wall.
Jump to the block and jump up to the higher level before the block retracts into the wall. You will find a Save Fountain there.
Up to... The Throne Room 
Level 2 
The Palace of Babylon 
The Throne Room
Walk around until you see the Icon to switch to Landscape View and notice an Archer on a higher ledge. Jump to one of the four ledges (it is the one to the right of the Fountain that you’re facing when loading the game) behind some kind of a Bicorn (a Unicorn with 2 horns) statue above which you see a Dagger plaque in the wall. Jump to the ledge.
The Prince will mumble something about the past with the Maharaja and The Powers of the Sands of Time. Run up the wall and stab your Dagger into the plaque. From this position wall run to the ledge on your right.
You’ll see the Archer walking to and from the balcony. Wall run to the shutter and press [B2] to jump to the ledge. Kill the Archer. Wall run to the next ledge and switch to Landscape View. Notice a higher ledge, a shutter and a Dagger plaque on the opposite square column. Overlook the Scenery.
Wall run to the shutter and press [B1] to jump over to a narrow ledge on the square pillar. Jump up to the plaque and use your Dagger to position. Notice a beam behind you. Jump backward to the beam.
Shimmy to the right and pull up by the short beam sticking out. From there jump into a vertical wall gap and slide/drop down. You may try a Speed Kill on the Archer but it probably won’t work, so finish him off in the classical way: jumping aside avoiding his arrows, do wall attacks and kill the bastard. Wall run up to a narrow ledge and move to your right around the corner. Jump up to the Dagger plaque.
Now wall run to your right and jump to the narrow ledge on the square column. Turn around the column and jump to the pillar. Turn around with your back to the balcony. Act fast, because the Archer on the balcony will start shooting as soon as you’re in sight.
Jump backward to the balcony with the Throne kill the Archer. Walk down the stairs and fight two Guards on the lower balcony. Throw your 2nd Sword at one of them first. Your best shot here is run and jump over them while striking. Take a new 2nd Sword. 
Facing the stairs you can go left or right. Go right where you’ll find an entrance. Go inside and a horrible cut scene will start. 

NOTE: Follow this cut scene very carefully and watch every detail as it is of great importance to understand the story from here on. So I’m describing it in full details.

The cut scene opens with Kaileena who is like crucified on some kind of vertical Altar under a Gazebo with the old Vizier standing in front of her. The Terrace is very heavily guarded by the Vizier’s soldiers. The female Narrator says: This is how it happened… This is how I died. When the Prince sees this scene he runs over a bridge to the stairs leading up to the Terrace where he tumbles over a lance trap by a Guard and loses his Dagger that is catapulted towards the Altar. The Prince is captured by a female Ninja with a chain whip that curls around his left arm holding it in a grip, and is pushed to the floor against a wall by the other Guards. The Prince is chained and trapped.

Female Ninja: What have we here? The Vizier picks up the Prince’s Dagger and slowly turns towards him: (very sarcastic) Aah… You must be the Prince of Persia? Come home at last? Too late I’m afraid. I believe I have something… of yours. He shows the Dagger and suddenly stabs it into Kaileena’s chest, who dies and turns into a Spirit. When she leaves her body a ring of fire spreads out from her ascending Spirit pushing the Vizier aside and burning the Guards and the Ninja. The fire is transmitted through the chain and goes up all the way to the Prince’s arm and shoulder. The chain breaks off and the Prince tries to loose the grip of the leftover spiral in vain. He is released but cursed with a lockjaw around his arm where the fire penetrates deep inside forming a pattern.

Immediately after, the Vizier stands on the Altar and whilst holding the Prince’s bloody Dagger high above his head shouts: A Promise of Power fulfilled!! I will be immortal!!! Then he stabs himself into the chest and all hell breaks loose. The Vizier then undergoes a horrible transfiguration. Out of his back an enormous golden blob is emerging turning into wings and a helmet where he is now embedded in as a young man. He flies away leaving the Dagger on the floor. The Prince runs to the Dagger but the earth is trembling, the floor is crumbling and the Dagger disappears into a bottomless pit followed by the Prince. During his fall the Prince can reach the Dagger and grab it.

You have now gained The Recall power, and can rewind in time for about 10 seconds at the cost of one Sand Tank (press and hold [B7]). Now you’ll be standing on a Palace balcony overlooking the City of Babylon. Father, what have I done... wherever you are. Babylon by night... but in war!
Enter inside and on your right smash a chair. It seems like the whole Palace is trembling and shaking. The Palace is falling! Run for your life! Run around two corners where the floors will collapse behind your back. Run up to a wall switch that will open a timed door behind your back. Quickly pass through that door. Immediately do a wall run until the end because the walkway will drop. Turn around the corner of the collapsing walkway and run up the wall to a Dagger plaque. Now make a wall run to your left and stab the Dagger into the next plaque. 
Wall run to the ledge on your left. Once on the ledge go to Landscape View and notice a red curtain hanging there. There is a balcony below the curtain. Wall run to the curtain and slide down to the balcony. Quickly run to the Save Fountain because the Balcony is collapsing too. Drink and save your game.
Up to the next Sublevel: The Hallway of Traps
Level 2 
The Palace of Babylon 
The Hallway of Traps
The Palace is shaking and on the verge of collapsing. Run straight into the hallway. Remember that you have the Power of Recall with 3 out of 6 filled Sand Tanks at this moment. The 3 remaining Sand Tanks will still have to be activated later on. Whenever you use a Sand Tank, smash all jars, chests etc... because they may contain Sand to fill your tanks. 
You also may receive Sand in combat with an enemy, depending on how bravely you defeat them. When all your activated Sand Tanks are filled do not bother with smashing objects because the Sand will be wasted. Around the corner pass two spiky cylinders when they’re in the floor. Run over them one by one.  
Next you will encounter vertical cylinders with knives that go from left to right. Quickly pass by the right wall when the first one is turning left. Then you’ll have a combination of two spiky floor cylinders with a vertical cylinder in their middle. Pass on the right side when the first floor cylinder is safely out of the way. Next meet another combination, this time a horizontal cylinder between two vertical ones. Again, pass on the right side. 
Go down the stairs and jump up the wall hitting the switch that will open up a timed door. Quickly run through and arrive in a room with 6 pillars that have square and round parts. We’ll call the round parts columns. Different sections of the floor will sink when you approach them. Quickly run to the third column on your right, jump and climb up. Jump to the previous column, climb up and then to the first column. Jump to the narrow ledge.  
Quickly go to the right because this ledge will collapse too. Around the corner, jump up to a higher narrow ledge and go all the way to the end facing a column. This column will soon collapse when you grab it, so have a good look around before you jump to this column. See these Dagger plaques on the wall? Quickly turn your back to the wall on this collapsing column.
Act fast now! Jump to the column, climb up, turn your back to the wall, jump backward and stab the Dagger into the plaque. There are two more Dagger Plaques on that wall to your right. Wall run to the middle plaque and have a look around. From here you will see that there are two columns in a row near the last plaque that will lead to an opening in the opposite wall. From the second column you will first have to jump to a narrow beam sticking out from the left wall. First look around here.
Ready? So here we go. Wall run to the third Dagger plaque. From there jump to the first column, turn around and jump to the second column.  From there jump to the narrow ledge and side jump to the opening. Go to Landscape View and notice a red curtain. Jump to the curtain and slide down. When you’re at the end press [B1] to jump between two narrow walls.
If you miss the jump you’ll end up hanging from a narrow ledge under the curtain. Then you’ll have to do a backward jump to the opposite wall gap. Go down and find a Save Fountain.
Drink, Save and proceed to The Ruined Palace.

Level 2 
The Palace of Babylon 
The Ruined Palace
Pass two spiky cylinders in the wall with a vertical cylinder going from left to right. Stand on the right side and pass when clear. Around the corner there are 3 cylinders in a row on the floor. Piece of cake. But then face 3 vertical cylinders moving very fast. Pass on the right side when the first cylinder is going left and is about in the middle.

Run through the hallway with the crumbling floor. Enter a high room around the corner and jump over the gap. Proceed and reach a gap with a Guard on the opposite side. Before jumping, throw your 2nd Sword at him. Jump over and finish him off with a wall attack. Take his fresh Sword as your 2nd  Weapon. Climb the ledge in front of two columns and jump over the gap. Run and jump to the corner.
When hanging from this ledge suddenly two Guards will appear. Pull up, throw your 2nd Sword, and kill them. Prepare for a battle when pulling up. Do wall attacks from the left side or you’ll end up in the gap. If so, rewind and continue. With a good stroke you may throw one of the Guards into the pit. Take a 2nd Sword. If you lost some Sand Tanks smash the jars and refill the Tanks. Climb both ledges by the left wall and jump up. Another Guard waits for you here.
Throw your 2nd Sword, jump over him and finish him off with one stroke. Take his Sword. Climb the ledge on your right and jump to a Dagger plaque.  
When you run and jump you’ll reach the upper plaque. Taking Kaileena from the Island of Time,  she fell in the hands of the Vizier and I promised no harm to her. Jump to the higher ledge and move left. Another gap but the wall seems cracked. Make a wall run to the ledge, and from there another wall run to the shutter where you press [B1] to jump to a narrow ledge. Side walk left and drink/save from the Fountain.
Next Sublevel: The Royal Chambers 
Level 2 
The Palace of Babylon
The Royal Chambers
Step on the floor switch to open the door and go inside. I’ve been pushed deeper into the Palace, and further from my enemy! 
Go all the way down. A cut scene will tell you a story and a voice is speaking to the Prince. Something strange is happening to the Prince’s left arm and he is slowly being transformed by the Sands of Time! He ends up in the Sewers of Babylon lying unconscious. Wake up Prince! 
The Prince is bare chested now and is standing up in shallow water. Notice a Save Fountain on your right. Save the game by this Fountain.
Up to the next Level: The Underground, sublevel 1 - The Sewers 
Level 3 
The Underground 
The Sewers – Part 1
Run and jump to grab the pole in front of you. Now learn a new acrobatic Skill. Hold [B6] to swing on the bar and then press [B1] to release.  
You’ll be flying to the next bar. Repeat a swing to the 3rd bar and then to the ledge. Around the corner jump to the next bar and use [LAS] to turn around or move along the bar. Make a wall run and grab the U-shaped bar. Turn around here and swing/jump to the steps. Wall run to the next bar.
Press [B1] to climb on top of the bar. Move [LAS] towards the gap and press [B1] to jump to the narrow ledge. Shimmy left behind some corners and reach a wall gap. Press [B4] to hang between the narrow walls... and lower down.
Here you will meet a new kind of Ghoul like enemies. Easily kill them with wall attacks and take an Axe as a 2nd Weapon. They’ll also shed Sand for your Sand Tanks. This nasty voice will keep talking to you – seems like God. Move along, jump up and stab your Dagger into the vertical wall groove. This section will withdraw into the wall and create a wall gap.  
Press [B4] to hang from a ledge. Press [B4] again to hang between the narrow walls. Now lower down and jump to a beam.  
Press [B4] to drop to the lower beam. You will be standing on this beam, so press [B4] again to hang from it and [B4] twice again to hang down from the lowest beam. Now let go. Drink from the water to restore your Stamina. Climb the ledge on your right and notice a column interrupted by a jet of water. Jump to the lower part of the column, jump backward to the wall and immediately press [B1] when you touch the wall to jump to the higher part of the column. Then this part of the column will lower down and repair the column into one piece. You will hear a “click”. The column has been restored.
Don’t bother with the narrow ledge and the plaques on the wall. They’re just there for show. Drop down and notice that a door has opened behind you. Enter and walk on the short narrow beam. Side jump to the wall gap. Lower and drop down. Jump down from this ledge and go to Landscape View. Notice some narrow ledges on the opposite wall.
Jump to the first ledge. Move right, jump higher and pull up. Jump up to a ledge and hanging down jump backward to a hanging column. The column will lower down a bit. Turn around and notice how a part of the wall with a Dagger plaque behind you is constantly moving into the wall and out. Jump to the bar and from there to the plaque when the moving wall is nearest.
When the wall part is back aligned with the main wall, make a wall run to the left ledge. Go to Landscape View and notice that you have to make a wall run to end up between two narrow walls. Slide all the way down and drop into a room. You may smash the jars here and fill up your Sand Tanks. This nasty God voice keeps asking Now, where is that Vizier? I suggest you get moving. When the Prince walks into this room he will now transform into the Sand Wraith. What monster have I become???
As the Sand Wraith you will receive 3 new combat Skills: 
- Breeze of Anguish: 3 x [B3]
- Hurricane Breeze: repeatedly pressing  [B4] 
- Chain throwing and pulling: press/hold [B3] 
But you also lose one Skill: picking up a 2nd Weapon. Alas, your Stamina is constantly dropping too – and fast – hence you have to find Sand everywhere and EAT like hell! Always keep a good eye on the meter. 
I also want to bring your attention to the lower circle section of the Stamina meter: that part is colored pink. Remember that lower part for later in this Sublevel. Before loads of enemies will appear out of the blue, turn to the white stone in the wall behind the gap and Chain pull the white stone out of the wall that will open a door behind you. If you’re not fast enough you will have to fight all of these enemies. Open the door and run through. From the narrow beam jump to the bar and from there to the column and slide down.  
Now fight the enemies here with your new Skills remembering to constantly EAT sand. The Hurricane Breeze will light these enemies and stun them on the floor where you can finish them off and retrieve their Sand. You can also do wall attacks. However, get out here as fast as you can when your Stamina is full again, and walk on the narrow beam. Run and jump while pressing [B3] to Chain swing from a beam upon a ledge. Walk on another narrow beam. Chain swing and press/hold [B3] to Chain swing again. Swing to the second beam.
End up on a ledge where new enemies will attack. Take down as many as it needs to fill up your Stamina and then jump up to two ledges. Jump between two narrow walls and drop down. There is a new white stone in a wall you can retract with the Chain that will open a door. Fight some enemies and speed up climbing two ledges and running through the door before it closes.
NOTE: there is no saving here. Go to: The Sewers – Part 2
Level 3 
The Underground 
The Sewers – Part 2
Meanwhile the Prince is asking “God” why he has become this Sand Wraith? Listen to what the fellow has to tell him. Saying that he has been blessed with a “Gift” and has become “stronger and faster” now. What a nonsense with an ever dropping Stamina! Then “God” says I am the other part of You! 
In this new room are objects to smash for Sand. Constantly keep an eye on that ever dropping Stamina Meter!! Run up to the wooden wall and shimmy left. Pull up and jump to a higher ledge. Here are new Sand objects. Wall run from a corner to the opposite ladder and climb up.  
Smash some jars for Sand, climb up to the ledge, run to the wall with the mechanical groove, climb up and stab your Dagger into the groove. This part of the wall will now move forward. Immediately jump to the bar behind you and swing/jump to the next one facing a spiky cylinder in the wall. The half-cylinder will rotate into the wall showing its flat side.
Swing/jump to the panel and when touching press [B1] to jump to the wall behind you. When touching this wall press [B1] again and this way move upwards by repeating jumps between the walls. You’ve done this kind of wall-to-wall jumping before and don’t need to use [LAS]. 

Once up, smash jars for that blasted Sand! Walk up to a narrow beam and side jump in between two wooden walls. Slide and drop down ending up in shallow water. Water breaks the Sand Wraith Spell and you’ll return into the “normal” Prince. Remember this.  
Further up there is a narrow ledge on your right. Jump up and backward to another, higher ledge. Notice that part of the wall behind you sliding up and down? This panel has a Dagger plaque. When the panel is down, jump and stab your Dagger into the plaque. Jump backward to that plaque.
Now don’t hang to long on this panel going up and down because you’ll soon drop down too. Should that happen, rewind. When the panel is on its peak, wall run to your left to a landing. Two fierce enemies will attack you here. Wall attack them and take a 2nd Weapon.  
Walk along the hallway and find another foe you’ll have to kill. This hallway is divided in a number of sections. On the left wall of the 2nd last section there is a Dagger groove that will open the door at the end. Climb up and stab the Dagger into this groove. Drop down with [B4] and run and roll under the door while it is closing. You’ll be entering a strange room. On your right there are lethal mechanical traps and on your left there is a pair of curtains. The curtains are hiding a passage.
Go through the curtains and make a wall run on your right side to the next ledge. Jump over a gap on your right. Walk up to the narrow beam on your left. There are 3 beams in front of you. Jump to the first beam. Side jump to the next two beams, and walk to the landing. On your right jump from one narrow beam to another one. Jump to the opposite beam. Walk left and jump to the landing with a Drinking Fountain.
Drink from this Fountain... but you won’t be requested to save your game. Instead, you will notice how the lower part of the Stamina circle will fill up in blue (The part of the Icon I just asked you to keep in mind). Turn around and notice two circular saws spinning around and blocking your way out of there. Observe the rhythm of the saws and try to safely pass.
Then you’ll have to walk on a beam where two rows of each 8 arrows will be shooting from the wall on your right. Wait until all arrows of the first set have been shot and pass to the middle of the beam. Act similarly with the second set of arrows. At the end of the beam a couple saw blades are coming in an out of the walls. Jump when the blades are into the wall.
When you reach the other beam there is a floor saw behind a small section of popping up floor spikes. Also here observe the motions well before passing both traps and arriving into the light. Should you die somewhere in this row of traps, you’ll be transported back to the Fountain and you will have to drink from it again. Drink and start allover again passing the traps.
When you safely have passed the lethal mechanical traps you will obtain the Bonus Health and return to the Fountain. Your Stamina circle will now have increased with a small fraction, meaning that there will be more Bonus Health Fountains to be found in this game until the circle will be full. 
Also we have learned the following things: 
-  A Drinking Fountain may either be a Save Fountain or a Bonus Health Fountain
-  When drinking from a Bonus Health Fountain you will have to complete a Challenge Task first before actually obtaining this Bonus Health. 
Now you can safely return to the curtains, the same way as you entered before, because all lethal traps will have vanished. Back in the room pass the triple trap on the opposite side: two couples of wall saws and a pop-up spiky floor in the middle of them. Observe, time well, and run past this trio of traps. After this set of traps you’ll (finally) find a Save Fountain on your right. Drink and save the game.
To the next Sublevel: The Tunnels
Level 3 
The Underground 
The Tunnels
Continue from the Save Fountain and make a wall run + jump to the ledge on your right. From here make a wall run to the ladder. Meantime “God” is still talking to the Prince: We should mo-oo-ve. I’m getting the creeps of this guy. From the top of the ladder jump backward to a narrow ledge. Pull up and from that moment a row of 13 Dart Shooters will appear on the opposite wall. Avoid the arrows from the Dart Shooters.
When all arrows have been shot, they will have to reload. Jump to the upper ledge and immediately backward from there to the opposite ledge above the Dart Shooters. Quickly press [B4] to hang down from the narrow ledge because on the opposite side there is another row of Dart Shooters that will hit you when standing. 
When all arrows have been shot and the machine is reloading, pull up and jump to the higher level. Behind the corner there are two Archers at the far end. Run towards them jumping over two gaps. If you hang down from the last ledge, pull up and try a speed kill if none of them sees you. In most cases that won’t work though, so you’ll have to fight them anyway. Keep moving and do jump-over and wall jump attacks. They’re hard to defeat. You may quickly lose Health here.
Run up a wall in the corner to a narrow ledge and listen to a long story about the Prince’s past. Jump up to the higher ledge, pull up and jump to the horizontal wall groove. Shimmy all the way to your right and drop down to a lower narrow ledge. Watch out when dropping to the lower ledge here.
This ledge will crumble and collapse, so quickly move to the right and jump up to a safe ledge (hanging down) and jump backward to the opposite narrow ledge. Walk right, jump to a horizontal wall groove, shimmy to the right and drop down to another crumbling ledge. Immediately side step to your right, jump up to another ledge that soon will collapse too, and jump to the opposite ledge. 
You’ll hear the sound of a new set of Dart Shooters. Go all the way to the right and jump to the narrow ledge. There is a row of 8 Dart Shooters above you. Move to the right side. When the arrows are reloading jump up to the upper wooden ledge and pull up. Repeat with the second row of Dart Shooters. Avoid the arrows of both rows.
Quickly shimmy to the right and pull up there. Look up and notice two ledges above you that repeatedly slide in and out the wall of a tower.
As soon as the lower one slides out, jump and pull up. Immediately repeat with the second ledge. Slightly go right and jump up to the top of the tower where you will find a Save Fountain. A cut scene will show your location: a looking tower on the corner of a Fortress far outside the wall around Babylon. When looking at Babylon from here the Prince of Persia will become sad again, talking of his past in this City (was he born there?).  
Then the Prince’s attention will be attracted to a light beam coming up from a balcony down in the Fortress. Go to Landscape view and watch how the Vizier is resurrecting in a pool of light, surrounded by Guards. Drink and save while “God” is whistling.
Next Level: Suburban Babylon, Sublevel 1: The Fortress
Level 4 
Suburban Babylon 
The Fortress
This entire Level is all about the outlying area behind the many walls and the lower parts of Babylon with their narrow streets. The first two Sublevels are in fact one Sublevel, because there is no Save Fountain in between them. I have split them into two separate parts: The Fortress and The City Gates. Step from the opening in the banister and hang down between two narrow walls. Press [B4] to support yourself between the walls.  
Slide down and drop down to the balcony with the light beam. Kill the Sand Gate Guard to prevent him from calling reinforcements. That is the one with the horned helmet near the light beam which apparently emerges from a Sand Gate. You can try a Speed Kill when the other Guard is walking away, but I’m afraid you won’t succeed. You will get one stab but not a second to finish him off. When you fight both Guards, new ones will keep appearing from the light beam. Running and jumping over with a stroke is most efficient. Keep moving and rolling around and do plenty of wall attacks! 
Once all the enemies near the Sand Gate are killed take a 2nd Weapon, there are many scattered around now. Approach the Sand Gate and the Prince will stab his Dagger into the opening. That will award you with the activation of your 4th Sand Tank.  
Stand in the opening of the banister and wait for the rotation of the half-cylinder. When flat, wall run and jump right to the bar. Swing/jump to the next bar and then to the balcony with the Archer. Hit the archer until he falls from the balcony. Run and Jump to grab the hanging chain. If you miss the chain – which you will - you’ll land on the floor and will have to fight 3 Guards and an Archer. 
Try to survive though with the Prince’s acrobatics, and climb the small hut in the corner. Run up the wall and stab your Dagger into the first plaque. Go up to the second plaque and look left. Wall run to the third plaque on your left. Look left and notice a shutter on each wall.  
Then wall run to the first shutter, jump to the second shutter and from there to a narrow ledge. Drop to the floor. On the opposite wall run up to a higher narrow ledge. You can see an upper balcony from here with two Guards. The first is walking up and down, so when he turns his back to you pull up and try a Speed Kill, which probably won’t work either. So, it’s back to the acrobatics and the combat Skills. 
First strike the Guard to the floor and run to the Archer. Jump over him and strike. Then take care of the Guard. Rotate the lever switch a half-turn. This will open one of two grated gates on this floor and also one of two below you (a first of two giving access to the Fortress). Notice two cylinders on the wall. Make a wall run across the two spiky half-cylinders (when turned flat) to end up on a balcony where you’ll turn into the Sand Wraith once again.
Run along the wall and press/hold [B3] to Chain swing, ending up on a ledge. Move to the right of this ledge. Run further along the wall and hold [B3] to Chain swing, then press [B1] onto the rope. The Camera View is switching during your run, so you can see when you will be parallel with the rope (in fact it is a chain) and then press [B1]. This is quite a difficult move. Lower down from the chain and press [B3] to Speed Kill a Guard below with your own Chain.  
Down there the enemies are quickly killed with the extra Sand Wraith Skills. However, ignore these guys and run straight to the central column. You can use a new Skill if you like: the Column Chain Attack: hold [B3] toward the column. 
Either way, jump up to the column, climb up and swing/jump to the 3 next poles in a row. And don’t keep hanging there because you’ll quickly fall down. From the last pole jump to a mechanical groove in the wall, stab your Dagger into the groove and the Gate on your left will be opened (this was the second Gate, remember?). Quick now, this opened Gate is timed.  
Drop down, ignore new enemies, turn around the corner and run through the gate. Once you passed, the gate will close and all enemies will get stuck inside. Proceed to the shallow water pool and turn into the real Prince again. This is a Checkpoint.
Go to: The City Gates (warning: there is no saving here)

Level 4 
Suburban Babylon
The City Gates
This is a Checkpoint. Somewhat further in the alley there is a two horse Chariot standing, and a cut scene will start when you step out of the puddle. Are you sure you can control this thing? You’ll jump onto the Chariot and now you’re in for a really wild ride! At the start two Guards are crossing the street carrying a woman locked up in a sedan crate. The Prince's Chariot will bump and kill the Guards while continuing his ride. A mysterious woman crawls out of the fallen, broken crate and is freed... Who is she? She stands up and watches the Prince's ride until he disappears out of her sight.

Follow the road and when you see another Chariot coming from your left push it aside and it will smash into pieces. The road is going from left to right and if you hit a rock you’re dead. In that case rewind and continue this thrill ride. Other Chariots will appear and chase you, so push them all aside.  
Then enter the first Gate of the City’s outer wall. You will be passing a number of Guarded Gates in the many walls surrounding the well protected city of Babylon. When entering the Gate of the outer wall, push the Chariot aside. In the out lying areas between the walls you’ll have to ride through narrow streets with split sections and jump with your Chariot over gaps and dry rivers.
Getting deeper into the outskirts after a number of wall Gates, armed Guards will run and try to jump into your Chariot. Throw them off with one or two strokes but keep an eye on that road! When the inner wall of the City finally comes in sight a last Chariot will join you on your left in a neck to neck race to the closing Gates of the inner wall of Babylon ! This is like the ride in the Ben Hur movie!   
[Historical remark: Notice how the wheels of the Chariots are not circular, but dodecagonal ? That means: the wheels are 12-side polygons. Indeed, in the Babylonian Age the round wheel was not invented yet! Also have a good look at the Tower of Babel that would "reach to the skies". The Tower's design was inspired by a Renaissance painting based on ancient manuscripts with drawings]. 
Keep pushing this Chariot to your left until it smacks onto an obstacle, while the Prince’s Chariot will be shot into pieces by a fire ball launched from the top of the inner wall. One horse will survive and the Prince will be catapulted onto the horse in front of the Gates, closing very fast now.   
Now the Prince on his horse has to hurry to the inner Gates of the City. He may pass through the narrow gap between the almost closed Gates. Right on time... phew! Inside the City the Prince is continuing his horseback ride into a suburban maze of streets.  
A cut scene will then show how he gets off his horse and climbs up high until he reaches an open section in between rambling houses. Smash all jars you can find in there and fill up your Sand Tanks, should you need to. 
Go to Landscape View and notice a number of ledges to get all the way up to a higher street level. Jump to the narrow ledge above the door and pull up. Jump higher and around the corner jump to the opposite ledge.  
Get up high and climb a ladder. On top jump to the opposite narrow ledge. Some conversation will go on with “God” again. The Prince (and so am I) are fed up with his interference now... From this ledge jump to a higher ledge.  
Jump backward to a higher opposite ladder and climb up. Up there you will reach some kind of a back alley. There is a fire behind the balcony on your right and a ladder on the left side of the opposite wall. Go left of the balcony banister, hang down parallel with this ladder and jump backward. Climb the ladder and jump backward to the opposite narrow ledge. 
Pull up, turn around the corner and jump backward to another ladder. At the top of this ladder you can jump backward to a balcony’s banister. Pass a few stairs and on your left you’ll meet a Save Fountain. You can drink and finally save your Game now.
Go to the next Sublevel of Suburban Babylon: The Lower City
Level 4 
Suburban Babylon 
The Lower City
In this Sublevel you will meet many packs of enemies and a new kind of monster. Remember that it is always better to avoid a battle whenever possible! Only fight if there is no way out. And I still have problems with that Speed Kill. You have to sneak from behind an enemy, wait until your Dagger flashes and then press [B1]. Then wait until the Dagger flashes again and quickly stab, which move depends on a fraction of a second. And if your move is not exactly timed, you’ll have to fight the enemies with acrobatic and combat Skills. 
Run to the right side of the Save Fountain where you will find a short narrow beam. Go to Landscape View and watch how the invaders are molesting the innocent people of this suburb. Jump to the next beam. Follow right and jump to a narrow wall ledge. Side walk around the corner and press [B4] twice to end up on a lower narrow ledge. Walk to the right passing a window with one or two Guards inside. Don’t pay any attention to the Guard’s growling.
Walk up the narrow beam on your right and jump to the opposite beam. Walk to the terrace and turn left. You have to make a wall run + jump from the shutter and end up on a balcony. When you land on the balcony, you’ll be hanging from the banister on your right. Depending on how fast you played this first part, a Guard may be waiting for you on that balcony or not. If so, the Guard will strike you so you will drop down dead. However, immediately press [B1] and stab your Dagger into a lower plaque. But if you were fast enough no Guard should be standing there. Go to Landscape View and overlook your situation while hanging on the plaque. 
Below you a Guard is walking up and down. Go to Normal Camera View and now you have two options. You may drop down when he’s walking away and try a Speed Kill. But like already explained, in most cases you won’t succeed. So here is my suggestion: drop down when this Guard is behind you. Jump over the second Guard, run around the corner and walk on the narrow beam. They can’t harm you on that beam! Jump to the opposite bar. Swing/jump to the opposite wall gap and suspend yourself. Swing/jump to the opposite wall gap and suspend yourself.

Slide all the way down where a bunch of Guards are protecting a Sand Gate. Drop down when the first Guard is underneath and has turned his back. Try a Speed Kill but it won’t work anyway, so now you’ll have to use all of your acrobatic Skills to get rid of these Guards. There are many new ones appearing from the Sand Gate. 
These are your best tactics: Only make wall attacks and never confront them face to face because you will be sliced into pieces in no time, and blocking won’t help at all.
So, make a wall attack and run/roll to the next wall or pillar where you make a new wall attack. Just keep running around and repeating these attacks. Eventually they’ll all turn brown, meaning their life Stamina has nearly gone. When a brown one is lying down isolated, stab him with your Dagger, but even that won’t kill the bugger. You will need at least 4 more wall attacks to get him down for good. 
And the terrible thing is: they’ll all shed Sand when they die, but you’re unable to fill up your Sand Tanks. When they’re all gone, stab your Dagger into the Sand Gate and Gain 100 Sand Credits. 

Go to the other section where two more Guards will try attacking you from behind the left corner. You may avoid them by running straight to the brown carpet in front of you, climb up and make a wall run to the Dagger plaque.  
Look right and wall run to the opening. Pull up and go down to the other plaza. Now two terrible Fire Dog monsters will appear from a light beam and come after you. Keep making wall attacks but when they’re on their back you will have to stab them until they’re dead.
When both Fire Dogs are finished off go to the area from where these bastards came running (there is a fire burning at the top of the passage). Head towards that fire and on your right is a short passage with a Golden Chest in it. Break it open and earn 10 more Sand Credits. 

Return to the plaza where you go to a corner and wall run to the opposite ledge.There is no profit involved with smashing all jars here. They don’t contain any Sand anyway! Run/Jump to the opposite ledge. No Sand in all the garbage here either. Run up the wall and jump over the banister. Smashing all stuff here won’t give you any Sand again. 
Run/Jump to the next platform, where there are fires on the floor, and there you’ll transform into the Sand Wraith again. At least at this point you’ll be returning here when you will die, since this is a Checkpoint.  
When new Fire Dogs arrive, ignore them and quickly turn left to the edge. Jump with your Chain to the opposite ledge. Run to your right on this crumbling ledge and make a wall run to a horizontal pole. Pull up on this pole before it crumbles and jump up hanging from an upper ledge where you’ll see a Guard. Pull up and do a Speed Kill on the Guard by pressing [B3] and repeatedly press [B3] to strangle the scumbag.  
Then wall run to your left and in the middle of the run use your Chain to run forward. On this crumbling ledge quickly run around the left corner and jump to the pole in front of you while doing a Chain swing in the middle of your jump. You’ll end up on the opposite ladder. Climb the ladder all the way up and find a puddle where you will become the Prince of Persia again.
Babylon's Defenders are still alive. The City is not taken yet. Perhaps Father is among them? Go down and find a Save Fountain on your left.
And now... up to the Lower City Rooftops
Level 4 
Suburban Babylon 
The Lower City Rooftops
Jump to the ledge to the right of the Save Fountain and get rid of an Archer before he notices you. Jump over the banister, drop down and kill another Archer. Wall run to a shutter and jump to the opposite shutter on the tower and from there jump to the balcony.  
When hanging from the balcony a cut scene starts where a Guard is running to the Prince and striking him so he will fall down. However, an unknown Archer kills the Guard with his arrows and the Prince has no idea where this Archer is hiding. 
Who is this? Someone helping us! Who is there?  The Prince is picking up an arrow. You have done me a great service, show yourself and then I might thank you! So very strange... I wonder... No, it is silly to think such things. 
Jump to the next rooftop. Remember Azad’s Furious Retaliation: press [B2] – [B2] – [B3] – [B3] – [B2] – [B2]. Climb up to the wall and kill the Archer. Go to Landscape View and notice two Archers on the higher rooftop. Climb up and kill them one by one with wall attacks and strokes. 
Dreaming about the girl again? Well wake up! ...“God” really starts getting on my nerves. Did you fall asleep? And more nonsense like that: Hello-o, have you forgotten how to move?  
Climb up to the higher rooftop and “God” will tell you to go down again. Jump to the lower rooftop. See that shutter on the wall? Wall run and jump from there to a chain. An Archer is walking down below. Lower down and from this point notice that there are in fact two Archers there to deal with.
Drop down so you can do a Speed Kill here (if it works?) and then easily take care of the second Archer with wall attacks. Go to Landscape View and notice a strange looking creature standing near a box. Remember Mithra’s Vengeance: press [B2] – [B2] – [B2] – [B3] – [B3]. However, when you go inside there is no such creature (he disappeared?). 
Around the corner you can run/jump to an opposite narrow ledge. Drop down twice to lower ledges (the first will crumble) and proceed through the open door. Go left, run up to the wall and stab your Dagger into a plaque. Jump backward to a narrow ledge on the opposite wall and then jump up to a higher ledge and from there to a rooftop. Make a wall run and at the end press [B1] to stab your Dagger into a plaque. Look down here.
Notice two more Dagger plaques on the left wall and also one below you. Drop down and use the lower plaque, and from there drop down to the floor. Go to the other wall where you saw both plaques and smash a jar to free your way up the wall to the lower plaque. Move to the higher plaque. Look right and notice a Dagger groove. Wall run to that groove and stab your Dagger into it. Two doors will be opened by this mechanism. Both doors are timed!
When dropping down you’ll notice how the left timed door is closing in front of a Save Fountain. What about the second door? So repeat the scene with the dagger Plaques and the mechanical groove, drop down and run to the second door that is lowering too and roll under it to get inside. Notice a Dagger groove on your right and remember that spot. 
Hang down from the ledge and drop down to a narrow ledge. Walk left, drop down to another ledge, and finally drop down to a last one where you will be hanging from. Pull up and look around. Go to the right and jump backward to a narrow ledge on the opposite wall. From there drop down to the floor.
Jump to a lower ledge and to the lower floor. Around the corner there is a Golden Chest. Smash it and collect 10 Sand Credits. Run around the left corner and run up to a meshed grille. Move right and run up to the second meshed grille. Jump up and there is a Drinking Fountain. Pull up and drink from the Fountain.
Now we remember that this kind of Fountain is a Bonus Health Fountain, don’t we? Turn around and face the Challenge Task. It starts with two spiky half-cylinders in the floor. Both Cylinders are rotating. When they’re both flat pass in the middle of both panels and walk along a narrow beam. On your right side are Dart Shooters. When their arrows have been shot jump to the next beam and walk to the middle of that beam. Watch how more arrows are launched.  
Now you will have to pass two rows of Dart Shooters. Time your jump to the next beam well and walk up to the perpendicular short beam. Jump to the opposite narrow ledge and quickly jump to two higher ledges that are constantly retracting into the wall. Jump up to the landing where you will see the light. Walk to the light and gain your 2nd Bonus Health. 
The Prince will then reappear in front of the Fountain. Backtrack from where you came and jump up to the wall where you use the Dagger groove. Run up and stab your Dagger into the groove allowing the mechanism to open the door. 
Quickly run through the timed door and smash all objects you can find: lots of them contain Sand for your Tanks, should you need them. Now once again, run up the opposite wall and repeat the whole show with the Dagger plaques and the groove. Only this time, run through the first door and save by the Fountain.
To the next Sublevel: The Arena

Level 4 
Suburban Babylon 
The Arena
Here is your first Boss fight and prepare for a very nerve wracking combat. Follow the hallway. Then a cut scene will introduce you to the horrible giant monster you’ll have to defeat. I don’t like the looks of this!
This thing was once a man, he was there when Kaileena died! The giant will strike the Prince with his enormous sword. Stay close to the Arena’s wall to avoid further strokes and immediately run to the stairs.  
Run up the wall and stab your Dagger into the plaque. Quickly wall run to your right to a next plaque where the monster will try to hit you and in between these hits you can wall run to the ledge on your right. Jump over the banister and from the stairs run up the wall for the next plaque. Immediately wall run to your left to the ledge, pull up and walk on the narrow beam. Start your first Speed Kills from this narrow beam.
Press [B3] to start a trio of Speed Kills. The Prince will jump to the monster and when his Dagger flashes in mid-air press [B1] to perform a 1st Speed Kill ending upon his shoulders. Now you have to carefully observe the Prince’s Dagger when he is running to the left shoulder. As soon as it flashes again press [B1] to perform your next Speed Kill into his neck. The Prince will then run up to his head and you can do a 3rd Speed Kill when the Dagger flashes and hit him in one eye. The 3rd Speed Kill will leave the giant half blind.
Then the Prince will run down from the Giant and now you have to go to the opposite side of the Arena to find a small ramp from where you’ll have to jump to a beam on the right side. Pull up and side jump to your right to a ledge. Climb the stairs and run up the wall to stab your Dagger into a plaque. Wall run to your left to a ledge and walk on the narrow beam. Press [B3] to start three more Speed Kills just like you did before. 
Now this is very difficult. Keep a keen eye on that Dagger flashing because it all depends on a fraction of a second! There are also three Speed Kills to do here: the 4th when jumping at him in the air and the 5th when the giant holds the Prince in his hand like a King Kong. Then the Prince will be thrown into the air and the giant will grab him again and hold him in front of his face. As soon as the Dagger flashes stab his second eye so he’ll become completely blind with your 6th Speed Kill. 
A small cut scene will show how the Prince returns to the floor. You now have to run behind the giant and hit his calves. However, the problem is the Camera View: it will constantly move from point of View and you won’t know where you’re standing. You always have to go behind him again by running/rolling (you can do that between his legs). This giant will keep on blindly striking his Sword, so you have to avoid these strokes. Run between his legs.
You have to hit one calf about 4 or 5 times until he is standing on one leg and then hit the second calf also about 5 times until he falls on his knees. Then the Prince will run up his back and you have to watch the Dagger flashing  and press [B1] for a 7th Speed Kill.  
Next, the Prince will be thrown into the air falling onto the giant’s back again. Somewhere in the middle of this fall the Dagger will flash and you really have to be very fast to push [B1] and do an 8th Speed Kill. 
At last the Prince will run up to the giant’s neck and when the Dagger flashes again, you must promptly do your 9th and final Speed Kill. If you’re not fast enough immediately after the Dagger starts flashing, or if you stab too early, the giant will throw you into the Arena and you have to start all over again. When the giant is defeated after your 9 Speed Kills, a door will open releasing some prisoners. The Prince will run away from them, jumping into a pit and turn into the Sand Wraith again.  
Then you will be asked to save your Game. Please, do so. You don’t want a second fight with this giant!
To the next Sublevel: The Arena Tunnel
Level 4 
Suburban Babylon 
The Arena Tunnel
Wall run to the opposite ledge over a pit full of spikes. Run up the wall in front of you, grab a narrow ledge, pull up and walk left around the corner. Above you a ledge is sliding in and out of the wall. Jump to it, pull up and immediately jump backward to a bar while using your Chain in mid-air. From the bar you will be landing on the opposite narrow ledge. 
Climb up to the higher level and follow the hallway (past two corners turning left). Then on your right there is a pit protected by two trap beams hidden in each wall that will quickly close when you pass. Observe the situation.
Run/jump and use your Chain on the bar to end up on a narrow ledge. Above you a beam is constantly pounding to the left wall and slowly retracting into the right wall, and when doing so, jump/pull up to two higher ledges before the beam pops out again. Wait to pull up until the beam retracts.
The female narrator will babble more about the Prince’s fate and why he is continuously turning into this Sand Monster which has something to do with the Vizier.

[Historical remark: Did you know that the verb “babble” (“babbelen” in Dutch) was derived from the name Babylon – or better: from the Tower of Babel, where there was this confusion of languages occurring? Perhaps that is why they now have this army of interpreters in Brussels]. 
Stand under the narrow beam, jump and pull up and side jump to the ledge on your right immediately after two successive beams are pounding on the wall to your side. Pull up and run past them while they are slowly retracting into the wall on your right. 
You have to finish this entire first section very fast since being the Sand Wraith your Stamina is quickly dropping. In the corner behind the second beam you can smash a couple of jars and finally restore your Stamina. Slide all the way down the ladder on your left in the middle of the ledge, and once down do not jump to the floor (you’ll die!) but use your Chain to pull a grey block out of the opposite wall.  
Jump backward to the block and while it is retracting jump up to the higher level. Now quickly run forward and roll under a fast closing door. Here you can restore your Stamina once again by smashing a few jars. On your right there is a broken banister. Wall run and in the middle of this run use your Chain on a torch to jump to a narrow ledge on the opposite wall.

Go left and jump/pull up to a higher narrow ledge. Go to the far left and jump backward using your Chain in mid-air on the bar to end up on a narrow ledge on the opposite wall.  
Jump/pull up to the higher narrow ledge. Jump backward to a narrow beam and from there side jump to the next narrow beam. Then side jump to the ledge on top of a descending ramp. Go down and enter a room with a shallow pool on your left where you will become the Prince of Persia again. 
Go down the stairs in the direction of the burning door, veer to your right and a long cut scene will start. The Prince will be attacked by a Guard but the Guard will be shot by a mysterious woman from the opposite balcony. Then the Prince will finish him off with his Dagger.  
Then the Prince will start a conversation with the girl who apparently seems to be an Indian Princess whom the Prince of Persia was told would travel to Babylon. Now we understand that she must have been the one that was set free by the Prince’s ride into the City! When a second Guard sneaks up on to the Prince from behind, this “Indian Princess” shoots him down with her bow and then disappears. So... she was the mysterious helper of the Prince all a long!  
On your right there is a Golden Chest. Smash two jars first and then get 10 Sand Credits from the Chest. Save the Game from the Drinking Fountain on the left side.
Next Level: Downtown, first Sublevel: The Balconies

Level 5 
Downtown 
The Balconies
Wall run to the shutter and jump to the balcony where an Archer and a Guard are patrolling. Avoid a fight with these guys and quickly climb the block where they can’t harm you for a while. Then wall run to the next shutter and jump to the opposite balcony, where there is another Archer that you can easily put down. 
Hanging from the banister jump backward to the opposite balcony and kill the Guard there. Go down to the lower balcony and smash a stand for a 2nd Weapon. This also is a Checkpoint should you die further in the Sublevel. Run up the wall to a Dagger Plaque. 
“God” will start babbling again, just don’t pay any attention to that loser and look left noticing two more plaques and a chain. Wall run left from one to the other and then wall run and jump backward to the chain. Notice two plaques on your left and a chain.
Lower down the chain and drop down. Don’t bother fighting that Guard but walk on the narrow beam (you can also shimmy). Jump to another chain from the end of the beam and notice two Guards below. Jump down and kill them with wall attacks rather than a Speed Kill. I find these tactics much more efficient. They’ll shed Sand too, so you’re in optimal condition again. Drop down to the Sand Gate. As usually, the Sand Gate is well protected by Guards.  
Once again, it is important to run around here and make wall attacks, then jump backward or run to another wall. Getting these guys down depends on your combination of acrobatic Skills: wall and run-over attacks, stabbing when a brown one is lying down isolated... When they’re all finished walk to the Sand Gate and gain The Eye of the Storm. Stab your Dagger into the Sand Gate.
This Power will allow you to go into slow motion when pressing (but not holding) [B5]. That means: your entire surroundings will then slow down for a short while whereas you still can act and run fast. The cycle is indicated by the blue part of the circle in the upper right corner. When it is full again the power will cease, but you can interrupt it anytime by releasing the Button. Run up to one of the walls and follow the stairs to where an Archer and a bunch of Guards are waiting for you. Finish them off. Do wall and jump attacks but first get that Archer down. In fact you can also easily avoid this fight by jumping over them or making a wall run straight to the wall switch on your right. Run up to this switch.
I mean somewhat further on there is a switch higher up on the wall. Run up to that switch and immediately go into slow motion (The Eye of the Storm you just gained) by pressing [B5]. Drop from the ledge behind you, turn around and change your Camera View by pressing [B8] so you can see a fast closing door although everything turns somewhat blurry.
Run/roll under it and you’ll just make it to the other side. Then roll under the wooden beams and find a Save Fountain on your left.  
Up to the next Sublevel: The Dark Alley

Level 5 
Downtown 
The Dark Alley
On the right side of the Fountain go to the skewed wooden floor and turn to Landscape View. You will see a Dagger plaque high above a ledge. Return to Normal Camera View and pick up a 2nd Weapon from the stand on your right. But you can’t run up to the ledge. You have to wall-to-wall jump to the plaque and stab your Dagger into it.   
Wall run to the ledge. In the room on your right there is a ladder (look up). Run up to the ledge, pull up and climb the ladder ending up on a wooden walkway.
Go to the end of the walkway and drop down to the lower rooftop. An Archer and a Guard are patrolling there. You can fight these guys if you like but you also may avoid the battle and quickly drop down to a lower section where you can hang from a banister and jump backward to the other rooftop where you’ll definitely have to defeat an Archer. But that isn’t so difficult: simply make a wall attack and the Archer will fall down from the rooftop. Run up to the wall and meet Princess Farah again - the Maharaja’s daughter. A cut scene will show a conversation between the Nobles. Prince: She will prove a valuable ally.
Smash some baskets to fill your Sand Tanks on this rooftop. From the banister jump down and ignore the Guard but immediately run up to the Dagger plaque. Wall run to the left Dagger plaque and then to the ledge where you will have to defeat an Archer and a Guard. Remember, go for the Archer first. Jump to the other rooftop where the fires are burning. Fight two Guards here and then meet Farah again who is standing on a higher ledge.  
They both decide to co-operate from now on. A door opens at the back of the Prince. Run through that door and walk on the narrow beam from where you can jump into a wall gap. Slide down. Now you will notice a Dagger plaque behind the Prince’s back. Turn around using [LAS], jump forward and stab your Dagger into the plaque.

On your right side there is a red curtain. Wall run to the curtain and slide all the way down. Smash some baskets down there to fill your Sand Tanks. Run all the way to your left and climb up to a ledge. Pull up to another balcony. Go right and notice that you can make a wall run to another red curtain. Slide down from that curtain and when you reach the end quickly jump backward to a ledge. Smash some more baskets here and fill up all of your Sand Tanks. Run past the door to your left and go to Landscape View. Overlook the situation here.
Apparently you will have to make a wall-to-wall jump to reach the left narrow ledge. Once there, pull up and this woman in the background starts talking again about restoring things or whatever. Side walk until your reach a narrow beam. Walk on the beam and jump from its end to the opposite balcony. 
Continue past the right corner where there is a gap in the floor. Make a left wall run and find a ladder on your left side. Climb this ladder and find another ladder on the left side of the upper platform. On top of this ladder you’ll reach a higher platform with a Save Fountain on your left. Before saving the Game smash the two jars near the Fountain and fill up your empty Sand Tanks. Save your Game!
To the next Sublevel: The Temple Rooftops - Part 1

Level 5 
Downtown 
The Temple Rooftops - Part 1
[Warning: This Sublevel is very long, so I have split it into two parts and there is no saving in between the Parts. However, there is a Checkpoint at the end of Part 1, meaning if you die in Part 2 you will return there]. 
Walk to the wooden part of this platform and a cut scene will start. The Prince of Persia and the Princess of India will have a discussion. Also the lit Image of the resurrected Vizier will appear down below. Finally Farah will point the Prince to a direction he will have to follow.  
From the broken banister you will notice a huge statue on a pedestal. Jump down from here and avoid a fight with some visible and invisible Guards by immediately running to the other side of the pedestal and climbing up to a Dagger plaque. Jump to a higher ledge and shimmy to your right around two corners until you see a column at the Prince’s back.  
Jump backward to the column and ascend until you see a Dagger plaque on the opposite wall and a shutter right of it. Turn around and jump backward to the plaque. Then wall run to the shutter and jump from there to a ledge and pull up. In the next cut scene Farah will shoot an arrow causing some kind of bell to fall down on a lower ledge. Hang from the platform and jump backward to that ledge. There is an invisible Guard here. Well, at least you can see his silhouette. Strike once and he will become visible and then finish him off with a wall attack. Move the bell by pressing [B6] + [LAS] under the dodecagonal star decorating the wall.  
Climb on top of the bell and run up the wall grabbing a ledge in the opening. Pull up into the cave and run up the wall in front of you stabbing the Dagger into the groove with the mechanism. This will open two timed doors and Farah will escape through one of them. 
Jump back on top of the bell and make a wall run to the platform you just came from. Pull up and quickly run through the door before it closes. This is a Checkpoint. You can smash some jars inside to fill the empty Sand Tanks. 
Wall run on your left to a narrow ledge under a burning torch. Go right and jump backward to a Dagger plaque. Wall run to your left ending up on a crumbling ledge. Quickly go left and jump backward to another plaque. Then look right and observe how to move on. 
Wall run to your right to the narrow ledge under the plaque and jump up from there. Jump backward to a narrow mechanism groove and stab your Dagger into it. Now you’ll have to act extremely fast. The mechanism will pull out two timed narrow ledges: one below you and one on the opposite wall. Both grey ledges are retracting fast.
So here we go: drop down to the timed narrow ledge underneath and shimmy all the way left where you can pull up and jump backward to the opposite timed ledge. From there jump up to a crumbling narrow ledge before the lower one retracts into the wall. Immediately go right and jump up to a safe horizontal wall groove. If you die here you’ll return to the Checkpoint it just mentioned. 
Shimmy right and around the corner drop down to a narrow ledge. Walk right and jump backward to a Dagger plaque. Look left. There is a full ledge behind you, so wall run left and jump to the ledge. Wall run to the narrow ledge in front of you and pull up. Prepare for some fun.
You can hear the howling of some kind of a monster. Jump backward to the hallway and a couple of Fire Dogs will attack you (in fact they’re not “Fire Dogs" like in Warrior Within, but just very aggressive huge Dogs). Because they keep coming in packs this is a hell of a fight. Avoid this fight by immediately running to a low block on your right. Actually there are two exits out of this place but the one I’m describing here is the easiest and safest.  
Immediately after entering turn right and run to a low rock by the wall. Climb up and make a wall run to your right jumping to the horizontal bar from the curved wall. Swing/jump to the opposite mechanism plaque that will extract a block out of a wall on the other side of this place, left to the ruin of a round tower. 
Run and jump up there and make a wall run to the wooden ledge on your right. Smash three jars in the corner to fill up your Sand Tanks. Run along the curved wall of the tower and jump to the bar. Turn around and swing/jump to the top of the ruin and pull up. Overlook the site from here.
Side jump to the narrow part of the opposite ledge and go right. Run up to the Dagger plaque. Wall run left and jump to the bar. Swing/jump to the narrow beam in front of you and side jump left to the higher level. Smash all jars there that contain Sand. From one of the sides you can look down to a heavily guarded Sand Gate. This is your Checkpoint. 
Continue to Part 2
Level 5 
Downtown 
The Temple Rooftops - Part 2
Go to Landscape View to see a heavily guarded Sand Gate down below. Hang down from the banister and jump backward to a narrow beam above a bell that you’ve seen before. There are a few Dagger plaques and a shutter on the wall but they’re just there for show. Side jump to the first Dagger plaque and drop down. 
From here use a Speed Kill on the first Guard. Before doing that look down and notice that there are jars standing in three of the corners. That Speed Kill won’t work, will it? So, you know what to do: get rid of all these Guards with your acrobatic Skills. When you’re low on Sand and need to rewind, smash the Jars. Then stab your Dagger into the Sand Gate and earn your 5th activated Sand Tank. Fill up all 5 Sand Tanks and then go to the bell. Move it all the way under the two Dagger plaques in the corner.  
Climb the bell and run up to the two successive Dagger plaques and onto a ledge where the Prince will meet Farah again. The Prince says something about the Gardens his Father built. Farah shows him a lever that would open a door. 
Jump over the banister and hanging down from there jump backward to the opposite balcony where the lever is. Pull up and smash some jars in the corner should you need Sand. Do not touch this lever but drop down from the banister. Once down notice a flat block and a Dagger Plaque on top. 
Go up to the plaque, look around and notice two other plaques inside this tower ruin. Jump backward to the opposite Dagger plaque. From here jump up to the ruin’s opening. Hang from the other side and drop down to the floor where there are two levers. Look up and you will see Farah standing on a higher ledge. This puzzle has to allow Farah to escape through a door by moving the ledges.  
Go to the lever – the one on the side where Farah is standing and turn it by pressing [B6] and [LAS] up or down. From Air View you’ll see two ledges rotating until they are in one line and Farah can jump to the opposite ledge.  
Now go the second lever and turn it. This will allow Farah to jump to the third ledge and another conversation between them will take place. Farah says something about a bell... Run up to the hole in the wall of the tower ruin again. Drop down to the Dagger plaque below you and then to the floor. 
Turn around and look up. There is a mechanical Dagger groove in the wall. Run up the wall on the right of the groove and grab the banister of the balcony where the third lever is (you’ve been here before). Pull up and turn this lever. 
Farah will now jump to the final ledge. Now turn this lever back to its original position and Farah will shoot a suspended bell that will fall down to the floor of the ruined tower. Jump over the banister and drop down to where the bell is standing. Push it under the mechanical Dagger groove in the left corner.  
Hop up to the groove from the bell and stab your Dagger into it. Watch how a door on your left will open. Then another cut scene comes in: some chit-chat with Farah while the timed door is already closing. So repeat the groove jump with your Dagger, drop down to the bell and quickly run up to the left wall’s banister, pull up and run past the door while it is still open. Inside you can side step on a narrow ledge on your left and jump backward to a Dagger plaque.  
Wall run to the ledge on your left. Run up the wall and use the Dagger plaque to jump up to the higher narrow ledge. Walk around the corner where you can jump up to a higher narrow ledge and pull up. Walk to the right and about in the middle jump backward to the opposite higher ledge, from which you can jump backward to the Dagger plaque on the opposite wall… and then to the Dagger plaque.
Pull up, follow the walkway and up on the 3rd step behind the corner on your left. There you will find a Save Fountain that finishes off this long Sublevel.
Up to the next Sublevel: The Temple - Part 1

Level 5 
Downtown 
The Temple - Part 1
This Sublevel is also very long until you finally reach a Save Fountain, so for the Walkthrough it has been split into two Parts as well, with a Checkpoint in between – but no Save Point. Opposite the Save Fountain there is a mechanical Dagger groove. Run up the wall and trigger the mechanism that will open the door on your right. Drop down when the door is open.
Run through the door and go down the spiral stairs until you reach a room with a balcony. This room is full of corpses. Smash all jars and fill up your Sand Tanks. Go to the balcony and watch a cut scene of how that vicious Vizier Phantom and his gang down there keep on killing innocent people and taking pleasure in it. The Prince gets very angry: To conquer a City is one thing, but to do so with such violence and cruelty is something else entirely. I will return EVERY blow he has landed against my Kingdom!! “God”: We are close, Prince. So close!  Then on the balcony the Prince will transform into the Sand Wraith again. This is a Checkpoint. Hop over the banister and jump backward to a narrow grey ledge on the opposite wall. 

Drop down to a narrow beam below the ledge and side jump to your left to another narrow beam. As the Sand Wraith, keep a constant eye on your ever dropping Stamina, so you have to act fast here. Press [B4] to hang from the beam to drop down to a balcony. Sneak behind the Guard and press [B3] to start strangulation. Repeatedly press [B3] until he’s dead and a Fire Dog will appear out of the blue. One wall attack and two stabbings when it’s lying on its back will deliver you from that creature. 
On your right there is an opening in the banister near the wall. Do a wall run to the ledge in the corner and pull up. Go to Landscape View and notice that there is a difficult move coming up. There are two bars left of the wall where you will have to make two successive Chain jumps. Observe your next move.
Wall run and jump to the bar on your right while using your Chain in mid-air. Then you will swing to the next beam for another Chain swing to land on a ledge. Turn left and notice a narrow beam opposite the wall near the corner. Wall run/jump to the beam and pull up. Side jump to the first narrow beam and drop down where there is a Guard and one or two Fire Dogs you’ll have to slaughter. Left from this balcony there is a white block in the opposite wall that you can pull out with your Chain.   
Jump to the block and pull up. Run up the wall on your right and jump backward to the higher balcony on your left. Run through the doorway on your right and notice another white block in the opposite wall. Hang down, shimmy to the far right and pull the block out of the wall.
Jump backward to the block. Look right and prepare for a fast and difficult move. You will see two successive torches on this wall. Wall run and use your Chain to swing further from the first torch when you’re about in the middle between the ledge and the torch. Continue a Chain swing on the second torch and keep wall running to a shutter where you‘ll have to jump to an opposite shutter from where you jump and land on a balcony with a Guard and a Fire Dog. 
You can easily strangle the Guard from behind and then take care of the Fire Dog. Go through the doorway to a balcony where you can smash some jars for Sand. On the right is a gap in the banister near the wall. Prepare for another series of quick moves and jumps. This is a Checkpoint. 
You can see a torch on the right wall and a bar left on the perpendicular wall. Wall run and when in between the balcony and the torch use your Chain to swing further. Keep wall running to the corner and jump left in the direction of the bar while immediately pressing [B3] to use your Chain on the bar and end up on a wooden ledge.  
Pull up. The Sand Wraith will start moaning about the fact that Babylon is nearly in the hands of the Vizier. Look left and notice a huge statue holding a fire, and a bar on the wall. Wall run towards the statue and end up supporting yourself between the statue and the wall.  
Jump towards the bar while using your Chain in mid-air to end up supporting yourself between the wall and a second statue. Slide all the way down and jump to the opposite ledge in the corner. Pull up, look left and notice another corner ledge that you can wall run to. 
From this ledge run up the wall on your right and jump backward to an upper ledge. Sneak behind the first Guard and strangle him. Then sneak behind the other guard and strangle him too. This is easy. 
Smash the jars in the corner to fill up your Health and then go through the doorway to the other side of the balcony. On your right go to Landscape View and notice a red curtain on each wall. In front of the balcony a bar is sticking out which is in the middle of the two curtains. Observe well and prepare your next move.
Wall run to the curtain along the curved corner and slide all the way down. At the end press [B1] to jump backward to the balcony’s bar but immediately press [B3] to use your Chain on the bar swinging to the opposite red curtain where you will slide all the way down to the floor. Swing from one curtain to the other using your Chain on the balcony bar.
Now get ready for a terrible fight with lots of Ghoul monsters. Use your lightning Powers to blind them and slaughter them. Also do wall attacks and run-over attacks. This fight will make you healthy again although you may have avoided this combat by quickly stepping on an octagonal star-shaped floor switch in front of the two stones with strange signs on them, and go into slow motion to escape through a door. But then you may have missed that Golden Chest and earned 10 more Sand Credits. Once inside behind the door you’ve reached another Checkpoint.
Go to Part 2
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Inside behind the door is another similar floor switch. Step on it and go into slow motion again. Then safely pass the lethal traps when ascending all stairs and run through the timed door triggered by the switch. In this room you will reach a shallow pool where you will turn into the Prince of Persia again. Smash sufficient jars here to fill up all of your 5 Sand Tanks. 
There are two similar stones in an alcove with the same strange signs on them. Turn the lever all the way around and some awful enemies will come inside that you can only defeat when using slow motion again and again because they throw daggers. Anyway at the end of the battle you’ll have recovered your full Health. Look up and notice some broken columns hanging from the ceiling. Run up the wall opposite of the lowest column, jump to it and climb all the way up.  
Jump to the next column which is very short and turn your back to the round ledge in the corner. Jump to the ledge, pull up and start a conversation with “God”. Turn left and see a bar sticking out from a higher column. Wall run along the wall to the corner and jump to the bar. Pull up and jump to the higher bar. Swing/jump to the opposite bar. Notice a grayish blue suspended wall carpet in front of a hole in the opposite wall. Shimmy to your right and swing/jump to the hole. 
You’ll end up on a balcony seeing a red curtain on your right side. Stand in front of the gap in the banister and look down: you will see a lower hanging curtain on the opposite wall. Wall run to the first curtain and slide down. At the end press [B1] to jump to the opposite curtain and slide down to the floor.  
Follow the hallway, turn left around the corner and drink from the Fountain – which is a Bonus Health Fountain. There will be a Challenge Task before you will get your Bonus Health. Observe a number of shutters on each wall. Wall run on your right and jump from shutter to shutter (there are 9 of them) between the spiky cylinders until you end up hanging on a crumbling column. Quickly turn around and jump backward to the next column when the gap on the spinning saw wheel is on top.  
Repeat this with the other 5 columns until you’ll find the light and earn your 3rd Bonus Health. Then you’ll be transported back to the Drinking Fountain. You can now backtrack along the hallway and smash some jars to get more Sand in your Tanks. Run up the wall there and pull up. Pass the octagonal star-shaped floor switch to open the door and run through.

Now you’re back in the cylindrical room with the shallow pool. Repeat the whole acrobatic bar show until you hang from the bar in front of the wall carpet and the hole in the wall that lead you to the Bonus Health. But this time pull up and jump to the higher bar. Turn around and swing/jump to the next bar from where you can swing/jump to the octagonal hole in the ceiling. 
Pull up and run through the doorway and smash some jars in the left corner to heal. Go right past the lever and smash more jars in the next corner. Rotate the lever a half turn and run through the opened door on your right. The narrating woman will tell you how Babylon has finally fallen. The Prince was the City’s only hope! The Vizier considers himself a God! 
From the banister of this balcony go to Landscape View and notice two red curtains. Wall run from the opening on your right along the curved wall to the first curtain. Slide down and at the end jump backward to the curtain on the opposite wall. Jump from curtain to curtain.
Slide all the way down from the second curtain until you land on the floor. Enter the doorway on your right and run up the wall, stabbing the Dagger into the mechanical groove. That will open the door on your right. Go into slow motion, drop down and run through the door. On your left there is a gap in the floor. Wall run to your right to a banister of an alcove. Jump over and climb the ladder on your right. The Save Fountain is on the left of this hallway.  
To the next Sublevel: The Marketplace

Level 5 
Downtown 
The Marketplace
Continue through the hallway and a cut scene will start where the Prince runs down the stairs and meets Farah face to face. Farah is locked up behind a barred door and tells him that the Vizier has escaped to the Palace and asks the Prince to open the door, which “God” seems to disapprove of. This ever-interfering Voice finds her request rude and impertinent...  
Run up the stairs again and down the next stairs. Look down at the complete chaos in the Marketplace, there is fire everywhere. Run along the wall on your left to the corner and jump backward to the narrow ledge on the wooden bay window. Shimmy to the other side. Jump backward ending up supporting yourself between the wall and a wooden lattice.  
Slide all the way down and drop to the floor where you have to kill two Guards. See that reed woven crate in the left corner? Turn around and step on the octagonal star-shaped floor switch. The door in front of you slides open. When you step from the switch the door immediately closes down. Slow motion won’t help here, so push that crate onto the switch to keep the door open.  
Go inside and run around two corners. You can smash jars and pots for Sand. Run up the meshed door and grab the upper ledge to pull up. Walk along the narrow beam. The view is horrible: people suspended by their hands and three cruel Guards patrolling down below. Go to Landscape View and study your next move. Jump to the column and lower yourself to the floor. The 4 Dagger plaques on the wall are just there for show.  
Kill those three Guards. Then there are plenty of objects to refill your Sand Tanks. Notice another such woven crate in the corner? Push it to the opposite lower wall and smash the baskets in front of it. Climb and jump up to the ledge and walk on the narrow beam. Overlook the situation: there is a Dagger plaque and a shutter on the opposite wall and further to the right another Dagger plaque. This indicates a number of quick moves.
So here we go. Jump to the plaque and stab your Dagger into it. Wall run to the shutter and jump to the opposite shutter from where you jump to the second plaque. Drop down and kill the two Guards. Smash some jars and pots to get more Sand. There are two octagonal star-shaped switches on the floor in this passage and a mechanical Dagger groove on a narrow wall. Run up to the groove and use your Dagger to open the door where Farah was trapped.   
She appears on the upper balcony in a cut scene and thanks him for the favor. Prince: Fine, but now I am trapped in here!  Farah: OK, let me do you a favor in return.
She shoots an arrow to a suspended woven crate that will then drop down to the floor. Move the block onto the floor switch near the Dagger groove. Then run to the other switch and stand with your back to the bold narrow wall in front of the switch. Step on the switch and watch how a door will open on your left.  
Then immediately go into slow motion and run through the door. Inside turn right and smash some objects to regain that Sand Tank you just spent on slow motion. Climb the ladder and wall run up to the Dagger Plaque. Jump up to the narrow ledge and shimmy to the left around the corner. 
Pull up and jump to the higher platform. From the hole in the banister wall run to a shutter from which you jump diagonally to the Dagger plaque on the connecting wall.  “God” will interfere again because the Prince is wondering where Farah might be now. “God”: You’re focusing too much on the girl! Now go to the Palace!  Prince: Are you jealous? 
Look at the right wall. There is a narrow ledge below. Wall run to the corner and end up hanging from the ledge. Pull up and step around the corner where you will see a Dagger plaque in the opposite wall. Also notice a narrow beam on the connecting wall. Your next moves should be clear now.
Jump backward to the Dagger plaque and wall run to the left corner from where you jump onto the narrow beam. Side jump to the next narrow beam and pull up. From there jump aside to the Dagger plaque in the opposite wall. Hanging on the Dagger view your next moves. Two shutters, a second Dagger plaque, a narrow beam and a third Dagger plaque on the opposite wall. Prepare for another series of quick moves.
So here we go. Wall run left and jump from one shutter to the other ending up on the second Dagger plaque. Wall run to the beam on your left and pull up. Side jump and stab your Dagger into the plaque. Look left and see a broken banister. Wall run to the ledge and shimmy a bit left. Pull up and follow the passage around the corner to your Save Fountain. 
Next Sublevel: The Market District
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Continue to the left and jump from the ledge on your right to a lower ledge. Smash all objects there and get more Sand. From the broken banister do a wall run on your right and jump backward to a narrow ledge.  
Shimmy to your right around the corner and let go to use a Dagger plaque below. Look to your right and wall run to another Dagger plaque. Look down and notice there is a Sand Gate there, at first sight there are no Guards. 
Jump to the higher narrow ledge and as soon as you start shimmying to the right Farah will show up in a cut scene and complain about the pile of woven crates that is blocking her way. Pull up around the corner and reach a narrow beam.  
From the end of the beam jump to the vertical wall gap and slide all the way down. Kill the Guards here. There is a ladder and a mechanical Dagger groove around the corner. Smash the basket in front of the wall and run up the wall stabbing your Dagger into the groove. This will open a timed door on your left. Go into slow motion, jump down and make it through the door by running/rolling under it. 
Remember to keep smashing objects for Sand, so I will not repeat this any longer. Turn left around the corner and climb up the grated door to reach an upper ledge. This is a Checkpoint. Pull up and walk on the narrow beam. Walk to the end of the beam.
The Sand Gate was protected by Guards after all! Jump to the opposite narrow beam. Don’t pay any attention to the 3 Dagger plaques on the wall. Drop down and kill the Guards – a terrible fight since there are about 10 Guards appearing from that Sand Gate. No problem with the Prince’s acrobatic Skills. When they’re all gone approach the Sand Gate and the Prince will stab his Dagger into it and earn 150 Sand Credits. 
There is a mechanical Dagger groove between two torches on this plaza. On the opposite side a woven crate is standing in an alcove. Pull it out from under the stack of crates that Farah is standing on and she will jump to a ledge, pointing in a direction: I can see the Palace from here, make your way to me!   
Move the crate further under the mechanical groove, jump up and from there to the groove stabbing your Dagger into it. This will open a door on your far right. Immediately go into slow motion, drop down and run through the door. 
Inside turn around the corner and climb the ladder on your right. On top you’ll end up in a hallway. Go left around the corner to the pit and overlook the situation. You can see a shutter on each wall. That means another series of fast moving coming up. Observe your next moves.
Wall run on your right and jump from both shutters to the opposite ledge. A very long cut scene will now start where the Prince and Farah will meet again. When a woman cries for help in the distance. “God” will urge the Prince to continue his quest and leave the girl. A difficult decision for the Prince.
And so the Prince leaves Farah and goes upwards to a hole in the wall, but looking at the Tower of Babel he comes back to his senses. He returns to the ledge and decides to follow Farah. When the cut scene is all over you’ll find a Save Fountain. 
Next Sublevel: The Bowery
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Make a wall run on the right side of the Fountain and jump to the opposite narrow ledge. Jump to the higher horizontal groove in the wall and shimmy left around the corner. There is an Archer on that ledge. A small fight is coming up.
Pull up and forget about Speed Kills, just finish him off in the traditional way and get his Sand. Hop over the banister on your left and jump backward to a narrow beam. Pull up and side jump to an opposite narrow ledge where you shimmy all the way to your right and drop down to a balcony. If you walk to the opposite banister you’ll get a cut scene where the Prince is looking down and watches Farah running through some fast closing gates. Soon you’ll be down there too.
Then he will transform into the Sand Wraith. So from now on it’s watching your ever dropping Stamina and acting fast. Also, this is a Checkpoint. Hop over the banister where a conversation with “God” is starting again. Don’t pay any attention to that moron and immediately jump backward to the horizontal pole sticking out of the wall, while using your Chain at the peak of your jump. Notice the Gates in the left corner where Farah disappeared.
You will land on a narrow ledge that will break down and then on a lower narrow ledge. Drop down to the floor and avoid a terrible battle here by immediately going into slow motion. These are the same spooky Shadows that are constantly throwing daggers at the Prince, and there are at least 7 of them. You can either easily kill them while in slow motion (your spent Sand Tank will be repaid) or do two successive things: run to your left past Farah’s Gate and at the corner go left and turn right, into a fairly large alcove. Smash the Golden Chest on your right and add 10 sand Credits to your account. Secondly, turn around and look slightly left at the opposite wall. There is a meshed window and two narrow ledges above that.  
Run up the meshed window to the first narrow ledge and pull up. You’ll be safe here from the Shadow monsters. Jump up to the upper narrow ledge and then backward to the horizontal pole sticking out of the wall. Also here apply your chain on the pole at the peak of your jump and land on a narrow beam.  
Side jump to the banister of a balcony and hop over. Go to your right and notice an octagonal star-shaped switch on the wall in front of you. Run up the wall to the switch and when touching immediately go into slow motion. A door on your right will slide up and close fast. Run and roll through the door. Should you fail, smash some objects for Sand and Stamina and retry. Through the door turn left and hop over the banister. There is a red curtain under the Prince.
Let go and slide all the way down to the floor where you will meet some 4 aggressive female Ninjas again, whom you’ll remember from Warrior Within. Good tactics are wall attacks and column spins. You have a limited time to get rid of them before a pack of dagger throwing Shadows will also appear. When they show up go into slow motion and slaughter them all. After this battle you’ll have your full Stamina and all 5 Sand Tanks filled again. Now observe this room. There is a central rectangular pillar surrounded by 6 columns. One of the columns is near a black circle in the wall.  
Climb up this column. Turn your back to a narrow ledge on the central pillar. Jump backward to the ledge and shimmy around the left corner. Pull up and jump to the higher ledge. The New Camera View will show an Archer on each balcony.  
Jump backward to the balcony’s banister, hop over and strangle the Archer from behind. Wall run to the opposite ledge from the broken banister and defeat more female Ninjas. Your very best moves are wall attacks. Continue and wall run to the next balcony, go inside the doorway where you can sneak up on an Archer and strangle him. Go left to a wrought iron door between two walls and wall-to-wall jump until you reach the banister of a higher balcony.  
Hop over and continue to your right. On this wide balcony look to your right: there is a lever in the corner. Rotate the lever a half turn and a construction with two torches and a bar in the middle of them will lower down from the ceiling. An Archer is constantly shooting arrows from the opposite balcony. 

Go to the left wall with the hole in the banister and carefully plan your next moves. Wall run until you are in the middle of both balconies and then jump off while using your Chain in mid-air on the bar ending up on the opposite balcony.  
Go left behind a red silk curtain and kill that Archer. Then go right through the doorway and then to the left. Hop over a banister into a shallow pool where the Sand Wraith will turn into the Prince again. Climb the gap in the opposite banister. Turn left and face a row of lethal traps. Scary, but easy to pass through in slow motion.
Go into slow motion and avoid them all until you reach a wall with a Dagger plaque. Run up the wall and stab your Dagger into it. Jump to the upper narrow ledges, and hop over to a higher level with a couple of Archers. Kill them fast. Walk further and a long cut scene will start where the Prince meets Farah and another woman on an upper balcony (some other kind of Sand Wraith? – we still have to guess). Run up the wall, pull up and find your Save Fountain.
Next Sublevel: The Brothel
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Here comes your second Boss fight. Before jumping from both ledges into the battle area make sure you have your 5 Sand Tanks filled by smashing sufficient objects in the passageway and then save again by the Fountain. This way you can always retry with full Health and Sand Tanks when you die. Jump down from the first ledge and stand in the banister gap to overlook the Brothel before you jump down to the rooftop where the battle will start. Look at all the details before starting.
First you must orientate yourself by observing the scene very carefully. What you see are 4 rooftops depicted in the corners of a square. They consist of two diagonal pairs: one pair of larger rooftops, and one pair of smaller rooftops. You are now standing on a ledge on top of a larger rooftop that we will call RT1 (RoofTop 1). We’ll call the other rooftops (going clockwise from your position): 
RT2, the smaller rooftop on your left 
RT3, the diagonally opposite larger rooftop on your left 
RT4, the opposite smaller rooftop 
Now from here you can’t see RT2 very well so you may let the Prince hang down from the ledge above RT1 and look to his right to have a view on RT2.
Before dropping down to RT1, notice some more details. RT2 has a bay window in front with a narrow beam sticking out, and there is a horizontal pole sticking out from the wall in between RT1 and RT2. Looking from your standing position again, you will notice that RT3 has a nicely decorated door in the far wall. Remember that door. RT1 has a small black door in that spot. 
A horizontal pole is sticking out of the front wall under RT3 and a wooden ledge on the right wall. In between RT3 and RT4 you see two horizontal poles sticking out from the wall by the palm trees: a small one on top of a large one. 
Now let’s look again at RT3: a woman is standing there, she is the Boss you’ll have to fight. She’s a bit like Shahleen in Warrior Within, whom the Prince called “Bitch” during the battle with her. Since we don’t know the name of this Brothel woman yet, let’s call her The Bitch – not my words, but the Prince’s. Now jump down to RT1. Immediately The Bitch will jump over to this rooftop too.  
Notice that there is a bay window below the wall, which you must remember. This battle constitutes 3 main parts: 
Combat on RT1
As soon as the Bitch lands on the rooftop jump away from her and do a series of wall attacks. Alternatively use each wall in the corner. In fact you can finish Part 1 this way, but it would take too long. Remember: never go into close combat. 

Run away, turn around, change the Camera View so you see her up front, run to her and do a jump-over attack, which is very efficient for dropping her Health Bar faster. You can even add some more strokes behind The Bitch’s back and repeat the wall attacks. Only rewind if you should get hurt and then replay the previous scene avoiding her lethal attacks. Soon you will have a clash where you have to repeatedly press [B2].  

After the second clash you will turn into the Sand Wraith, and the timing couldn’t be worse. No! Not now!! Fortunately this is a checkpoint.
Rooftop hopping 

From this moment The Bitch will jump to a diagonally opposite larger rooftop when she gets hurt and starts throwing arrows at you. You’ll have to jump or wall run clockwise to the diagonally opposite Rooftop via the smaller rooftop. So always follow the left walls clockwise. 

First run: 

Jump to the horizontal pole and before you swing/jump to RT2 make sure you’re not in line with the upper bay window or you will bump it and drop down. It will cost you a Sand Tank to rewind. There is a Shadow monster on RT2, so shimmy a bit to get in line with the Shadow and then swing/jump to RT2.  

When landing either go into slow motion to easily kill the Shadow and regain the Sand Tank you spent (if you still had 5), or defeat it with a well planned wall attack or some strokes to gain an extra Sand Tank. It is important to preserve a minimum of 3 full Sand Tanks. Here I would suggest a jump-over attack with a couple of strokes. That will kill it at once and you regain your Stamina + an extra Sand Tank. 

Second run: 

Wall run to the corner and jump to the narrow beam on your right. Jump up to the ledge of RT3 where The Bitch is waiting for you and go into slow motion when hanging down (at the cost of a Sand Tank). Then immediately pull up, run towards her, make a jump-over attack and keep striking her in the back until she jumps to the opposite diagonal rooftop.  

Third run: 

Jump to the narrow beam and swing/jump to RT4. Defeat the Shadow and regain your previously spent Sand Tank. 

Fourth run: 

Wall run and end up on the wooden roof with the bay window in the corner or hanging from RT1 where The Bitch is waiting. Go into slow motion. Again, quickly pull up, run towards The Bitch and make a jump-over attack. Then keep striking her in the back until she jumps to RT3. 

Fifth and Sixth run: 

Return to RT3, repeat the same tactics and let The Bitch jump to RT1. 

Seventh and eight run: 

Depending on how effective your operation was she will now be very low on Stamina when she jumps over to RT3 . If not you will have to do another round and get her on RT3 again. 

Final meeting on RT1 

This time you won’t see any Shadow on RT2 to restore your Stamina, so you have to move fast now. “God” shouts: The Dagger! Unleash the power of the Dagger!  They should gag this boring fellow. Run to RT3 and repeat the same tactics: slow motion and beating up The Bitch until she jumps to RT1. There will be a Phantom on RT4 so fill up your goodies and wall run to RT1 for the final encounter. 

Go into slow motion again for your strokes, but when you return to normal speed The Bitch won’t jump over to RT3! Instead, there will be a last clash. Now constantly keep pressing [B2] – about 30 times - until she backs up and falls dead off the rooftop.  

Then Farah will appear through the decorated door on RT3 and a conversation will start with the Sand Wraith. No! You’re a Sand Monster! You’ve been constantly lying to me! The Sand Wraith tries to convince Farah that inside in his soul he’s still the Prince, but nothing helps as she’s completely flipping out. Farah shoots an arrow at the Sand Wraith and escapes through the door, leaving him behind in agony. You will be asked to save your Game. An excellent suggestion!
Time for going Uptown now. First Sublevel: The Plaza

Level 6 
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You’ll start from RT3. Run through the door and smash a jar on your right to fill up Stamina and fill another Sand Tank. Jump over the gap to the red curtain and slide down. At the end, jump backward to a narrow ledge. 
Pull up, walk around the corner and jump backward to the ledge. Run around the corner smashing some objects and the female narrator will comment on the Prince’s behavior: The poor Prince should have told Farah the truth from the beginning! Too late he realized his mistake in staying silent... This is a Checkpoint. Jump to the opposite narrow ledge, pull up and jump to the higher narrow ledge. Pull up and go to landscape view. Study how to proceed. Prepare your next move.
Walk around the ledge’s corner on your right. Jump backward and while in mid-air use your Chain on the bar and swing to the narrow beam. Pull up and side jump to the opposite ledge. Increase your Stamina by smashing the objects in the corner and look left to plan your next move. There is a shutter on each wall and a narrow ledge on the far end. Start your wall run from the right.
Wall run on your right and jump from shutter to shutter to the narrow ledge. Pull up and walk to your right where you drop down to a lower narrow ledge. Side walk to the hallway. Turn right and do a wall run on the left where a torch is burning. Halfway apply your Chain on the torch and keep wall running until you land on a ledge where you will be attacked by packs of Body Builders as soon as you enter the open doorway on your right. The Game will encourage you to apply a very efficient combo here: The Plague Tornado, pressing [B3] – [B3] – [B3] – [B2] – [B2].  
Further make your usual wall attacks and column swings. Run to the left side of the doorway you came through and go to Landscape View. Overlook the situation. Up above there is a bar to use your Chain on and a narrow beam. Run up the wall parallel with the bar and jump backward while using your Chain on the bar. Start running up the wall.
You’ll end up on the narrow beam. Walk to the balcony and go to your left. Overlook the situation by the wall on your right. There is a shutter on each wall and a torch on the wall.  
Do a wall run while using the Chain on the torch, continue wall running and jump from shutter to shutter until you land on a narrow ledge with a broken column. Shimmy around the corner on your right and jump backward to a balcony.   
Smash some objects to get healed, and hop through the opening in the wall on your right. Go around the corner and you will reach a floor gap. Look up slightly left to notice a horizontal pole sticking from the opposite wall. 
Wall run until parallel with the pole and jump backward while using your Chain on it. You’ll end up on the narrow ledge on the opposite wall. Shimmy around the corner on your right and jump backward while using your Chain on the pole to grab a vertical chain.  
Slide down from the chain (you’ll turn upside down) and at the end press [B3] to strangle the Guard with your Chain. Drop down and run to the other Guard for a classical kill. Look up to an octagonal star-shaped switch on the wall. 
This switch will open a door in the hallway on your right, so look right and notice a small stairway of some 5 steps to a brown door at the top. The door that will be triggered by the switch is on the left side past the entrance to the hallway, in front of the steps.  
Run up the wall and when you hit the switch go into slow motion. Run through the timed door and smash some objects to get full Health before you kill the Guard. Run left around the corner, smash all objects and roll through the gap under the wooden fence. Follow the passage until you’re stopped by some garbage and you’ll see Farah running left. Farah! Wait!!  
Smash the obstacles (good for Stamina and Sand Tanks) and keep following left until you reach a shallow pool where the Sand Wraith will transform into the Prince again. On the other side of the pool you’ll find your Save Fountain.
To the next sublevel: The Upper City

Level 6 
Uptown 
The Upper City
The Prince cleansed himself in the waters of the Fountain... Although he returned to his normal body, the same could not be said for his mind... 
In the left corner opposite the Save Fountain stands a moveable pedestal with two beams on top shaped like a “T”. You can see a groove in the floor. Before you can move the pedestal all the way to the other end of the groove, you will have to lower the decorative panel in front of the pedestal.  
Jump up to the pedestal and on your right you will see a balcony with a lever. Wall run to the corner and jump to the banister of the balcony. Hop over and rotate the switch a half turn. Watch how the panel lowers into the floor and two wooden Venetian blinds on the opposite wall are closing. Hop over the banister and drop down to the floor. You can move the pedestal to the other end now. This is a Checkpoint. 
Climb the pedestal and jump to the narrow top beam of the “T”. Walk towards the balcony and jump over. Now rotate the lever a quarter in order to re-open the blinds. Hang from the banister and shimmy opposite to the “T”. Jump backward to the beam and walk to the other end facing the open blinds. Jump towards the narrow wall beams and the Prince will support himself between them. 
Move all the way up and turn around. Jump to the narrow beam suspended from the ceiling and walk on the perpendicular narrow beam in the middle. From here jump to a vertical wall gap and climb up. Turn around and jump to a narrow beam. Hanging from the beam you will see two Guards and a lever below you.   
Drop down and kill those Guards in the classical way. Pick up a 2nd Weapon and rotate the lever a half turn. This will open a door down below where you see a Guard patrolling. Jump from the ledge to the vertical wall gap, drop down, pull up and kill the Guard. Go left and study your next move. There are 3 shutters in a row and an opposite balcony. Wall run and jump from the row of shutters to the balcony. Go through the doorway in front of you to the next balcony and watch a cut scene where Farah appears down below. 
Prince: Do you see now? The change was physical, nothing more! Farah: Why should I believe you? Everything you have done contradicts this. I have seen how you hunger for combat: you take pleasure in creating death! Your constant talk of bloody vengeance?  Your cold disregard for your own people... She seems very frustrated, that poor girl… and you turned away!!! Prince: But I came back!... for you... Farah: You are Prince in Title only: go and reclaim your Throne! But notice: you do so alone!  (that rhymes!). “God” interferes: You certainly have a way with women! Those who can’t get killed can’t get far enough away from you. 
Farah escapes through the door she came in. Turn to Landscape View and overlook your next move. A chain is hanging from a U-shaped beam construction. Study before acting. Wall run and jump to the narrow beam on your right. Side jump to the chain and grab it. Slide all the way down while noticing an octagonal star-shaped switch on the left wall. Carefully consider your move after dropping down from the chain.
Jump down and choose between two options: 
1. Fight a very tough bunch of green guys. Wall attacks and hop-over attacks will do the job. When one is lying on his back, stab him and immediately jump backward repeating your wall attacks. Find the Golden Chest on the opposite side of the chain and don’t miss 10 extra Sand Credits. Then return to the wall switch. 
2. (Preferable) Go into slow motion and avoid these “greenies” by running straight to the Golden Chest and get your 10 Sand Credits.
Either way, run up the wall with the switch. Go into slow motion when you touch the switch and run through the door on your right.
Avoid a heavy fight with the next 3 Guards by following the hallway to your right (around two corners) and running straight to the ladder in the narrow hallway. Climb the ladder, jump backward and wall-to-wall jump up to the balcony. Hop over the banister. Go left. Look up and notice a narrow beam sticking out of the wall. Run up the opposite wall and jump backward to the beam.  
Walk on the beam to the wall consisting of ropes and beams and jump up. Pull up to the balcony from where you can already see a vertical light beam going up from a Sand Gate down below (Did they invent the Laser beams in ancient Babylon?). The Prince is mumbling something about the youth he spent in the Upper City. So apparently he was born in Babylon after all? And still we never heard the actual name of the Prince! 
In my youth I would often lose myself in the back alleys of the Upper City. I spent hours running, tumbling, imagining myself all manner of creatures. The rooftops and passageways were secret windows onto other worlds... But now everything has changed. The color bled away, and the sounds of life replaced by a heavy stillness. It has all gone dark and bitter... 
Overlook your next move from the opening in the banister. A narrow beam is sticking out of the left wall. This is a Checkpoint. Wall run to the beam, pull up and side jump to the wooden ledge in the corner. Go to Landscape View and overlook the setting again. Notice a small narrow ledge on the right side of the ledge you are standing on. Two more, lower narrow ledges lead to this lower ledge. From this lower ledge you will see a shutter on each wall above the opposite rooftop where a Guard is patrolling, and a narrow ledge. 
Study your next move for going all the way down. So here we go: wall run and jump from the shutters to this ledge. Drop down and kill the Guard. From the broken part of the banister by the wall on your left side you see how heavily guarded the Sand Gate is! You can see 5 Sand Guards and you know that once below, more will appear from the Gate. 
This foresees a very heavy battle again – say against 10 bulky Sand Guards all on your own. Wall run to the shutter and jump to the opposite rooftop. Jump down from there and apply all your usual acrobatic Skills to kill them. The temporary problem once again is: you won’t absorb any Sand no matter how much the Guards or the objects will shed when hit. When they’re all gone walk to the Sand Gate and stab your Dagger into it. Also notice this switch on the wall.
You now have gained the Winds of Sands Power. Instructions: Draw your Dagger, then tap [B5] on the Gamepad (or [R] on the Keyboard) while blocking. You can now knock down your enemies with Winds of Sands, but each Winds of Sands consumes two Sand Tanks! Run up to this wall switch and when you touch it go into slow motion. 
Escape through the door and run up the stairs. Hop over a banister. Smash all objects in front of a woven crate standing in an alcove and move the crate in front of a grated door. Climb up the crate and run up the door to grab a ledge. Pull up and go down from the other side. Around the corner you will arrive at some lush gardens. Climb the large block on your right. Look up and run up the wall to a Dagger plaque. Wall run to your left and jump backward to another plaque where you stab your Dagger into. Jump up to the small narrow ledge and shimmy around the corner. Pull up to your next Save Fountain.
Next Sublevel: The City Gardens
Level 6 
Uptown 
The City Gardens
You can take a 2nd Weapon opposite the Save Fountain but the two jars don’t contain any Sand. From the opening you can see a bar sticking out from the left wall. Do no not wall run! Jump to the bar and on the opposite wall you see two Dagger plaques, a narrow ledge under the second plaque, and two aligned narrow beams on the facing walls on the right. So you know what to do.  
Use the Dagger plaques to drop down to the narrow ledge and step around the corner. Jump up to a higher narrow ledge. Hang from that ledge and shimmy all around the wall pillar on your right. Let go to drop to the narrow beam below. Walk to the end of the beam and jump to the opposite narrow beam. Jump up to the narrow ledge and shimmy right. 
Pull up and look behind your back. There is a narrow beam and a Dagger Plaque above. So do your job. Wall run to the second Dagger plaque on your right, and further to the ledge on your right. On top a Guard is patrolling so be prepared. Jump up for a kill and overlook the Gardens (nice view!).
Hop over the banister on your left and jump backward to the horizontal pole on the wall. Swing/jump to the opposite ledge. Hang down from the other side and shimmy around the corner. Drop down to the narrow ledge underneath. Jump backward to the opposite narrow ledge on a pillar. Hang down and shimmy around the corner. Pull up and jump backward to the trunk of a palm tree. Slide down halfway, and jump to the palm tree on your left.  
Slide down to the ground and kill the Guards. Smash some baskets for Sand. There is a statue on a pedestal that contains a mechanical Dagger groove. Do your thing and further up two narrow beams will rotate until aligned.  
Return to the previous pillar by climbing up and jumping from the palm trees. Shimmy all around until both aligned narrow beams are now below you. Drop down and jump to the second beam. Jump up to the narrow ledge on the pillar and shimmy left to the opposite side. Pull up there and jump backward to a narrow ledge on the opposite wall. Let go and drop to the Dagger plaque below and drop down to the overgrown rooftop. This is a Checkpoint. Walk on the narrow beam and side jump to the narrow beam on your right.  
Then side jump to the narrow ledge and walk around the corner to where you can jump backward to a horizontal pole on the wall. Turn around and swing/jump to the wall. When touching the wall press [B2] to jump backward to the upper horizontal pole. Turn around.  
Swing/jump to the top of the opposite wall. Pull up and walk on the perpendicular beam to where you can see a Sand Gate down below which is unprotected, and that is unusual. Also notice two Dagger plaques on the opposite wall. Have a good look around from this beam.
Jump to the opposite palm trunk. Now here there seems to be some kind of a glitch in the game. There are two ways you lower down to the Sand Gate. You can slide down from this trunk to the ground or take the alternative route along the Dagger Plaques.  
The alternative route is as follows: Slide halfway down the trunk, turn around and jump backward to the top of the narrow wall. Side jump to the first plaque and continue to the plaque on your right and further to the narrow beam. Drop down to the floor.  
Either way, you will end up on the ground where the Sand Gate cannot be activated because the light beam is still on. So the way I solved this “glitch” was by climbing the palm tree’s trunk again and taking one of the two routes again. Then the light beam was extinguished.  
Apparently you have to make two trips (??). Stab your Dagger into the Sand Gate where you will activate your 6th and final Sand Tank. The Sand in the Gate will fill up all of them. So you should be OK for now, even on low Stamina. In front of the Canal there is a statue pedestal with a mechanical Dagger groove that will trigger two beams turning to align and a ledge rising up.  
Climb your palm tree again and jump backward to the narrow ledge where you had your first view down on the Sand Gate. Walk to the top of the wall. This ledge is slightly slanted but side jump to it anyway: you won’t slide off. Then jump to the narrow ledge around a wall pillar. The discussion with “God” starts again, but the Prince makes an end to it. There are other things to do first! 
Walk around the pillar and jump down to the narrow beam that just aligned with the other narrow beam. Jump over to the opposite beam and then up to the higher narrow ledge.  Shimmy all the way to the other side and pull up. Jump backward to the narrow ledge on the opposite wall and drop down to the lower narrow ledge.  
Drop down to the ground and defeat the three Guards. Even low on Stamina, you have all 6 Sand Tanks filled so don’t hesitate to rewind if you do get hurt. Wall run to the horizontal pole on the left wall. Swing/jump to the opposite narrow ledge and step all the way to your right around the corner. Two more Guards to defeat here, so have fun when dropping down if you like. Just ignore them and drop further down where your Stamina will get fully healed because of the water. This is a Checkpoint. Proceed and meet a giant monster. Run/roll between his legs and keep striking his calves until you can run up his back. When the Dagger flashes do a Speed Kill. Now you can ride this giant on his neck.  
He’ll run through a door and you’ll have to direct him to the right through a next door. Ride him all the way through the passage avoiding wall bumps because he’ll drop down on top of you and you’re dead. Then you’ll have to rewind and try again. Eventually you’ll reach a third door where he will drop dead.  
You are standing in a water flow but can’t drink to heal. On your right there is a ladder. Climb the ladder and find a Save Fountain. Before saving, smash some jars in the corner and get more Sand Tanks filled.
Next Sublevel: The Canal
Level 6 
Uptown 
The Canal
There is a hole on the right of the Save Fountain. Run/roll through the hole and inside walk left on a narrow ledge. Drop down to the lower narrow ledge. Shimmy left and drop down to the floor. On the other side walk left on a long narrow ledge and jump backward to a ladder when you are in front of it. The correct position to jump backward is near the end of the narrow ledge.
Lower down from the ladder and jump backward to a ledge with a Bonus Health Fountain. Drink and face your Challenge Task. Run left around the corner and pass 4 traps: a vertical spiky cylinder going from left to right, a spiky floor, a horizontal spiky cylinder going up and down, and another spiky floor section. Stand on the right side and start your run when the first vertical cylinder has moved to the far left. Wall run left when both saw blades show a gap. If you can spare a Sand Tank you can go into slow motion although this trick won’t make it much easier. Just time your run.  
Next trio of traps: a spiky floor section bounded by two vertical spiky cylinders going from left to right. Stand on the right side and run when the first cylinder is all the way left. Run now! Pass one more saw blade before seeing the light. Slow motion might help here if you can afford it.
You’ve gained your 4th Bonus Health and will be beamed to the Drinking Fountain again. Backtrack all the way from where you came in and roll through the hole again where you pass the save Fountain. Better drink here and make a new Saved Game. Jump to the block on your left and go to Landscape View. Overlook the scene.
Run up the left wall and wall-to-wall jump to the upper ledge and turn left around the corner. Wall run to the opposite narrow ledge and move left until you are in line with a ladder on the opposite wall. Slide down from the ladder and jump backward to the opposite narrow ledge. Side step to the corner on your right and jump backward to a bar.  
Swing/jump from the bar to the passageway and smash all objects for more Sand. Then save by drinking from the Fountain.
Next Sublevel: The Promenade
Level 6 
Uptown 
The Promenade
Go through the doorway smashing all the objects you find and fill your Sand Tanks. Down the stairs kill the Guard and push the woven crate to the corner in front of the pool. Jump up and wall run over the pool in the direction of the waterfall, and wall-to-wall jump up to the upper ledge. Kill the Guard there and fill a Sand Tank. Observe two things here: an octagonal star-shaped switch on the wall and a shutter on the other wall. The switch will lower the wooden door in front of the shutter so you can wall run.  
Run up the wall and as soon as you touch the switch go to the opposite wall for a wall run to the shutter and jump from there to the opposite narrow ledge. Walk around the corner and jump to a higher narrow ledge. Jump backward and wall-to-wall jump to the top of the bay window on your left. Go to Landscape View and notice two shutters and a balcony. This means a fast move again.
Wall run and jump from the shutters to the banister, hop over and through the open doorway go to the other side where a short cut scene will start. What has happened? These people are clearly in danger! 
And so the Prince will turn into the Sand Wraith once again. This is a Checkpoint. Run and jump from the opening to a chain inside a tower and lower down. Kill a Guard and two Fire Dogs down there. Smash some things to restore your ever-dropping Stamina, run outside and on your left notice a mechanical Dagger groove. Engage two closing blinds so you can now make a wall run.

Notice a torch on top between both closed blinds. Wall run, and apply your Chain on the torch to extend your run to a red curtain and slide down. At the end of the slide jump backward and apply your Chain on a horizontal bar to end up hanging from a ledge. There are 3 female Ninjas and a Fire Dog on that ledge. Pull up and kill them all: this is made easy with wall attacks, because the Ninjas and the Fire Dog will hardly move.  
The rooftop is loaded with objects to smash, so get full Health again before noticing a mechanical Dagger groove. Two blinds will close on the adjacent wall so you can wall run to a shutter with a chain extension on the torch.  
Jump from the shutter to two more shutters and land on a ledge where you kill a Guard and smash some baskets for Sand and Health. Go to Landscape View and notice two shutters. Wall run and jump from shutter to shutter (3 of them) and from the last shutter use your Chain on a horizontal wall pole to land on a balcony with three Guards and two Fire Dogs. First kill the Guards and then the Dogs. 
Then wall run to a narrow beam and when hanging from it drop down to a balcony. In the opposite corner run up the wall and stab your Dagger into a mechanical groove. That will trigger two blinds. Return to the beam and pull up. Side jump to the blind that has just risen. 
From here jump down to the previous balcony. Act very fast. Look up and notice the second opened blind. Go to the corner, run up the wall and jump backward to the slanted blind. Now another fast move is coming up. There is no time to look around anyway, so here we go: 
Make a wall run on your left side and jump to a horizontal bar while using your Chain on it. Immediately use your Chain again on the next bar and land on a ledge. Drop down on the opposite side and shimmy all the way to your left. At the end, pull out a grey block from the opposite wall with your Chain.  
Jump backward to the block and wall run to the ladder. Slide down and at the end of this ladder pull out another block from the opposite wall with your Chain. Jump to the block and wall run to your left and jump backward to the ledge with a shallow pool. Finally you will turn into the Prince again!

This is a Checkpoint. Jump to the narrow ledge and pull up. Jump to the banister and hop over. Here you will see a Sand Gate beam. 
Hop over the opposite banister and hanging down, jump backward to the opposite horizontal pole. Swing/jump to the next pole and from there to the narrow beam sticking out. Pull up and walk to the end of the beam. Jump to the chain in front of you. Observe every detail from this position.
Down there you will notice two wooden constructions. A small one on your left, and large one on your right. There is one Guard on the larger construction and a number of Guards near the Sand Gate. Then slide down. When the Guard below you has turned his back, drop down and you can easily Speed Kill here. It will take 4 quick Speed Kills every time when the Dagger flashes. 
Now prepare for the battle of your life! You will have to defeat all the other Guards near the Sand Gate and they keep popping out of the Gate! When they’re all gone, the Sand Gate still won’t be accessible because the light beam is still on! 
So go to the smaller wooden structure nearby and run up to grab a narrow ledge. Jump up, hop over the banister and go to Landscape View. Notice a shutter further on, between the wall and the larger wooden construction. 
Wall run to the shutter, jump to the next shutter and from there to the ledge where you can easily kill a lonely Guard. There is a Golden Chest in the corner where you can smash out 10 Sand Credits. Opposite this Chest climb a block. Wall run to the narrow beam on the left wall. Pull up and align with a hanging chain. 
Jump to the chain and lower down. Now the Sand Gate beam is down and you can stab your Dagger into it and earn 200 Sand Credits. Then escape to the pounding block alley with all of the other traps. Go into slow motion and jump from block to block. Turn left and find your Save Fountain. 
Up to Level 7: The Royal Enclave, Sublevel 1: The Royal Workshop

Level 7 
The Royal City 
The Royal Workshop
Run up the wall with the mechanical Dagger groove. The door on your right will open, so drop down and run through it. A cut scene will start where the Prince will see how people are imprisoned behind a jail wall with many windows. Remember this wall. Everything is burning in the Royal Workshop. 
Run forward to the huge Babylonian statue representing a King who is holding a staff in his right hand. Climb it like a column and on top turn your back towards the ledge and jump backward. Go right to the end of the ledge and jump left to a lower wooden ledge. From there jump to a lower wooden ledge and go to Landscape View. The view suggests you will have to wall run on your left and then wall-to-wall jump to a narrow ledge high on your left. Jump all the way up.
Step left and jump backward to the narrow beam. Side jump from the beam to a ledge with a lever and a mechanical Dagger groove on the wall. I shall call this ledge # 1.  
On top of the groove you will notice an arrow pointing from a circle to a wall Icon with windows. The circle represents the statue where it is now standing and the other Icon the opposite jail wall you just saw. You can go to Landscape View here and observe the statue. 
Turn around and look at the opposite side where you notice a similar ledge with a lever and a mechanical Dagger groove. Let’s call this ledge # 2. Now “God” is shouting to move, but how to solve this puzzle? 
If you rotate the lever a half turn the arrow above the groove will point to the left. Pretty complicated … So before stabbing your Dagger into the groove let’s just walk around here and look at everything. 
Climb the ladder to the upper ledge and have a look at the opposite wall. That is the prisoner’s wall with all the windows as seen on the Icon you just noticed above the groove where the arrow was pointing at. 
Lower down from the ladder on the opposite side of this ledge where you reach ledge # 2, and look above the mechanical groove: the panel refers to a clockwise rotation. If you rotate this lever a half turn the arrow above the groove will then change to counter-clockwise rotation. 
In conclusion:
the first Dagger groove on ledge # 1 will move the statue in the direction of the circle or the prisoner’s wall, and the groove on ledge # 2 will rotate it clockwise or counter-clockwise (a quarter of a circle), both depending on how you turn the lever. 
There is some logic to this puzzle, in order to get the little grey cells working, like Hercule Poirot used to say (a Belgian like myself). If you make the wrong step the statue will refuse and retract to its previous position. For each next move of the statue you have 4 options:
Ledge # 1 
L: Arrow pointing left to the circle 
R: Arrow pointing right to the wall 
  
Ledge # 2 
C: Clockwise rotation (quarter circle) 
CC: Counter-clockwise rotation (quarter circle) 
  
Each time you have to run up the wall after adjusting the lever, and stab your Dagger into the mechanical groove. By the way, I shall call HT a half turn ( 2 C or 2 CC in a row) the choice of rotation doesn’t matter. So it will take some time climbing/running around to figure out the correct sequence, but if you don’t want to spend half a day on stabbing Daggers into the grooves here it is: 
R – HT – R – R – C – L – C – R – C – R – CC – R
The statue has some kind of a ledge on its left arm that will then break the jail wall. Next a cut scene will show you how all prisoners escape. The Prince will jump to a Chariot (like we’ve seen before) and a hell of ride will start. But before that you will be asked to save the Game, which is a good idea.
Next Sublevel: The King’s Road
Level 7 
The Royal City 
The King’s Road
Prepare for the worst nightmare you’ve ever played in Gameland! This blasted Sublevel has 3 Parts: a thrill ride, a Boss fight and a Sand Wraith vengeance, and all without any Save Fountains in between the three parts. 
The ride which comes up first is pretty much similar to the thrill ride in Suburban Babylon, Sublevel The City Gates, although this ride is much more difficult but still good fun. There are many obstacles and Guards jumping into your Chariot that you have to knock out. You will also pass the Gates of the many walls that surround Babylon, and other Chariots will try to push you aside. Try to play this part without using any Sand Tanks for rewinding: you will desperately need all six Tanks for Part 2. 
Thrill ride into the Royal City of Babylon 
Once riding the Chariot in the narrow City streets you will have to knock out 3 Guards in a row who jump into your Chariot while ever keeping an eye on the winding roads. Pass the outer wall Gate and after the first suburb you will jump past a waterfall going into some catacombs and a Chariot will join you on the right.  
You can destroy this Chariot at three successive narrow passages, but you have to keep pushing it to the right side all the time. Then you have to jump over a gap facing a stalactite in the middle. You can either jump left or right, but don’t hit that column!   
Next there is a jump over a gap where you have to steer your Chariot to the right too. Keep on riding through a covered bridge to the next suburb and quickly move left.  
Now you will have to make two jumps through wall Gates. It is not that hard but carefully direct your Chariot before jumping over the gaps. Ride through some curves until you reach the inner wall of Babylon. A cut scene will start where another Chariot tries to push you to the left and that is exactly where you want to go, whereas the other Chariot will crash. You must break through the Gates of the inner wall.  
Once inside there are many obstacles the Guards have built (they must have known you were coming). Avoid all of these lethal obstacles. When zigzagging between the temporarily built obstacles the Guards will keep jumping into your Chariot and you must kick them out using your Dagger. Then another difficult scene occurs between some lower walls where three Guards will jump in. In a last cut scene a Chariot is pushing the Prince aside. The Prince will tumble down into a small circular Arena. This is a Checkpoint.
The impossible fight 
Now face the lousiest Boss battles in any game you have played so far. There is a guy with an Axe and a guy with a Sword in the Arena. Each has a Health meter. After a cut scene the Arena will turn into a ring of fire with no escape.  
Focus your attention on the Sword Warrior (that’s what “God” keeps telling you) and strike this guy three times which he will always block with his Sword. Then the Axe Warrior will run after you and attack. Roll away when that happens and his Axe will get stuck into the floor for a short while. The Axe Warrior will now try to pull it out and that is when you have to go into slow motion, run behind him and strike him as many times as you can (that is why I told you to make sure you have 6 filled Sand Tanks). Once you strike the slow motion will stop. 
Now this is very important: the Sword Warrior will jump at you, so keep the Axe Warrior in between. Do not block the attacks of the Sword Warrior because all that matters is the number of hits on the Axe Warrior during this limited time. You can also jump over him and strike. 
When the Axe Warrior has pulled out his Axe, run/roll away and the Sword Warrior will jump like a spider towards you trying to kill you. Block his attack, and strike 3 or 4 times until the Axe Warrior will jump after you just like before. Roll away, go into slow motion, run away from the Sword Warrior and hit the Axe guy as many times as you can while avoiding the attacks of the Sword Warrior. 
It all depends on the number of strokes you give the Axe Warrior. Now repeat this whole sequence for a third time and when constantly striking the Axe Warrior you will suddenly see how your Dagger is flashing for about 2 milliseconds. 
This is the hardest move in the battle: you have to instantly react when the Dagger flashes and Speed Kill the Axe Warrior. Immediately after, the Dagger will flash again, and then you have to Speed Kill the Sword Warrior. These two Speed Kills will considerably decrease both Warriors' Health Bars. 
But the fight is not over yet! You will have to repeat the same tactics another three times until you see the Dagger flashing again and Speed Kill both guys. Then they will die and you will turn into the Sand Wraith for a change.
The Sand Wraith 
In the next room you will have to defeat an extraordinary amount of enemies such as you have never seen before. They keep coming in, and remember that your Stamina is constantly dropping. When they’re all dead a door will open giving access to another room where you can jump to a ledge below a banister and shimmy all the way to your right. Pull up by the wall and meet your Save Fountain.
Next Sublevel: The Palace Entrance
Level 7 
The Royal City 
The Palace Entrance
This is a very long and complicated Sublevel but not too hard to play. Walk up the steps and a cut scene will start. Farah enters: Incredible! I have only heard stories of such marvels. But to see one up close! 
They have a conversation about a Lift that seems out of order. Prince: This Lift will bring us to the Throne Room! This Elevator Shaft reminds me of the Eiffel Elevator I saw in Lisbon years ago, but now this one is in Babylon. It must have been built by one of his ancestors.  
On the wall on your right side you will see a shutter. Before doing a wall run, turn around and smash the stand for a 2nd Weapon. On the opposite side smash a Golden Chest and collect 10 Sand Credits. Now do your wall run to the shutter and jump off to a narrow ledge. Step to the right side of the ledge and jump backward between a vertical wall gap. During your climb go to Landscape View and notice a lever on a balcony. Levers are usually lit.
On top of the gap turn around and jump to the balcony’s banister. Hop over and rotate the lever a quarter turn. The door behind the lever will then open, so run through. Left you can go into Landscape View and notice a red curtain in front of the Elevator Shaft. Apparently, the Elevator is now working again. Jump, slide down from the curtain and at the end jump backward to a narrow ledge.  
Hang down from this ledge and shimmy all the way to your left where you can turn around the corner and pull up to a ledge with a chair. On the left wall there is a narrow ledge. Wall climb and pull up. Go to Landscape View to study your next move. There is an upper balcony on this side with two Guards. Jump backward and wall-to-wall jump to the balcony’s banister.  
Hop over and kill the Guards with wall attacks. Stab them when lying on their backs – an easy fight this is. Go to Landscape View and notice you can do a wall run from the opening of the banister in the corner. Wall run (not too far) and jump backward to a suspended bar.  
Swing/jump to the next bar and from there to the Dagger plaque on the wall. Wall run to the balcony on your right. Another conversation will start with Farah: I said: I’m sorry, I never apologized for the way I acted and for the things I said. Farah: It was unfair of me to accuse you of such terrible things. 
Apparently they now agree they both made mistakes and also “God” is interfering. Hop over the banister opposite the Dagger plaque and jump backward whilst stabbing your Dagger into it. On your right there is a ledge sliding in and out of the wall. When it’s out, wall run to this ledge and immediately wall-to-wall jump to a Dagger plaque on top before the ledge retracts into the wall. 
Wall run to the Dagger plaque to your right and jump to a horizontal pole. Climb up and jump to a higher pole. Swing/jump to the next horizontal pole. From here you will see a balcony with two extremely aggressive female Ninjas. Swing/jump to the balcony and finish them off with wall attacks. Notice that there is a closed door on either side of this balcony. Rotate the lever a half turn to open the nearby door, but don’t go through there yet.  
Instead, turn towards the banister and notice three Dagger plaques on the Elevator Shaft. Hop over the banister and jump backward to the lower plaque. Jump to the two higher plaques. There is an octagonal star-shaped switch above the third Dagger plaque where you are hanging now and a wall behind your back. Now prepare for some fast action! Reach the upper switch by wall-to-wall jumps.
Jump backward for wall-to-wall jumps to the switch that will temporarily open the other door of the balcony. When you touch the switch, immediately go into slow motion and use a Dagger plaque when falling down from where you quickly jump backward to the balcony. Run through the timed door. 
Once inside follow the passage left and right until you reach a Drinking Fountain for a Bonus Health. Drink from the Fountain and finish the Challenge Task. A saw blade going from left to right, a gap in front of a half cylinder with spikes and a slower going blade behind another gap: that is the first part of the Task.  
When you have passed these traps, wall run to a narrow ledge that is going in and out of the wall. There are five of these guys: three on this wall and two on the opposite wall. So observe and time your jumps well. From the 5th retracting ledge jump to the opposite full ledge. You will face a very nasty combination of traps before going into the light.  
Take time to study how to pass: there is a pattern as to how all the traps are moving. Now you’ve gained your 5th Bonus Health and will be beamed to the Drinking Fountain again. When returning, you can smash some objects for Sand. Step on the floor switch to open the door and return to the balcony with the lever (you have already opened the opposite door). 
Go in that room and get more Sand. Look up to a Dagger plaque under a waving red banner. Run up this wall and use the plaque to reach the upper balcony. Get Sand here too and jump over the banister facing a Dagger plaque. Hop over and jump backward to the plaque. 
Another fast move is coming up now. When hanging from your Dagger look right. There is a ledge sliding in and out of the wall similar to what you saw before. When you go to Landscape View you will see a narrow ledge behind this sliding ledge. So when the ledge is out, wall run and jump from the sliding ledge to the narrow ledge. Go to Landscape View and notice two Guards on a higher ledge that you can reach by wall-to-wall jumping starting with a backward jump.  
You can easily kill both guys with wall attacks and stabbing them when they lie on their back. There is an opening in the banister on the right wall. Wall run here and jump to the suspended bar on your left (jump before the bulky wall section). Pull up and jump to the next bar. Notice a Dagger plaque on the opposite wall. Go to Landscape View to overlook the area. Swing/jump and wall-to-wall jump until your reach the plaque and stab your Dagger into it.  
Wall run left and end up on a narrow ledge. Step right around the corner and jump backward to a balcony with a Guard. The Guard is easy to defeat, but suddenly two female Ninjas will appear. Better avoid this fight by hanging from the banister: shimmy all the way right and jump backward to the Elevator where Farah is waiting (they surely must have invented Elevators in ancient Babylon, not in Lisbon).  
Both love birds are now going up in the Elevator and start some small talk killing the time, like we all do in Elevators. Farah: What is your favorite color? Prince: Blue! Farah: Must every conversation we have be so serious? I know so little about you (I think she has a crash for this cute Prince).
Prince: Very well, then what is your favorite food?  (maybe they invented Pizza in Babylon too). Farah: Pomegranates, what is wrong with you?

Prince: I’m messy, impossible to eat with dignity: so much work to eat with a few seeds (he definitely prefers junk food). Farah: But doesn’t the effort make everything much sweeter? Prince: I think I’m going to be sick (probably “Elevator” sickness). 
When the Elevator stops on a higher floor Farah wonders: What is this place? Prince: It is the heart of the Hanging Gardens! Remember the Hanging Gardens of Babylon? It was one of the 7 Wonders of the World like The Great Pyramid at Giza.  
Farah runs away and a door closes behind her. This is a Checkpoint. Meanwhile two female Ninjas attack the Prince. These Ninjas are very slow, so you can easily defeat them with wall attacks. Smash some jars for extra Sand. Rotate the lever a half turn and three blocks behind your back will simultaneously move in and out of a vertical wall gap. The third block on top has a Dagger plaque.
Wall-to-wall jump to a higher ledge as soon as the blocks have retracted into the wall. There is another block going in and out that has a Dagger plaque on top. Wall run to the plaque and stab your Dagger into it. Keep hanging and overlook the site. When the block has moved out again, wall run left and stab your Dagger into another plaque. There is a second one above, so move up and from there jump to the upper ledge. Go to Landscape View and prepare your next move. When the block trio pops out of the wall you can make a wall run to the next Dagger plaque and hang from there.  
When the blocks move in and out again wall run to the ledge on your right. There is a red curtain on your right. Wall run to the curtain, slide down and at the end jump backward to a narrow beam. Quickly jump backward at the end of the slide.
Walk to the narrow ledge and side step to your left around the corner where you can walk on another narrow beam. From here jump to the opposite vertical wall gap and go to Landscape View to study your next move. Climb up the gap and on top turn around where you will see a Dagger plaque in the opposite wall. Jump to the plaque stabbing your Dagger into it. Now you see another Dagger plaque on the opposite wall that you will have to reach. Wall run left and jump backward to this plaque.  
Look right at a horizontal wall groove. Wall run to the groove, and hang down to shimmy around the corner to your right. Drop down to the lower ledge. On the other side of the ledge go into Landscape View and observe how to move next. You can see two Dagger plaques on the wall and opposite the second plaque a bar sticking out of the wall. This should be clear now. Wall run to your right and jump backward to the first Dagger plaque. Carefully plan your next move.
Wall run to the second plaque and hanging from there jump backward to the bar. Notice a Dagger plaque on the opposite wall. Swing/jump to it applying your Dagger. From here you will see a Save Fountain on the ledge on your left. Beware of the retracting beam. Wall run to the ledge when the retracting beam is aligned with the wall and drink from the Fountain.
Next Sublevel: The Hanging Gardens
Level 7 
The Royal City 
The Hanging Gardens
So now you will finally see what the famous Hanging Gardens of Babylon really looked like... Go left of the Save Fountain and turn around the corner. In Landscape View you can study your next move. Hang down from this ledge and drop down to the narrow ledge below. Side step around the corner to your right and notice a Dagger plaque below (Do not jump down!). Jump up to the narrow ledge from this spot and shimmy right until you can pull up to a full ledge. 
You can already see that there is a Guard on the lower ledge on your right side from here. A cut scene with Farah will show how she shoots an arrow that will lower a big shutter. Before continuing, smash some jars for extra Sand (sometimes there is Sand in there but it is unpredictable). As the large shutter on the left wall has lowered you can now wall run and at the end of the run jump right to a bar between two beams.  
Drop down from the bar and suspend yourself between the two beams. From here you can see some Guards down below. Slide and drop down and you may try a number of Speed Kills on the first Guard when his back is turned, but as always in this game Speed Kills depend on milliseconds. If it doesn’t work, kill both guys in the traditional way.  
There are also some jars to smash here and then go the gap in the banister by the right wall. Wall run to the Dagger plaque and stab your Dagger into it. Hanging there go to Landscape View and notice how a thick quadruple ledge is sliding in and out of the wall on your left. When it is almost out, wall run left, jump to the ledge, run to the other side and jump to a horizontal pole sticking out of the wall.  
From the pole you can see a guarded Sand Gate on the left balcony. Climb up and jump to two higher poles and from the third one to a narrow beam sticking out of the wall. Pull up, walk to the end of the beam and jump to a tree branch. Swing/jump to the opposite ledge.  
Farah will appear and a conversation about the Prince’s Father will start. Somehow the Prince is sorry for a misunderstanding that happened in the past. Farah closes another large shutter with her bow. Now the Prince can wall run to a narrow ledge on his right above two flat vertical panels. Drop down to the lower part and hang down. Go to Landscape View and observe the Sand Gate with the three Guards. Slide and drop down and try to kill the Guards. A 4th Guard will emerge from the Gate.
Once again, this is a terrible and unfair fight, and when you die you have to start all over from the beginning of this Sublevel because there is no Checkpoint so far. You will hardly succeed with any Speed Kills here so the fight will be in the traditional way: wall and run-over attacks. You will have to stab one of them when lying on his back, but it takes 6 stabs before one is defeated.

And I mean: 6 times knocking one on his back because you only can stab him once when lying down. The other Guards are jumping at you very fast and then you have to block. But blocking won’t always help. And when one hits you your Stamina meter will drop halfway down. 
When they are finally dead after 100 times replaying this sublevel you can stab your Dagger into the Sand Gate and gain the Sand Storm Power, another useless thing because it takes 4 Sand Tanks to knock your enemies down for about 2 seconds. Instructions are similar to the Winds of Sand Power that you gained before: throw your Dagger, block and press [B5] to load the Power. Just don’t use the damned thing, it is worthless. 
The Sand Gate will fill again all of your 6 Sand Tanks. Notice a Dagger plaque on the opposite wall of the banister. Hop over and jump to it, and then to the plaque above. Hanging from your Dagger, look up and notice a large block going in and out of the wall. Wall run left when it is out and then start wall-to-wall jumps to the horizontal groove on your left. When the block is out again wall-to-wall jump to the higher horizontal groove.   
Hanging down from this ledge, shimmy left around the corner and pull up from where you can jump to a higher narrow ledge.  Jump to a higher one and shimmy all the way left. Jump backward to a vertical wall gap and slide down. Drop down to the balcony with two Guards and kill them. 
Go to the banister’s opening by the right wall and wall run to a narrow ledge. Step left around the corner and jump backward to the bar. Turn around and swing/jump to another narrow ledge. Shimmy around the corner on your right and jump backward to the balcony. Behind the arch on your left there is a Save Fountain.
Next Level: Secrets of Babylon, Sublevel 1: The Structure’s Mind

Level 8 
Secrets of Babylon 
The Structure’s Mind
Left of the Save Fountain there is a narrow beam pointing to a vertical wall gap you can jump to and suspend the Prince. However, two saw blades are horizontally spinning in the gap underneath. Slide down when you see the crack in a saw. This is a hard move, you better go into slow motion and stop between both blades before continuing down. 
Down on the walkway you’ll face two spiky cylinders moving fast, one vertical and one horizontal. Go into slow motion to pass. Smash objects for Sand when you turn left. Then slip past three spinning saws – only possible in slow motion too.  
You will enter a hall with three levers on slightly elevated platforms. A cut scene will show you every detail. You can go into Landscape View and overlook everything again if you like. Notice that Farah is standing on the opposite side of the gap on your right. That is your final goal: getting there. 
When you turn around you will see the three levers (they are all burning). From this point of view the levers are located left, middle and right: L (left lever), M (middle lever) and R (right lever). In both wall corners there are rectangular beams with narrow ledges.  
First go between M and R and collect 10 Sand Credits from a Golden Chest. Each platform can rise when rotating the lever on top of it. The objective is to raise them all twice. You will have to use the narrow ledges on the corner beams.
Also there are grated ledges on the walls that will horizontally move (left/right) when you turn the levers. These ledges will allow you to jump to risen platforms. When you turn a lever you will automatically get a Landscape View showing the change. Your first move: Raise all three platforms once. You can easily jump down and go to the next one. 
Then go down to the M/R corner and run up the beam to the first narrow ledge. Pull up and jump to the higher narrow ledge. Side step right around the corner and jump backward to the grated ledge from where you can wall run and drop down to R. 
Turn the lever and raise R a second time. Wall run back to the R/M corner and end up on a narrow ledge. Shimmy left around the corner and drop down to two lower narrow ledges. From here jump backward to a grated ledge and from the opposite side, wall run on your right dropping down to another grated ledge. From here jump to M and raise M a second time.
Wall run left to the M/L corner and end up on a narrow ledge. Shimmy left around the corner and drop down to two narrow ledges. Jump backward to a grated ledge from where you can jump to L. Raise L a second time and now you will get a cut scene where a bridge is rising in the gap between you and Farah. 
Wall run to the L/M corner. You will end up hanging down from a narrow ledge. Drop down from the 4 lower narrow ledges until you reach the floor. Now you can run over the bridge to Farah. But then the Vizier Phantom suddenly appears and holds Farah in a deadly grip. The Prince turns into the Sand Wraith and falls down deep below. You’ll be asked to save your Game now, which I would encourage.
To the next Sublevel, The Well of Ancestors - Part 1

Level 8 
Secrets of Babylon 
The Well of Ancestors - Part 1
This is an extremely long and tedious Sublevel, but there is a Save Point at the end of Part 1. Being the Sand Wraith with ever dropping Stamina you’ll have to act very fast in this Part. You are facing a half round bay window in this area with an opening on your right. Wall run applying the Chain on the torch to reach an opposite ledge. You will see these torches everywhere.
Repeat a wall run with your Chain to the following narrow beam while “God” and the Prince are having an ongoing argument. “God”: Ah... Once again you have denied us victory. How many times did I warn you that nothing good would come of pursuing that girl? You would not be in this situation if you had just stayed focused! Sand Wraith: Enough! All you do is taunt. It is selfish. Could you not know what you are planning? Well, I know that I do not trust you. “God”: And I am ashamed of a different need. I have nothing but noble intentions. Sand Wraith: I understand now what it means to be noble and you are none of those things. “God”: You self righteous bastard. Sand Wraith: I have put up with you for entirely too long. Be silent! Let me finish my job and then we shall see what to do about you.
“God”: Oh Yes! I’ve forgotten who is really in charge. 
Pull up and walk to the end of the beam around the corner. Side jump using your Chain on the bar to end up hanging on a chain. Slide down from the chain and drop down to a narrow beam whose end section is crumbling. Pull up and walk on the small beam on your right. From here you can jump to the opposite ledge. Wall run to your right applying the Chain on the torch and keep wall running past the corner to end up on the next ledge.   
Go inside the room and smash sufficient jars to replenish your Stamina. Go outside again on the ledge and notice a narrow beam sticking out of the wall on your left. Jump to the beam (watch out, the end part of this beam is crumbling), drop down to a lower narrow beam and to the balcony below. You may also do a short wall run from the ledge and land on the balcony at once. This is faster but takes more skill! Either way, turn left and wall run on the right side while applying your Chain on two torches in a row to end up on the following ledge. 
Wall run from this ledge applying your Chain on the torch to reach the third ledge. Wall run further to a narrow ledge, walk left till the end and drop down to the ledge below. You will be attacked by two Ghouls if you stay here whom you’d better avoid because the wall attacks are dangerous on this small ledge (you may drop down from the ledge). You have two options here:

1st Option (only if you’re low on Stamina) 
Run inside the room where a Shadow will throw arrows at you and quickly kill this guy first. That will give you Sand to proceed and then kill more Ghouls coming after you and restore your complete Stamina and fill your Sand Tanks. You can easily kill them with wall attacks and stabbing when they’re lying down, or applying your Chain Whirl.
2nd Option (if you still have sufficient Stamina left) 
Skip the cave and promptly continue your series of wall runs. Either way, wall run to your right to the last ledge. Turn around the corner, hang down, suspend yourself in a vertical wall gap and slide down. Then drop down to the cave below where you have two options again depending on your amount of Stamina left. Either face the cave and defeat three Ghouls. An easy job and you’ll be fully restored. 
But if you have plenty of Stamina left, skip the cave and turn around. Run to the ledge and notice two bars in a row high up in front of you over the gap. Run/jump and use your Chain on each bar to land on a crumbling full ledge. Quickly wall run to your left applying the Chain on two successive torches to end up on a narrow beam.  
Drop down to the lower narrow beam and then to the ledge underneath. Now unleash all of your acrobatic tricks. Wall run to your right applying your Chain 4 times in a row on torches to end up on the next ledge. Run inside the room and smash some jars for Health. Go out and notice a bar high up across the gap. Run/jump and Chain swing to a ledge. Pull up and go to your right. When going down the stairs you have two options once again. 
1st Option 
Prepare for a next battle with 4 Ghouls. Easily done with wall attacks and stabbings and you’ll get your precious Stamina restored. 
2nd Option 
If you’re well on Stamina avoid these guys. Either way, run to your right where you can step on a narrow ledge and walk all the way down. “God”: Listen, Prince, look around and we are in a well. But, do you hear water? Do you see, feel its moist embrace? Wow, I think it’s gone! I think the Vizier has drained it. 
Drop down to the ledge below and wall run on your right to another ledge. Go down the stairs and make two more wall runs to land on a large central platform. Get rid of sufficient Shadows and restore your Health Bar (they keep appearing). Press [B3] repeatedly to get them down with your Chain Whirl.  
When you are fully restored turn your back on the ever appearing Shadows and walk on the narrow beam on your right. Jump to the vertical wall shaft where you can suspend the Sand Wraith. Slide all the way down and drop down to the ledge underneath. This is your one and only Checkpoint in Part 1 (finally!). Turn around and move to your right into a hallway where you can smash some jars for Health in the corner. “God”: Tic-Toc, Prince... Tic-Toc. Idiot! 
Follow left till a gap in the floor where a couple of saw blades are going up and down in the left wall. You have to wall run on this side past the blades. There is no need to go into slow motion since it goes easier this way: Start your wall run when the first blade is halfway going down. You’ll end up on an opposite narrow ledge of a turquoise color. This part of the ledge will soon drop down.
“God”: Feeling thirsty? Feeling dry? Oh... am I distracting you?  Mean bully, teasing the Sand Wraith in need of water. The first part of the turquoise ledge is crumbling, so quickly hang down (you may have ended already hanging from it) and shimmy around the corner to your right and drop down to the narrow ledge below. This ledge is also crumbling fast, so pull up and quickly walk left.  
Jump backward to the opposite narrow ledge which you will be hanging down from. This is a safe ledge, not crumbling. Shimmy to your right above the moving saw blade and when the blade returns from the right side go into slow motion and drop down to the horizontal wall groove below when the blade is moving back to the right. This is the fastest and safest way.
Shimmy right around the corner and pull up to the floor. Run around the left corner where you can pass the 3 spinning saw half-blades but do not go in slow motion. It is easier to start your run from the left side close to the wall when the gap in the first blade is appearing. The 3 blades are synchronized for this run.  
Behind the blades you can find a number of jars in the corner to smash for your full Health. So you’re back in Business. Go right and notice a red pole sticking out of the right wall? Jump and use your Chain to land on a crumbling ledge. Immediately run up the wall on your right to hang from a horizontal wall groove. Shimmy right and jump backward to a narrow ledge. Drop down 3 times to lower narrow ledges. 
Step right until you reach a full ledge and run left around the corner. Time is precious, time is fleeting, time is something you have... too little of. Ascend the stairs and you may go into slow motion to get past the spinning saw blades. 
Then in the corner you can smash some jars to restore your Health. However, be easy on the jars and only smash one or two in front. If your next move fails you will return and smash some more for a new trial. Act smart and you may repeat this up to four times. 
Important: Now from here until the end of Part 1 there won’t be any Sand available anymore for your fast dropping Stamina (no jars to smash and no enemies to defeat), nor will there be any Checkpoint. So the message here is loud and clear: ACT FAST!
Do not use slow motion with the many traps or you won’t make it till the end. I will tell where to use one slow motion near the final trap, but do not use it before. Left you will find two horizontal spiky half-cylinders and a row of Dart Shooters like you’ve seen before outside. There is a shutter on the left wall.  

Wait for the arrows to be shot and then when the first cylinder goes flat run over both (they are synchronized for that purpose) and do a wall run to the shutter and jump from there to a narrow ledge on the opposite wall. Go right and jump to a higher narrow ledge. “God”: Oh? Would you like a drink?  What a hooligan. 
Jump backward to the opposite narrow ledge and shimmy around the corner. Change the Camera View and notice a large half saw blade spinning below you (counter-clockwise), so drop down when the gap in the blade turns up large enough and immediately jump to your left.   
From here you see that there are two such blades – one on each wall – spinning in opposite senses.  When the gaps face each other run through and turn to the left wall where a third blade is spinning (keep your distance!). Wait for the gap to appear and run up the wall grabbing a horizontal wall groove. Shimmy all the way right until you can see a grey block in the opposite wall. Pull out this block with your Chain and jump to it.   
Turn left and jump to the opposite horizontal wall groove and shimmy right until you can drop down to a ledge. From here you can see your final trap. At last you’ll have to pass your final trap: three spinning saw blades. NOW go into slow motion and you can easily run through. Immediately behind this trap there is a floor switch. Keep running and when stepping on it the door will open.
Run inside and a long cut scene will start. The first thing you will see in this dark room lit by the Sand Wraith himself is a shiny Sword lying on the floor. Then you will pick up the Sword and will notice a corpse lying on the floor.  
The Sand Wraith recognizes his Father and kneels over him. And of course “God” has to interfere:
Come on now. Did you really expect to find him alive? Even after everything you had experienced, you... you hold out hope?!
The Sand Wraith starts crying... Oh Father... What have I done? “God”: What now then? Gather up enough Sand performing up a grand rewind? Or perhaps you can return to the Island and travel back to a Time where he might still be saved? Maybe rescue a Damsel in Distress along the way! Those mean words will ignite the Sand Wraith in anger: Nooooooooooo !!! The Sand Wraith gets furious.
But then he turns remorseful: You are right. I HAVE been like a child: naïve and arrogant. Always rushing to undo my mistakes. Never facing the consequences of my actions. No more. I accept my end out now, and all that it implies. Then he spontaneously turns into the Prince again.  
“God”: What is this? You have no water?! How did you... Prince: You hold no power over me now! Be gone! Retreat to whatever dark hole spawned you and do not trouble me again. 
You cannot throw this Sword away and it won’t deteriorate either. This is a very powerful Weapon! Try it out on the hordes of Ghouls that appear out of the blue: one or two strokes will kill them. Thus you learn how to fight with the new Sword. Cool off your anger and destroy them all.
With your Father’s Sword now being your perpetual 2nd Weapon you can press and hold [B3] near a cracked wall to destroy it. Run to the closed door and smash it into pieces with your Sword. Break through doors and crumbling walls. Outside on your right you can drink from the Save Fountain. 
Next Sublevel: The Well of Ancestors - Part 2

Level 8 
Secrets of Babylon 
The Well of Ancestors - Part 2
The Prince’s left arm is getting more and more affected now with illuminated veins and the yellow fire is spreading out to his back. He is like a torch that lights up the complete darkness in this area.

Go left and right until you reach a pit in the floor. Make a wall run on your left to the other side. “God”: You may not be able to see these Creatures but they’re still there. “God” is referring to invisible enemies, although you can see their phantom-like presence. You will automatically draw both Weapons when one is near and you will also hear some foreboding music. That means one or more of these guys are nearby. One stroke will turn them visible and then you can easily kill them. Meet your first invisible fellow here. One stroke will lit him.
Go between the two broken pillars on your right and turn left until you reach another pit. The Prince will draw his Weapons before jumping over, so you are already warned of some invisible enemies on the opposite side.  
There are two of them, but they are really easy to kill. Follow right around the corner to the next pit. Make a wall run here on your left and reach the opposite ledge. The Prince will draw his Weapons again and you know what that means now: be very alert! Go straight and jump over the pit to the next ledge where an invisible enemy will attack. Turn right until you reach a vertical corner niche. Run up one of these walls and jump backward to start wall-to-wall jumps until your reach the top of the right wall.  
Pull up and defeat an invisible enemy. Move left around the corner where you can jump over another pit. Turn right to the next pit and wall run on your left towards the opposite ledge. Move to your right and jump over the next pit to a ledge in-between 4 pillars. Go straight and jump over the next pit to a ledge also surrounded by 4 pillars. Go straight to the wall and look left: you can already see a Save Fountain far on the opposite side. Head to that Save Fountain.
Jump to the next ledge and on its opposite side drop down to a lower floor. Turn left and notice a Golden Chest on the other side of the pit. Jump over and smash it to get 10 Sand Credits. Turn left from the Chest and wall run on your right, and near the end jump left to a ledge. Finally jump to the ledge where you see the Save Fountain and go save your Game.
Next Sublevel: The Labyrinth
Level 8 
Secrets of Babylon 
The Labyrinth
This is also a very dark Sublevel where screenshots aren’t very clear. You are facing a door with an octagonal star-shaped floor switch that will open the door when you step on it. Go through the timed door and notice another such switch on the other side. Try it out: it will open the door again. 
Go around two corners on your left and face a pit. Look up on your right and notice a narrow ledge on the wall. Wall run up the left wall and jump backward to this ledge. Go left and drop down to a lower narrow ledge. Go all the way left and jump backward to a narrow ledge on the opposite wall. Go all the way right and drop down to the lower narrow ledge. 
From here you can see that there are two more narrow ledges below you, so drop down, walk right and drop down again to the narrow ledge in the corner. Walk around the corner and jump to the narrow ledge above and from there to a full ledge. Here is another octagonal star-shaped floor switch that will open the next door when stepping on it. Quickly run through. Reach a pit with a pole sticking out of the wall on your right. Run and jump to the pole and swing/jump to the wall-to-wall bar in front. Shimmy to the left wall and swing/jump to the short pole in front. 
Then drop down to a lower short pole and then to a wall-to-wall bar. Shimmy to the right wall and swing/jump to the short pole higher up in front. Now swing/jump to the opposite ledge and wall run up to the full ledge. Look up and notice some narrow ledges above you. Run up to the first ledge. Pull up and jump to the second narrow ledge.  
Pull up, go left and jump to the third ledge. Look behind you and notice a bar. Jump backward to the bar and turn your Camera View towards the opposite wall where there are three Dagger plaques: two in a vertical row and a single one. Shimmy left and line up with this plaque. 
Swing/jump to the plaque and stab your Dagger into it. From here jump backward to a higher pole that is sticking out of the wall on your left. Face the opposite wall where there are two Dagger plaques. You are hanging in front of the one on your right, so swing/jump to that one.  
Wall run to the left Dagger plaque stabbing your Dagger into it and look behind you. A short pole is sticking out of the left wall in front of a full ledge. So jump backward to this pole, and swing/jump to the ledge. Pull up and notice a crumbled wall in front of you. Use your Father’s Sword to break through and fight the 3 Ghouls. Then listen to the female narrator and face the ledge with the Save Fountain. Jump over and save your Game. 
Next Sublevel: The Underground Cave
Level 8 
Secrets of Babylon 
The Underground Cave
You are facing a ledge with a hole in the wall blocked by rocks. Jump to the ledge and use your Father’s Sword to get through. Inside turn right and notice two vertical spiky cylinders opposite the pit. The left one is going from left to right so you’ll have to pass them when the left one is near the left wall. When jumping over the gap you will hang down from the other side of the ledge.  
Jump backward to the opposite ledge and look up on your right: there is a horizontal wall groove on top of a narrow ledge. Wall run up to the ledge, pull up and jump to the groove. Shimmy right around the corner and pull up to a full ledge. 

On your left there is wall gap blocked by rocks and you can already see some Ghouls on the other side. Get through with your 2nd Sword and avoid this battle by immediately wall running from the left side of the balcony to a vertical groove where the Prince can hang down.

Climb up so you can hang from the right ledge and pull up. Jump to the Dagger plaque on the opposite wall and notice a horizontal pole beneath you sticking out of the left wall. Drop down to the pole and swing/jump to the opposite narrow ledge.
Jump to the higher narrow ledge from where you can jump backward starting wall-to-wall jumps higher up to a ledge underneath a mechanical Dagger groove. When stabbing your Dagger into it you will see that two beams are going in and out of the adjacent left wall. Some tricky moves are coming up! Jump down to the ledge again, go into slow motion and when the first beam is inside the wall run left to the corner and jump backward to the beam.  
Quickly jump to the second beam coming out and then to the opposite ledge. Should you fail and end up on the ledge below the first beam, jump to the opposite Dagger plaque and drop down to the pole from where can swing/jump to the narrow ledge and start your wall-to-wall jumps again to the ledge under the groove. Then repeat the whole thing. 
On this ledge there are 3 Ghouls and 2 Fire Dogs. “God” says: these creatures will steal your Sand Tanks, and that is exactly what they do. They are easily defeated with your Father’s Sword, your 2nd Weapon. 
Run up the wall and stab your Dagger into the mechanical groove, which will trigger three blocks rotating on your left side containing a number of narrow ledges. Jump down and walk on the narrow beam on your left from where you can jump to the first narrow ledge of this vertical structure. 
Walk left around the corner and notice two more narrow ledges below you. Drop down to the lowest ledge on top of the Save Fountain you drank from in the previous Sublevel. But do not drop down there. 
Instead, walk left around the corner and jump backwards to a ledge. There is a crumbling rock entrance to a next room through where you can see 3 Dagger Plaques in a vertical row on the opposite wall. When the entrance is cleared with your Father’s Sword, better immediately run to the opposite wall, climb up and stab your Dagger into the lowest plaque avoiding a fight with the two Ghouls. It takes forever to kill them, but if you like a good fight, be my guest. There are some jars to smash in the corner for Sand too. 
Jump to the higher plaque and wall run left to the next plaque. Jump backward to the opposite plaque and stab your Dagger into it. Wall run to your right to the next plaque and drop down to the plaque below. Jump backwards to the Dagger plaque on the opposite wall and hanging from there wall run left to the ledge. 
Here you will have to defeat the Fire Dogs and the Ghouls that keep dropping in forever. And when you die then you can start all over again from the beginning of this Sublevel because there is no Checkpoint so far. Use your 2nd Sword: that will make the fight easy. 
Smash the rocks blocking the doorway and turn right. Wall run to the corner and do a few wall-to-wall jumps to reach an upper ledge. Jump up to the next ledge and notice two poles sticking out on the other end of the left wall. Watch out because this is a tricky wall run.

Wall run to the first pole and swing/jump to the second. Line up with the vertical wall gap, jump to suspend yourself and slide down. Then drop down to the ledge. You have to defeat about 6 Ghouls here. On the left side you can see a Dagger plaque on a narrow wall opposite the gap with a narrow ledge on top of it. When you jump you will reach the ledge and not the plaque.  
Pull up, step around the corner on your left and look up. Two Dagger plaques are above you. Jump from the first to the second and from there to the narrow ledge above. Shimmy right around the corner and pull up to a full ledge. Walk to the end of the narrow beam on your right and jump to the hanging column in front of you. Turn your back towards the ledge with the 4 Ghouls. From here you see that there is a tunnel behind them. Jump backward to a second column and then to the ledge.  
So avoid the fight and quickly run through the tunnel, turn right around the corner and smash the rocks blocking the doorway. This is a Checkpoint. The Ghouls will follow you, so immediately wall run on your left and at the end jump right to a Dagger plaque.  
Hanging from there a difficult move is coming up. Wall run left and jump backward to a black narrow ledge. Turn around the corner on your right and jump to a higher narrow ledge. From here jump to a higher one and notice a short narrow beam behind your back. Jump backward to the beam and pull up. Turn the camera view around and notice a vertical gap in the opposite wall. Jump in there and suspend the Prince. Climb up and pull up to the ledge on your left. 
Go to Landscape View to plan your next move. On your right there are two narrow walls where you can wall-to-wall jump upwards to the upper ledge. On your right you’ll have to pass three spinning spiky cylinders. Still have some Sand left in your Tanks? Buy some comfy slow motion and safely run/roll to the other side. Then turn left and meet a really nasty combination of traps: two saw blades in the floor going from left to right and behind these a huge pounding beam. And behind the beam there are more saw blades! 
Best thing to do is when the beam is coming out, wall run to your right and jump on it. Then jump forward over the next saw blades. A cheap move, no Sand costs involved. On your left, run up the stairs where you already noticed the two Dagger plaques on the wall in front of you. Run up the wall and stab your Dagger into the lower plaque. Then move on to the upper plaque and wall run to the ledge on your right. Turn right and on top of the stairs see your Save Fountain.
Next Sublevel: The Royal Kitchen
Level 8 
Secrets of Babylon 
The Royal Kitchen
You are standing in front of a mechanical Dagger groove. Climb up the wall and stab your Dagger into it. This opens a timed door that stays open for as long as you hang on your Dagger in the groove. There are 2 ways you can proceed to the next step. A hard way and an easy way. The door is still open, so make up your mind.
The Hard Way 
Drop down and quickly run/roll through the door. There are 3 female Ninjas and two Phantoms in this Hall and when they are defeated, a pair of Guards will drop down from the upper balcony. When you have knocked them out another pair drops down and this keeps going on 4 to 5 times. Unless you apply your best acrobatic Skills you will lose your Stamina very fast. Go past the burning fireplace on your left, run up the staircase and from the corner pillar look up to the left wall and notice two Dagger plaques, one above the other. You obviously will have to reach these plaques by running up this wall.
The Comfortable Way 
Go into slow motion, drop down from the groove and run through the door. Keep running left passing the burning fireplace and avoid/ignore all enemies. Continue along the left stairs straight to the corner pillar and run up the wall on your left to stab your Dagger into the lower Plaque. From here you are safe from all of these enemies and the Guards down below will shout and growl at you from sheer frustration because they can’t reach you now. Move up to the second Dagger plaque and look left to a narrow beam in front of the pillar on your left.  
Run up from one to the other plaque applying your Dagger. Wall run left and by the pillar jump backward to the beam. In fact it is a cross of narrow beams. Plan your next move by observing the wall on your right. There is a Dagger plaque opposite the end of the beam and further on a pole sticking out of the wall in front of a balcony.  
So this should be clear. Walk straight to the end of the pole and side jump to the plaque using your Dagger to hang down. Wall run left to hang from the pole. Shimmy left and look at the left side of the balcony. A narrow beam is sticking out of the balcony in front and opposite a Dagger plaque.  
Swing/jump to the balcony and if you like smash some objects in the corners that may contain Sand. Then walk on the beam, and look around. This is pretty much the same situation as before. Side jump to the plaque and stick your Dagger into it. Wall run left and jump to the narrow beam. Walk to the end opposite the Dagger plaque. Look left and notice an octagonal star-shaped switch above the central door at the top of the double staircase. The switch will open the timed door. 
Wall run left and as soon as touching the switch go into slow motion dropping to the floor and run through the door. Run all the way up the stairs going around the corner and reach a Save Fountain.
Next Level: The Tower of Babel, Sublevel 1: The Secret Passage

Level 9 
The Tower of Babel 
The Secret Passage
You are facing a staircase. Go up there and turn left until you reach a pit. Jump to the bar on top from the left side and swing jump to the pole sticking out from the left wall. Pull up. On the opposite wall you notice three narrow ledges of which the middle one is retracting in and out of the wall. Jump to the lower ledge and look up: the second narrow ledge just pulled out. 
Jump up when the ledge has retracted and quickly jump to the third ledge. Jump to the banister of the balcony hopping over and wall run to the left wall grabbing the balcony’s banister. Hop over and follow the passage turning left and then right and find a Save Fountain near an opening giving access to a high wooden balcony outside.  
Before saving your game take your time for a little orientation. Step outside where you seem to be high up in the middle of Babylon overlooking the entire City from left to right with all the laser beams going upwards. Look down hanging from the banister and realize that you have reached the central Tower of Babel. Overlook the huge City with the light beams. You are already high up in the Tower.  
[Historical Remark: The Ziggurat style Tower of Bab-El, called Etemenanki (= Gate to the Gods) by the Babylonians reached its most splendid appearance under the Reign of King Nebuchadnezar II (605-562 B.C.), who made it a goal to build the most spectacular Ziggurat ever seen. It would reach to the clouds. After the Persians conquered Babylon under Xerxes the Tower began its gradual decay around 478 BC. Eventually it was completely destroyed down to its foundations during successive barbarian occupations. Our story plays in one of these occupations of the City]. 
Return to the Fountain and save your Game.
Next Sublevel: The Lower Tower
Level 9 
The Tower of Babel 
The Lower Tower
The Tower of Babel used to be in constant need of outside reconstruction with wooden scaffolding. Most of the Tower was built from mud bricks and palm tree wood that deteriorated fast. This Sublevel plays on such reconstruction sites. Return to the wooden balcony overlooking Babylon. Face the wooden scaffolding on your left: this is already a Checkpoint. 
Run up the scaffolding and pull up. Notice a pole sticking out of the wall and a ledge behind the pole. Wall run to the pole. Before swing/jumping to the wooden ledge look up and notice a weight suspended from a wheel above the ledge and 4 narrow ledges on the wall under the wheel.  
Shimmy left to the wall and then swing/ jump to the ledge near the wall and immediately turn right to fight an invisible silhouette. Should you jump to the middle of the ledge the silhouette will immediately knock you down from the ledge! 
Wall run to the first narrow ledge and pull up. Move up to the fourth ledge from which you can side step left to a square wooden ledge. Use a right wall run to a suspended L-shaped bar on the wall. Shimmy around the left corner and swing/jump to a vertical shaft in the wall.

Suspend the Prince and slide/drop down to the lower platform. Follow a beam that is sticking out. If you’re afraid of heights this isn’t the right place for you! Side jump to the pole on your right and already notice a Guard opposite by the Elevator Shaft.  
Swing/jump to the ledge by the Elevator Shaft, do one wall attack and stab the Guard twice with your 2nd Sword: that will finish him off and you’ll earn some Sand. Go to Landscape View and study your next move. Walk around the Shaft and rotate a switch. That will lift the Elevator halfway. Often go to Landscape View here.
Wall run to a narrow ledge in front of the Shaft and pull up. Behind you is an L-shaped narrow beam. Jump backward to the beam and you’ll pull up. Walk to the end and jump to the opposite narrow L-beam. You notice the Prince is taking his Sword out so walk around the beam to the second ledge and notice two invisible silhouettes waiting for you. Get rid of both and earn two Sand fillers. Seen from Landscape View you’ll have to reach the upper ledge with the second lever that will raise the lift. 
Walk on the narrow beam sticking out of the ledge and notice a narrow beam higher up on your left. Side jump to it and you’ll pull up. Side jump to a higher narrow beam in the opposite direction. Walk on the beam to the third ledge and smash another silhouette here. Turn the lever to raise the Elevator.
On the opposite side you see a narrow U-beam with 3 crows sitting on it. Run and jump to the beam and side jump to the higher narrow beam. Side jump to the narrow beam in front of the Elevator and jump down to the ledge. Now you see a gray block the Elevator had lifted. Pull it out and move it under the Dagger plaque on the wall.  
Climb the block and run up the wall to stab your Dagger into the upper plaque. Look right and wall run to the next Dagger plaque. Look right and notice a column sticking out from the Tower’s wall. Plan a wall jump to your right and when lined up with the column, jump backward and grab the column.  
Slide down and jump backward to a lower Dagger Plaque. Then wall run to a Dagger Plaque on your right. Wall run to the wall pole on your right and swing/jump to the opposite pole. Turn around and swing/jump to a higher pole. Swing/jump to a wooden walkway. You’ll have to reach two upper walkways.
Run the other way and jump to the opposite pole. Turn around and swing/jump to the higher walkway. Run to the end and enter the Tower on your left. This is a Checkpoint. You will have to avoid a series of 3 traps here in slow motion. Before attempting the first row smash two sets of jars for at least 3 extra Sand Tanks. The first set is a saw blade going up and down in front of a horizontal spinning spiky half-cylinder on the left wall of a pit.  
Study the ever changing rhythm and wall run in slow motion to the shutter. Jump to the opposite shutter and from there to the left ledge on your left. Turn right. The second set has 4 horizontal spinning saw blades going from left to right in the floor flanked by a vertical cylinder on each wall.  
Past this set you’ll find jars in the left corner for extra Sand. The last set has 2 vertical cylinders in the floor, flanked by spinning blades in the walls. Around the corner on your right you can jump over a pit to a Dagger plaque. Wall run left and jump from two opposite shutters to a Dagger Plaque on the far left from the first plaque. Wall run left to the ledge and you’ll find a Save Fountain.
Next Sublevel: The Middle Tower
Level 9 
The Tower of Babel 
The Middle Tower - Part 1
The Sublevel The Middle Tower is the largest of the entire Game, so I had to split it into two Parts. Note that there is no Save Point in between the two Parts, but there is a Checkpoint. Opposite the Save Fountain there is a mechanical Dagger groove on the wall but first you can smash 3 jars in the corner for Sand. 
Stab your Dagger into the groove that will open the timed door left of the Fountain. Jump backward and run/roll under it to end up on a stone balcony on the Tower wall having a splendid view over Babylon again. There are two female Ninjas that are easily defeated.  
Run up the wall and use two Dagger plaques on top. From the upper plaque look left and notice some more reparation work going on, and on your right side there is a ledge. Wall run right to the ledge and hang down. Pull up and wall run to two Dagger plaques. From the upper plaque look left and study your next move. There is a Dagger plaque on your left and a shutter further left in front of a hanging column. This should be clear now. Study your next move.
Wall run left to the left Dagger plaque and from there to the shutter where you can jump off to the column. Turn your back towards the lower ledge of the construction area. Jump backward to the construction area.
When hanging from the ledge go to Landscape View and observe the complicated wooden construction. You see two levers and some Elevators. Pull up and explore the entire first floor where the lower lever is situated. You can smash some jars and crates for Sand first. Now turn the lever. On your right you will see an Elevator raising a block to the second ledge.  
Notice a narrow U-beam in the left corner. Jump to the beam and you will pull up. Walk around the corner and jump up to the higher narrow beam and pull up. This is also a U-beam. Walk around the corner and side jump to the second ledge with a lever.  
Smash the jar in the corner for incidental Sand and pull the block out of the Elevator. Push it all the way into the Elevator that is standing ready on the other side of the ledge. Now turn the lever. You will get an automatic Landscape View of the Elevator raising the block up to the third ledge where you see 3 Guards patrolling. 
Hop over the banister in the corner and jump backward to a pole sticking out of the Tower wall. Turn around and hop up. Jump higher to two more poles, hop up and jump to the third ledge where you can easily knock down the three Guards. Then you’ll have to fight some invisible silhouettes. Smash the jar in the corner for Sand. 
Go to Landscape View and plan your next move. Two Elevators are now on this third ledge. In the other corner you can smash two crates for Sand. Pull the block from the second Elevator into the third. In Landscape View you will see how the block will lower the Elevator and raise a fourth Elevator.  
Go to the corner left of the lowered Elevator and smash the crates standing in front of the wall. This clears the way for running up to a narrow ledge on the Tower’s wall. Pull up and walk to a wooden ledge sticking out of the wall. Wall run left and jump backward to the raised lift. Hop over the banister in the direction of the ledge with a narrow beam sticking out and jump backward to the beam.  
Pull up and walk to the ledge. You can smash some jars. Notice that you’re now standing two ledges above the balcony you originally entered. On this ledge there is a vertical U-gap where you can wall-to-wall jump to an upper narrow ledge. Pull up and walk to the middle from where you jump backward to a suspended U-shaped narrow beam.

Jump left to the ledge with the 3 Vultures (or Crows?) and run up to a Dagger plaque. Wall run left to a pole sticking out of the Tower’s wall. Swing/jump from this pole to the next pole. Hanging from this pole notice a wooden ledge and a stone balcony. 
Swing/jump to the opposite wooden ledge and hang down from it to notice a narrow beam underneath that leads to an open window accessing a hallway. Before dropping down go to a nearby Checkpoint for safety. Soon you will understand and appreciate the use of this small side trip. Run and jump to the stone balcony. Smash some crates for Sand and enter the Tower of Babel for a third time to create a Checkpoint.

Go outside again on the stone balcony and jump back to the wooden ledge on your right. Now drop down to the beam and enter the hallway. Jump down from two ledges and proceed to where you can jump to a ledge. 
Run up the wall to a narrow ledge and pull up, jump backward to the opposite narrow ledge, walk left, jump to the next narrow ledge and pull up, and jump to a final narrow ledge. Pull up and jump backward.  
There on the ledge you find a Bonus Fountain. Drink and meet your Challenge Task. You need at least 3 to 4 filled Sand Tanks to pass the Challenge. There are a number of trap sets. Should you fail and run out of Sand Tanks you will be transported to the Drinking Fountain and drink again. But then you will have to do the next traps without any Sand Tanks which is impossible. Should that happen act as follows: Don’t drink from the Fountain again but turn around to the pit and kill yourself. Drop down hanging from here.
You’ll be asked to retry and end up with the Checkpoint you just made on the stone balcony but you will have regained all your Sand Tanks again. Then jump back to the wooden ledge, drop down to the narrow beam and this time you will see that a vertical column is perpendicular to the beam in the middle blocking your entrance.  
Hang down from the beam and shimmy past the column until you reach the window and pull up. Now return to the Bonus Fountain with full Sand Tanks. Then drink again from the Fountain. 
1st set of traps: 
-         a two-bladed spinning wheel 
-         a vertical cylinder in the left wall 
Pass in slow motion and wait by the pit.
2nd set of traps: 
-         two vertical spinning saw blades on the left wall
-         a pair of opposite vertical cylinders in front of a tall block 
Wall run in slow motion through the gaps in the saw blades to the cylinders in the far corner when they have turned flat and wall-to-wall run to the top of the block.  
3rd set of traps: 
-         two vertical chain saws on your left of a pit 
-         a T-shaped narrow beam sticking from the left wall 
Wall run in slow motion through the saw gaps until you reach the beam and jump backward to it. Jump to the opposite narrow beam and drop down to the lower beam and face your final traps.
4th set of traps: 
Two horizontal cylinders with a two-bladed spinning wheel in the middle. Go into slow motion to the light.

Now you gain your 6th and last Bonus Health and you will be transported to the Bonus Fountain again. Return to the wooden ledge where you will be blocked again by the vertical column. Side jump to a narrow beam in the direction of the stone balcony. Jump to a higher narrow beam and side jump to the wooden ledge again. From here jump to the stone balcony and return inside the Tower creating a new checkpoint like you did before. 
Next Sublevel: The Middle Tower - Part 2
Level 9 
The Tower of Babel 
The Middle Tower - Part 2 
You will probably enter here with no Sand Tanks, so quickly die by one of the traps and you will restart from the Checkpoint with all of your Sand Tanks.
1st row of traps: 
-         a pit with 2 vertical spiky cylinders on your left 
-         a shutter further leading to two Dagger plaques on top 
Apply your first slow motion to jump to the lower Dagger plaque. Sometimes you’re lucky and end up on the upper plaque at once.

  
2nd row of traps 
-         a vertical saw blade in front of a shutter 
-         a shutter on the opposite wall going to a Dagger plaque on the opposite wall 
-         two up and down saw blades to a ledge 
If you ended up on the upper Plaque in the beginning you may as well quickly continue left to the shutter while still in slow motion. Otherwise you’ll have to use a second slow motion. When you end up on the last Dagger plaque you sometimes proceed left to the ledge without going into another slow motion again. Smash some jars in the corner for extra Sand and turn left. 
  
3rd row of traps: 
-         a pit with 3 vertical saw blades on your right 
-         3 shutters in a row on opposite walls 
-         a Dagger plaque 
Sometimes it is easier to pass this trap in full motion! Jump over to the opposite ledge and smash a couple of jars. 
  
4th row of traps: 
-         a spinning couple of blades 
-         a floor cylinder 
-         a pit 
-         4 Dagger plaques on the opposite wall 
Stand left of the trap and go into slow motion. You WILL get hurt! When hanging down from the opposite side of the ledge immediately jump backward over the pit and stab your Dagger into the plaque on the opposite wall. Go 3 more plaques up and on to a ledge. 
Get up when the first Guard turns left and Speed Kill him with 5 stabbings. The second Guard is easy to defeat. This is your last Checkpoint in this Sublevel, meaning if you die before the ending you will return here. There are some jars for possible Sand. Inside the Tower is a terrible mess. 
Go to the right wall of the balcony and wall run to a pole sticking out of the wall. Swing/jump to the next pole and from there to a narrow ledge. Walk to the entrance of a balcony on the other side of the Tower of Babel and look down on Babylon from the other side. Wall run left to another balcony where you can already hear the shouting of a female Ninja. Jump up the higher side of the wall and jump down.  
Lay the bitch down with one wall attack and smash some jars in the corner. Continue up the wooden walkway inside the Tower, turn left and go to Landscape View. Another puzzle with Elevators is coming up. Enter the lower floor of the wooden construction and when you look away from the block outside the Tower you will notice two Guards patrolling and a hysterical female Ninja. 
Jump to the lower floor. Push the block onto the Elevator. Go to the banister left of the Elevator and hop over. Jump backward to the ledge with the birds. Turn left towards the ledge with the Guards, jump over and quickly destroy them. This is another grass carpet balcony. Face the central construction and jump to a bar from where you swing/jump to the second ledge with the lever.  
Turn the lever and watch the Elevator with the block going up to the ledge above. Walk on an L-shaped narrow beam in the corner and turn around its corner from where you side jump to the opposite wooden ledge. Run up to the banister and look left to notice two hysterical female Ninjas. Hop over and quickly slaughter them. You can easily get them both at once with one wall jump attack with your 2nd Sword. There are some jars in the other corner for Sand. 
Return to the corner, go left and follow the wooden bridge. At the end, turn left and jump on a narrow T-shaped beam. On the opposite balcony there are two angry Guards. Walk on the beam and jump to the banister. Pull up and slaughter them both. Now move the block to the other Elevator. This will raise the empty Elevator on your right.  
Hop over the banister between the two suspended Elevators and jump backward to the second where you’ll hop in. Notice the crazy Ninjas on your right side. Hop over the banister to their side and jump backward to the ledge with the Ninjas. Jump into the other Elevator... and next to the ledge.
Two strokes with your 2nd Sword and they’ll be shut up forever. Go to the opening in the banister where the two crates are standing in the corner and jump to the narrow beam sticking out of the left wall. Jump to the upper window pane and further up to the narrow ledge, shimmy left and jump backward to a column.  
Climb the column until you notice a wooden ledge on the adjacent wall, turn your back to it and jump backward. Wall run to a Dagger plaque and stab your Dagger into it. Left you can see a shutter and a Dagger plaque on an iron wrought wall. See the meaning of this? Wall run left and jump from the shutter to the plaque. 
This is a very tricky move. It depends exactly on when and where you jump from the shutter. Frequently you will end up near the Dagger plaque or even farther on, and tumble down. This may be a Glitch in the game but you have to be extremely lucky to be launched right onto this particular Dagger plaque. If not, you may spend all of your remaining Sand Tanks to rewind and try again, and eventually start over from the last Checkpoint over and over again.  
Wall run left to the Dagger plaque and then drop down to the plaque below. From there drop down to the narrow ledge on top of the entrance through the wrought iron wall. With some luck you may also have landed straight on this ledge from the shutter. Drop down to the lawn garden and defeat the 4 Guards. Go outside to the green balcony and smash two jars in the corner.  
Look up to the wall and notice 4 Dagger plaques and a narrow beam on your left. Wall run to the first Dagger plaque and up to the one above. Wall run left to the next two Dagger plaques on your left and drop down to the narrow beam.

Jump to the opposite narrow U-beam. Walk around the corner and above in the window on the opposite wall you can already see a Save Fountain. Drop down to the ledge on your right and walk on the narrow beam. Drop down to the narrow beam below and walk all around. Prepare for your next jump.
Jump to the opposite narrow beam and drop down to the ledge. Jump to the ledge on the wall. There are 3 Dagger plaques on top of this ledge. Use them to go to the top. Notice a shutter on your left and a column standing in front of it. Prepare your wall run to the left.
Wall run to the shutter and jump off to the column. Climb up the column and jump backward to a narrow ledge and walk to your right on a ledge where you can enter a room with a Save Fountain. Jump to the ledge leading to the Fountain.
Next Sublevel: The Upper Tower
Level 9 
The Tower of Babel  
The Upper Tower
Wall run left of the Save Fountain to a Dagger plaque and stab your Dagger into it. Continue wall running left and end up on a narrow ledge. Walk around the corner and jump backward to wall-to-wall jump to a higher narrow ledge.  
Pull up to the narrow ledge and walk around the corner. Behind you notice two Dagger plaques. Jump backward to the lower plaque, move to the upper plaque and then on to the ledge. Pull up and go into the room on your left. There are objects in the corner that may contain some extra Sand. Behind you there is a narrow beam sticking out of the floor, a bar, a pole and further up some narrow ledges. So you know what to do. Study your next move.
Walk on the narrow beam and jump to the bar. Shimmy a little to the right and swing/jump to the pole sticking out of the right wall. From here you can see that some of the ledges are fully or partly retracting in and out of the walls.  
Shimmy close to the wall and swing/jump to the right stable part of the narrow ledge in front. When the middle part has extracted quickly step left to the left stable part and turn around the corner. Jump to the ledge above when it has extracted, pull up and quickly jump to the stable narrow ledge above that. Turn around the corner and jump/hop over to the balcony. Then enter the room above with four pillars. On the opposite wall there is also an extracting narrow ledge. Notice a broken bar between both pillars parallel to the wall. So your next move should be clear.
Stand on the right side of the ledge. Wall run up to the ledge when it comes out, pull up, and jump backward to the pole. Swing/jump to the opposite bar and from there to the balcony’s banister. Hop over and ascend the carpeted stairs on your right.  
Above there is a balcony on your right in the clouds from where you can overlook Babylon deep down below. We are near the top of the Tower of Babel, and like Nebuchadnezar predicted: it would reach the clouds. Save by one of both Fountains.
Next Sublevel: The Terrace - Part 1
Level 9 
The Tower of Babel 
The Terrace - Part 1
Due to the length and the many illustrations which were needed in this Sublevel I have split it up into two parts. However, there is no saving or Checkpoint in between. Both parts constitute one Sublevel.
The Palace on top of the Tower of Babel
Walk up the stairs between the Save Fountains to a square with an ornamental bird cage in the middle and notice two closed doors. The door to the right is decorated with a circle and the left door with an octagonal star.  
Turn right and follow some more stairs up to a semi-circular balcony with pillars and some kind of Altar in the middle. Overlook Babylon from the banister through the clouds. Left and right of the semi circle there is a path.  
Turn to the right path leading to a Golden Chest and smash it collecting 10 extra Sand Credits. Turn to the left open hallway flanked by 5 columns on either side leading to a golden octagonal-shaped wall switch. The door you see below (with the octagonal star) will temporarily open when you touch the switch.  
Wall run to the switch and hop over the banister on your left (between the wall and the column). Drop down to the square and run/roll through the door while it slowly goes down. You will enter a splendid marble Palace. This is the upper Palace of the Tower of Babel where the Throne of the Kingdom is situated.
The female narrator says: 
You may wonder why I would let this come to pass: so many dead, and likely more to follow. An Empire reduced to rubble. A Prince cast to the streets and hunted like a common criminal. But I had seen the Timeline. And of all the outcomes laid bare to me: this one had the most promise of them all. The Prince has now an opportunity to set things right. Watch now, and see the thing of which I speak. 
Follow the hallway till a closed doubled door and a banister on your left. Hop over and jump backward over the gap to the opposite balcony and hop over the banister. Go left and notice an outline on the wall, like the shape of a door but now covered as part of the wall. Break it with your father’s Sword. Go down a staircase. Observe the entrance to a high cylindrical Shaft with an ornamented floor. This is the one and only Checkpoint in this Sublevel!
Wherever you die from this point until the end of the Sublevel (Part 1 and 2) you’ll end up here again. When stepping on the middle square the floor will start rising, so in fact this is an Elevator! It will go all the way up to the highest Terrace of the Tower of Babel.

The first fight with the Vizier 
Higher up the Prince sees the Vizier floating to Farah who is chained on a ledge on top of a double column. The conversation is hard to follow because of the terrible synchronization (the game was originally made in Canadian French). 
Vizier: Now where did I put those things? 
Farah: Zohran? 
Vizier: What is it? 

Farah: In case I don’t get the chance again... She comes close to Zohran’s face and gives him a punch with her forehead head (Ha, Ha!).
Vizier: You pig! I offered you a chance for fraternity and this is the way you respond? Oh... I shall enjoy changing you. Turning to the Prince: Hello, Prince! Not quite the homecoming you expected?

The Vizier will drop to the floor and spread his Golden wings backwards for a flying attack. Roll at him and stab him 3 times with your Dagger. He will block the third attack with his Golden helmet. Then you must block his stroke and go on with your 2nd Sword. 
The Vizier can jump from one place to another and will also launch Energy Balls which you can easily avoid by rolling aside. He’ll always start a flying attack after that. When you’re near him you can block his stroke and repeat the hits with your 2nd Sword. And when he’s near the pillared wall you can even repeat your 2nd Sword attacks 3 to 4 times in a row. That will drop down his Life Meter quite a bit.  The 3rd stroke will be blocked by the Vizier’s helmet.

Basically it is all trial and error. Three times during this fight the Vizier will fly up and throw rubbish at you. The first time one piece, the second time two pieces and the third time three pieces in a row. They are hard to avoid because these objects seem to follow you like those smart bombs the Americans now produce. Just keep rolling aside like hell when you see one coming at you. 
During the Vizier's first rising they have an angry conversation:
Vizier: Why do you try so hard? I am immortal!
Prince: Immortal perhaps, but not invincible!
With the second rising the discussion becomes really hostile:
Prince (angry): You will pay for what you have done to my people: To live among mindless monsters in service to your madness!
Vizier: The price for progress!   
When he comes down after the third time just a few strokes are sufficient for the Vizier to leave the grounds for good. In anger he destroys part of the surrounding wall and pillars and falling pieces of rubble rain down.  
The debris will fall down and the Vizier will now stay in the air. The important thing in this part of the fight is keeping as much Stamina as possible and certainly not spending any Sand Tanks.
The second fight with the Vizier 
The debris is floating around on the floor like a wild carrousel and you must avoid touching one because it will explode and decrease your precious Stamina about 1/4th. The Vizier is now always hanging in front of a double column for a short while and then moves two double columns further clockwise. You must run to the double column (avoiding the floating chunks of debris), wall run up, and jump backward to the Vizier trying a Speed Kill. 
If you’re fast enough your Dagger will flash for a Speed Kill when jumping from the double column to the Vizier. If not (and that will happen often) the Vizier will move on. So you must run and try your Speed Kill series again. Your first Speed Kill is when you jump at him, your second on top of his neck, and your third when in the air. That will clip off one of his wings.  
Now the debris carrousel is spinning twice as fast and you must repeat the same tactics to clip off the Vizier’s other wing. Go into slow motion. This series of three Speed Kills are from another angle here. If you succeed, the Vizier’s second wing will be chopped off too and is now lying on the floor as well.

The debris is moving still faster now. You need a third Speed Kill series (this time 2 instead of 3) to really wound him badly. These Speed Kills are again from another angle, but the second one will be from high up in the air where the Vizier will throw you up. After the 7th and the 8th Speed Kill the Vizier will fly away taking all the debris in his trail and hide somewhere high up in the air (apparently he seems to have two smaller wings left). All the rubbish is then distributed around in the air. 
Up to The Tower of Babel, The Terrace - Part 2
Level 9 
The Tower of Babel 
The Terrace - Part 2
The third fight with the Vizier
You will now have to reach the Vizier from the floor of the Terrace via a chaotic staircase formed by steadily hanging debris particles - some with horizontal poles sticking out. But with this “staircase” you’ll have to jump from one floating debris ledge to another. 
There are two kinds of rubble ledges: full and narrow. On a narrow ledge you have to balance and jump sideward. Beside jumps you may also have to do a number of wall runs and pole swings. A swing/jump from a pole goes always in front of you. 
There are two ways you can climb up: a long one (which probably was intended by the designers of the game), and a smart short cut. When doing your ascent you may constantly be hit by the Energy Balls of the Vizier. They take away part of your Stamina, and if you’re hit while hanging from a ledge or a pole you will drop down dead and will have to rewind at the cost of a Sand Tank. 
There is no use in slow motion because as soon as you’re hit by an Energy Ball the slow motion Spell will cease. So don’t waste any Sand Tank on that. The whole ascent will be explained by counting the debris particles for a perfect orientation. Follow exactly the description and you’ll be facing the Vizier in no time. Run around the empty Terrace looking for the lowest full ledge which is near a double column. It is quite a narrow U-shaped piece of rubble, but nevertheless it is a full debris ledge.  
Wall run up the double column and jump backward to ledge # 1 from where you can immediately jump forward to a higher ledge # 2. Turn left to the pole. Jump to the pole and hang on it facing the ledge on the opposite wall.

Now this point determines your choice between the long ascent and the short cut. If you swing/jump to the ledge you’ll have to do two horizontal wall runs and your way to the meeting point for both ascents will be longer and more difficult. The chance you will die will be greater and remember: you’ll have to start all over form the only Checkpoint in Part 1. So we’ll take the short cut. Turn around hanging on the pole and change your Camera View by pressing [B8]. Quickly shimmy to the right end of the pole and swing/jump to a higher flat ledge (# 3). Turn left.
In front of you there is a narrow vertical ledge (# 4). Jump to it. Side jump to the pole further up. Swing/jump to the next flat ledge (# 5), pull up and turn right. Jump to the higher flat ledge in front of you (# 6) and turn right. Notice a vertical narrow ledge in front of you (# 7). Jump to it. Jump sideward to the next flat ledge (# 8), pull up and turn right on this ledge. 
Turn right and notice a pole in front of you. Now ledge # 8 is the meeting point between the two ascents: the long one and the short cut that we took. Jump to the pole in front of you. Swing/jump to the ledge in front of you (# 9). Pull up and prepare for a vertical wall run up and a jump backward to the vertical narrow ledge you see on the left (# 10). Side jump to the next narrow ledge (# 11).  
From ledge # 11 you will see the Vizier hanging in the air in front of you. Walk to the end of the ledge and jump towards him. The Prince will hang in mid-air in front of the Vizier with a drawn Dagger. A cut scene will now start showing both enemies facing one an another where the camera will make a full angle of 360 degrees. Then suddenly the Prince’s Dagger will flash!  
Now perform your 9th Speed Kill! The Prince will jump to the Vizier’s chest and stab his Dagger into his throat. This fatal Speed Kill will make the Vizier drop down to the Terrace with the Prince in his trail. Both are ending up on the Tower’s Terrace.

Meetings on the high Terrace 
The Prince will stand up and a long cut scene will start. The scene is quite blurry but the Prince will Speed Kil the Vizier for a 10th time which will make him explode. So much for the Vizier’s “immortality”! Then Farah is set free and from the high Top of the Tower of Babel you will see how all Evil retreats from the City of Babylon. With the Vizier slain Babylon is set free at last! 
All people come out on the streets celebrating the courageous victory of the Prince of Persia over the malicious Vizier. Their massive jubilant cry for freedom can be heard from the highest top of the Tower of Babel! Finally Babylon is delivered from the delirious Tyrant and his gang of ruthless killer Demons! 
The Spirit of Kaileena (who was murdered by the Vizier before he committed suicide with the same Prince’s Dagger to obtain “immortality”) appears on the scene: This world was not meant for me. But there are others and I will find my place, just as you have found yours. The Prince lays his Dagger into the hands of Kaileena – the cursed Dagger that once took her life.
Kaileena now frees the Prince’s left arm from the fire chain lockjaw that turned him into the Sand Wraith at random moments. The lockjaw falls on the ground and the Prince’s arm is finally cured.  
Kaileena: Leave me now, Prince. Your journey is at the end. Prince: Kaileena? Kaileena !!! 
Now we understand that the female narrator all the way long has been Kaileena’s Spirit who was telling us the story of The Two Thrones! Kaileena vanishes leaving a golden Crown lying on the floor. Farah: What is it? That is obviously the precious Crown of the Throne of Babylon!  
The Prince wants to pick up the Crown but someone steps on the Crown preventing the Prince from claiming it. It is the Sand Wraith who has appeared from the lockjaw as a separate person now claiming the Throne of Babylon too. 

Sand Wraith: All that is yours is rightfully mine! And MINE it will be ! An automatic Save Point will now be created and a new Level loaded.
Up to Level 10: The Mental Realm
Level 10 
The Mental Realm
You are back on the highest Terrace in the Tower of Babel but in a subconscious state of mind – let’s call it a dream. Remember the last Level of Tomb Raider 2 when Lara also got stuck in a weird subconscious trap? Or Indiana Jones in the final Level of The Infernal Machine? 
Well this final Level of the Prince is somewhat similar. You will have to jump between transparent ledges, fall into deep pits like we all use to do in our dreams and – above all – fight your Alter Ego: the dark side of your Soul which in physical shape I used to call the Sand Wraith throughout this Game. But in fact the voice of “God” you have been listening to in the past Levels was your Dark Alter Ego talking inside your mind. 
So basically this Level is about a man’s inner struggle between Good and Evil. You will have to face the Dark Side of your Soul, in other words, defeat the Sand Wraith in your dreams – or else, become a Dark Prince yourself. And during this entire Level you will have a continuous discussion with your Dark Side. 
When you fall you won’t die nor have you to start all over from a Checkpoint (there aren’t any in this Level) but go on from the position where you fell – for a change. Because this is such a stand-alone section in this game I’ve turned it into a separate Level – the very last of this Game. Enjoy this surrealistic Mental Realm to conclude your thrilling Game.
The Prince’s Dream 
Both Souls of the Prince are standing face to face on the Terrace: the Dark and the Noble Prince. 
The (unarmed) Dark Prince will start a monologue. Let him finish his speech and listen carefully before you do anything else. Dark: What did you expect? That when you slew the Vizier I would simply disappear? Oh, but you are so blind that your pride, your rage, your selfishness they give me substance. Even with the Sands gone I have the strength to remain. And with the Vizier gone I can take your place and rule the Kingdom! And there is absolutely nothing you can do about it.
Run to the Dark Prince and start striking him with your Sword, more than 20 times in a row. The more you strike the darker the surroundings become until you eventually drop down into a seemingly bottomless pit. 
You’ll end up on a transparent polygonal ledge. Hang down from an edge for a while and notice that this ledge is the flat top of some kind of a Jellyfish. Most ledges are flat tops of Jellyfish in this Level.
Look around until you see the Dark Prince on a square ledge (this kind of ledge is no Jellyfish). Jump to the next Jellyfish and further to the first square ledge. Wall run left to the square ledge where the Dark Prince is standing again (the wall is semi-transparent). 
Strike him once and he will vanish, continuing his venomous reproaches. Dark: The ability to manipulate Time itself: You had the chance to be the greatest King the world had ever known. What wars you could have fought, what Monuments you could have erected in your honor, what women you could have kept! 
Look away from the wall and notice the Dark Prince standing on a ledge under a Gazebo. Jump from one Jellyfish to the second. The second Jellyfish is gliding to and from the L-shaped ledge under the Gazebo. Jump to the ledge when the Jellyfish is nearest. 
Strike the Dark Prince once. You now know that he will then vanish and try to convince you to choose his side. Dark: But you failed me, Prince. You grew soft and sympathetic. My attempts to convince you to seek glory fell on death ears. So why bide my time, waiting for the proper moment so just strike. 
Turn right on the “L” and you’ll see the dark Prince on another L-shaped ledge under a Gazebo. A narrow Jellyfish beam is sticking out of the Prince’s ledge to a Jellyfish in between both ledges. Walk on the beam and jump to an opposite narrow beam. Drop down to the beam underneath, pull up and walk to the Jellyfish. 
Jump to the Jellyfish that suddenly rises up between you and the ledge, and you’ll drop down into a dark blue area with suspended bridges. This is also part of your past: it is the secret area where you found your Life Upgrades in The Sands of Time. 
You’re standing on a rock indirectly connected with another rock under a Gazebo by a suspended bridge. You have gone into slow motion now. When you jump to the bridge you will end up on the L-shaped ledge with the Dark Prince again in the previous area. 
Strike him once and he will restart his monologue. Dark: You do not deserve what you have been given: control of the world’s greatest Empire. With the power up to your command you could rule the world! You have squandered it, Prince! I would do it justice and so it should be mine! YOU ARE JUST A PARASITE!! YOU DESERVE NOTHING!!! 
The ledge is spinning around. The Dark Prince is standing under the next Gazebo and you must jump to the first Jellyfish. Walk on the narrow beam that connects the two Jellyfish. Jump to the L-shaped ledge, strike the Dark Prince once and here we go again: Dark: I want your time! Have I not earned it? Do you think you would be here now if not for me? How many times did I save you? How many times did I unblock your path? Take down your enemies, remind you of your mission! But all you did was cry about your Father... and Kaileena... and Farah. How everything bad always happens to you. BOO-HOO, PRINCE!! 
The Prince finally interferes: Your words are empty... have always been empty! You are just a desperate, selfish Spirit. 
Turn right and walk on the narrow beam (You now know that in fact these narrow beams are also Jellyfish). In between this ledge and the next Gazebo ledge there are two narrow beams (the Dark Prince is NOT on the ledge). Jump to the first and when jumping to the second you’ll drop down into another area of your past. This area is the ship that brought you to the Sand Island in Warrior Within. 
But then again, when you fall onto the ship you are transported to the previous area again but in another location. The Dark Prince is now standing on an L-shaped Gazebo ledge at a lower height. Jump to the Jellyfish, which is going up and down. When it goes down you can jump to a square Jellyfish. Hang down and drop to a rectangular Jellyfish below. Jump from here to the Gazebo ledge and strike the Dark Prince once again. 
Dark: If I am selfish, Prince, it is because you are. If I am ruthless and reckless and lacking in morals it is because you are! I did not spin myself out of the air either? I was not conjured by some “mad” Vizier:  I... AM... YOU!! 
Prince: No! I have seen the error of my ways. And I have atoned for the transgressions of my past. I am no longer that person. Turn right and see the Dark Prince under the next Gazebo ledge. When you jump to the Jellyfish below you will land in another area of your past: a Time Portal from Warrior Within. 
You are standing on a rock overlooking the Portal in the present. Again you’re in slow motion here. Run and jump from the rock to the portal and you’ll return to the previous area trapped in a light beam going up from the Jellyfish you just jumped to. 
There are two ways you may now go to reach the ledge:
1st way: 
Slide down and hang from a ledge and drop down to a transparent staircase leading to the Dark Prince’s ledge. 
Walk up the stairs and jump but you’ll be retracted to the stairs. Then jump again and this time you’ll reach the ledge.
2nd way: 
Climb up and end up on a staircase going down from where you can jump to the ledge. 
Strike the Dark Prince once. Dark: Seasons change, tastes change. But people... people never change. You delude yourself believing otherwise. Do not fight me: set down your Sword, and embrace me. 
Turn right and see the Dark Prince under his next Gazebo ledge. Between the ledges are a Jellyfish and 4 transparent side faces of an elongated Cube. Jump from the Jellyfish to the upper ledge and the rectangle will make a rotation through a quarter circle. The distance is now too far to jump to the ledge. Jump back to the Jellyfish and then again to the ledge and it will turn to its original position and even augment. Jump from the elongated ledge to the Gazebo.
Now you can jump to the Dark Prince. Strike him. Dark: You need to kill me then, knock me down like all your other enemies? SWING THAT SWORD, PRINCE ! Ha Ha... we’ve seen how well that works. Turn left and look at the Dark Prince on the opposite ledge. Jump to the Jellyfish and it will move to a square ledge. Jump to the ledge and wall run on your right to the Dark Prince’s ledge. 
Strike him and there we go again: Dark: Ho, such violence! Your anger serves only to feed me. So I have to ask: have you really changed? After all, I am still right here, STANDING BEFORE YOU! 
Turn left on the L and walk on the narrow Jellyfish beam. In between both ledges there is a narrow Jellyfish beam that constantly does a quarter turn clockwise and anti-clockwise. Jump to it when it is aligned with your narrow ledge. Walk to the other end while it makes a turn and when is it aligned again with the next narrow Jellyfish jump to it. 
You will fall into another area from your past: Farah’s bedroom in The Sands of Time, where you will meet Farah standing outside an open wrought iron double door. When you approach her the view suddenly changes. Farah is now standing in front of an impressive staircase leading up to a Bright Light and the Dark Prince is standing in between the both of you. Farah: Prince, leave this place! It leads to sadness and cruel intentions! You must not chase this Shadow. Turn away! Wake up! I will leave you... 
Dark: Ha! Yes run away. Leave me here, finish my work. TAKE WHAT BELONGS TO ME! When you approach the Dark Prince he’ll start laughing. Hit the Dark Prince. But instead of vanishing he’ll double up! There are 2 of them now. Dark: Are you ready to relinquish control yet? 
Hit either one and a 3rd one will appear. Dark: By all means, stay fighting. Fight! I on the other hand have a Kingdom to attend to. So are you slowly beginning to realize that each stroke will produce a next Dark version of the Prince? Better run around them up the staircase and follow Farah. Behind your back you’ll get a glimpse of how a whole army of Dark Prince Clones has formed. Run further into the Bright Light you see on top of the stairs.

Dark (panicking): No!! What are you doing? Do not ignore me! (REALLY flipping out now): DO NOT LEAVE ME BEHIND!! 
NOOOOOOOOOOOOOOOOOOOOOOOOOO !!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!! 
Waking up 
The final cut scene is starting now.

Farah: Wake up. Wake up!

Prince: I arrived?!

Farah: Are you all right?  

Prince: I think... I think it’s finally over. 
The Prince and Farah are standing on the high Terrace of the Tower of Babel. 
Farah: And... There’s still something I don’t understand. How did you really know my name?
Prince (avoiding the question): Most people think Time is like a river that flows swift and sure in one direction. But I have seen the face of Time, and I can tell you: they are wrong. Time is a potent firestorm. During their conversation the camera zooms out and shows the top of the Tower at a distant angle. 
The Prince is running through a rainy jungle now.  They wonder who I really am, why I say this.  
Come, and I will tell you a tale like none you have ever heard.  The Prince disappears into the dense jungle... 
After the credits are shown you will get a screen telling you: 

You have unlocked The Chainsaw special Weapon. While in the Pause Menu use the Directional Button (or the Arrow Keys) and enter:

UP, UP, DOWN, DOWN, LEFT, RIGHT, LEFT, RIGHT, UP, DOWN, UP, DOWN

Congratulations for having finished this wonderful game with the good storyline and all the wisdom in it! Perhaps... we’ll meet all our heroes again in a following Prince of Persia Game? 
Appendix 
If you found all the Sand Credits that are mentioned in the walkthrough you can now open the different Galleries and watch amazing details, jokes and cut scenes of the Sands of Time, Warrior Within and The Two Thrones. 
The End
