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Your team arrives at the watermill to discover an intricate system of ten wheels. A plaque 
explains that each wheel can process materials in two different ways. It also explains that the 
colors are added only for legibility and have no hidden meaning. What a helpful plaque!

You toss a few items into each wheel to examine their effects, and find that there are many 
cases where two different wheels can produce the same result (shown here in alphabetical order):

ACES

BED

ACES
ALICE
ARENA
BED
BINDER
BORDER
BYE
CAPED
CAR
CAT
CLEAN
COLONEL
COT
CRY
EAGLE
GLUE
HALF
JUNO
KNIGHT
LOSE
MARS
MINERVA
PIN
RAVEN
SPAIN
SPEC
TENDER
TORN
XI
YEAR
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The wheels are arranged in 10 buildings throughout a grid.
A river flows through a central passageway, then passes through every grid square exactly 

once, forming one long loop that returns to its starting point. Some of this path is shown below.
The river visits each building exactly twice.

You examine a lucky coin to find something that can travel along the river. The river carries it 
from the central passageway, and whenever it passes through a building, it is transformed by 
one of the effects of the wheel in that building. Each effect is used once. What does it become?

A copy of the grid is included here for your convenience.

Rule summary: The river passes through every grid square exactly once, forming one long loop 
that returns to its starting point. The river visits each building exactly twice.

Use the coin with the waterwheel.

The solid letters and the arrow 
indicate the word TUNA, which is 
the start of the transformation 
sequence. Follow the path shown in 
the grid below and perform the wheel 
transformations shown to the right.

The result when the river returns to 
the central passsageway is the 
answer:

      CAVE

Wheel Transformation Word
(from coin) TUNA

F remove first, add L as second ULNA
H adjacency RADIUS
G double DIAMETER
J replace IA with E DEMETER
H Greek god to Roman name CERES
I second letter to O CORES
J last letter to beginning SCORE
I divide by 10 TWO
F rot ­2 RUM
C reverse and append DER MURDER
B de­collectivize CROW
C append N CROWN
B DNA swap GROWN
A homophone GROAN
D add E and anagram ORANGE
A next in sequence YELLOW
E first to B BELLOW
G remove duplicate letter BELOW
E antonym ABOVE
D replace first three with CA CAVE
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