
 

 

 

 

Contains Spoilers!  

Just a little gentle help for when and if you get 

stuck…



Level One: A Hidden Cave 

A straight forward level to introduce some elements of the game, the hero’s 

smiley face ( ) and obviously the target stairs (). 

We also have the basic tile types; the solid () and crumbling ( ) walls, the 

bottomless pit ( ), the red monsters (), and some usual items to collect, gems 

( ), whips ( ), a treasure chest ().  

There are some new features however; red monsters may teleport in to meet you 

as you enter the cave, and on entering the open room on the right a sliding door 

blocks your exit. Also in this room is a dead explorer, an ex-hero (), searching 

him may reveal some info in his diary and some items he has in his possession.  

The item in the centre of this room is a random item, as is an item in the top left 

chamber with the gems; these random items may be different each time you 

play this level.  

Another new item is the brown mushroom (). This may be a poisonous 

mushroom, otherwise a health bonus.  

This cave is very unstable and earthquakes may vary with each visit: rock (), 

bottomless pit ( ), lava ( ) or crumbling wall ( ) earthquakes are common. A 

few bonus items may be uncovered during an earthquake.  

                    

 



 

Level 2: Run Away 

The first of the random levels, featuring both red and green monsters.  

Random levels always feature the same items but will appear in a different 

layout each time the level is played. 

 Typically the hero will start in any of the four corners. 

This level re-introduces the teleport trap () from the original Kroz series, 

which traditionally will transport you to a random location. 

Whips ( ) and gems ( ) are available to collect. 

 

                   

 

 



 

Level 3: Beastmaster 

Items to collect include the valuable artefact (), the treasure chests (), gems 

( ) and whips ( ), and a quaff of potion ().  

Potions, like the mushrooms may be health or poison. With the latter you will 

experience steady gem loss until the poison wears off or you die. If you are 

already poisoned by a potion a further dose will increase gem loss for longer, 

otherwise a health potion will act as an antidote where gem loss is slowed again 

or cured altogether. If poisoned by a potion, it is recommended that you stay 

away from mushrooms; the combination of poisons is lethal. 

A new tile is introduced, the Seeing Eye (). These start off closed until 

activated, when it will open and watch you. This tile may only be activated by 

monsters standing on it, and since monsters always move towards the hero, the 

key to this level is a matter of being in the right place at the right time. Bonus 

points are available on this level. 

                    

 

 



 

Level 4: The Great Escape 

Scarier and faster green monsters join their red counterparts on this level, all of 

them after your life force, your gems.  

Best if you lead the monsters into the crumbling walls so you can save your 

whips, and make you way to the teleport scrolls () at the top and bottom of the 

level.  

Like the teleport traps, these will teleport you to a random location on the level, 

but here we have a destination tile, the star landing pad (), so where these are 

present you can be certain to land on one of them. 

This level also re-introduces the tunnel entrance () so you can move between 

them undisturbed at will. Monsters are too scared to enter dark tunnels. 

                    

 

 



 

Level 5: Blast the Past 

Another of the random levels.  

Escape the green monsters and make it to the stairs. You may jump on one of 

the bombs ( ) to kill any nearby monsters. These bombs also destroy other 

items such as doors and some traps.  

There are plenty of gems on offer, if the monsters don’t get them first. 

This level includes the original Invisibility Ring () which seasoned heroes will 

know does not make you invisible to monsters, only to yourself. In effect it 

temporarily blinds you, however the points on offer may compensate for the 

inconvenience. 

                    

 



 

Level 6: Tunnel Vision 

New tiles include impassable water () and the trees () and denser forest ()   

New items includes the key () which will open a locked door ().  

In this level the stairs are freely available, but you are invited to risk the dangers 

in true hero style and further explore for the points and treasures on offer, 

including the Whip Power-up () and the valuable Golden Gem and Golden 

Whip. Beware though there are a few nasty surprises.  

 

 

  

 



 

Level 7: Potion Sickness 

You’re on your own with this one, best turn back now and go home. If the 

monsters don’t get you, the poison will… 

 

 

 

 

 



 

Level 8: Treacherous Passage 

No monsters, lots of items to collect, hey this ain’t so bad. Yeah right! 

There is a new ring to help out, the Random Ring (), which comes in one of 

three flavours. In this level it is the Super-Whip, which lets you whip even 

those solid walls into crumbling walls. Cool. 

Mind you don’t lost those saved keys! 

 

 

 

 



 

Level 9: Red Hero at Night 

Definitely one of the trickier levels, keep your wits about you and don’t waste 

those items.  

This levels has lots of secret doors which need to be opened by stepping on the 

floor pads ( ). Monsters cannot trigger these pads. 

There are some areas that require keys to get past, don’t forget that monsters 

will destroy any keys they find. 

Watch out for the quicksand! While you will inevitably sink the monsters won’t 

and can traverse quicksand () like it was concrete. 

Keep one hand on your teleport scroll; you never know when it may come in 

handy! 

 

 

 



 

Level 10: Changeling 

They say a change is as good as a rest, well there is no resting here, those 

monsters are hungry. 

You will need the rings to conquer this level, and just a smattering of lateral 

thinking. 

 

 

 



 

Level 11: Leap of Faith 

One of the hardest levels, but if Indiana Jones can do it, a Hero of Kroz will 

walk it in his sleep. Won’t he? You bet! 

You will need a number of keys, the hidden ring may be of some help defeating 

the lava! 

Again some lateral thinking may help, but take your time and plan your route, 

then run like the wind, and let nothing get in your way. 

Getting to the bottomless pit in the centre chamber is only the beginning, there 

are lots of opportunities to lose your items or die on the way. Then let the 

monsters lead the way, step where they step and you will be ok. If you fail, you 

will have a long way to go before you can try again! 

Good luck, I think you’ll need it. 

 

 

 



 

Level 12: Sink or Swim 

Another of the random levels, and yes, you guessed it! Quicksand! 

Still plenty of valuable items here, and not one but two sets of stairs, shouldn’t 

be too much of a problem for a hero like you. 

Did I say Sink or Swim, perhaps Sink or Teleport may be more appropriate. 

 

 

 



 

Level 13: True Path of Destiny 

Just when you thought things were going swimmingly, here’s a puzzle relying 

on skill and logic. Pick your way through the centre chamber according to the 

rules laid out on one of the scrolls, and using the clues picked up from broken 

tiles on the floor. These tiles each belong to a set, denoted by one of three 

sacred creatures, a Beetle, a Snake and a Scorpion. Nice. 

The clues are stored for you on the panel covering the score table as and when 

you pick them up. Decide which creature is telling the truth, which is lying, and 

which is alternating with a lie then a truth. Or is it a truth then a lie? 

You can click the boxes to mark each clue with a ‘T’ for True, or a ‘F’ for False 

and similarly, each set is True, False or Mixed, that is, one set is all True, one 

set is all False, and one set alternates.  

Once you have solved this part of the riddle, cross the room by stepping only on 

the floor tiles which equate to True. Pay close attention to the poem on one of 

the scrolls which will tell you how to start and move through the room. 

Need I tell you? Get this wrong and step on an inappropriate tile in the centre 

chamber and your fate will be sealed. Forever. 

 

 



 

Level 14: Some Things Best Left Alone 

Yes, Pandora, she had a box. She also had a chest and this is it.   

A large chest, guarded by Stone and Fire. 

See it full of treasure? Yes. 

And those bottomless pits? They are waiting patiently… 

 

 



 

Level 15: Lord of the Rings 

Here the Random Ring comes into its own. Use them wisely my friend. 

Extra points available here for the plucky and the curious. 

You need those keys, they should be your priority, without the ability to unlock 

the door you are doomed. 

If you can’t face the blue monsters and the bottomless pits, you can take the 

easy way out, we won’t think any less of you, we promise... 

 

 



 

Level 16: Badlands 

Not an easy level, sometimes a little unfair even, but hey, who ever said 

adventuring was fair, right? 

Traverse the swamp any way you can, and get into the tunnel safely.  

Remember quicksand and swamps are home to the sacred creatures as well as 

monsters, and these creatures are poisonous. Remember the colours for each 

creature? They are a clue to which antidote you will need to stop the poison! 

Remember most poisons don’t mix. You have been warned. 

 

 



 

Level 17: Yellow Peril 

Not a hard level, but this new monster to Kroz may prove a worthy opponent. 

Find the wall trigger to open each of the doors, that’s all there is to it… 

 

 



Level 18: Monster Mash 

Ever wonder just where all those monsters come from. Well now you know. 

Here’s your chance to play Frankenstein, or God, depending how mentally 

unstable you are. Power up, flip the switch, the rest is up to you… 

Big points available here for the industrious hero... 

 

 

 

 

 

 

The Kingdom of Kroz: The Hidden Caves of Kroz 

Written and produced by John Wilson 

If you are stuck and need more help, just email me at 

help@kingdomofkroz.com 


