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I ucgsArss Enteriainment Company  Presents

Indiana Jones and the Fate of Atlantis

About Indiana Jones
and the Fate of Atlantis

% Indiana Jones and the Fate of Atlantis, you
Ipl:y the role of Indiana Jones, famed
archaeclogistadventurer, as he sttempts o
discover anil explore long-fabled Atlantis.
Nazi agents, eager w unicash the powers of
Atlantis apainst an unsuspecting world, are
hot on Indy’s heels... or have they alrcady
passed kim?

‘Here's where vou comerin: vou direct the
actions of Indy {and, occasionally, his one
time collesgue turned psychuc. Sophiz Hap-
good} in his search for Atlantis, Penodizllv,
Iy will be called upon to drive z car. ride a
camel, pilot 2 balloon, operate 2 submarine,
and repair and use Atlantezn machinery.
When the tme comes, check the appropnate
section below to leam how to operate each of

MFthis is your first computer adventure
game, be prepared for an entertaiming chal-
lenge. Be patient. ever if it takes = while to

hgure out some of the puzzies. Il you get
stuck, vou might need to solve snother puz-
Zle firstor find and use an object. Buthangn
there and uze your imagination .. you =n
indy will eventuzlly discover the true Faie of
Atlantis!

Getting Started

To ssl,-:.lg THE GAMT please use the refer.
ence card incdluded with the zame. It con-
tains all the instructions speahc to your
computer.

Omnice you've started the program. = saeen
will appear dispisying three concenitric lock-
ing stanes, arranged om a spindle. You will be
asked to align the locking stones to match the
illustrations found in the margins [
of this manual Todoso, turnto | =%
the page indicated on-screen and | S0
check the referenced illustrations. |
Click on the edges of each loding | agoan
stone until ite aligrrment is correct. -
Once you have aligned all three | < %
stones, chok on the central spindle. | v

T manugl asgumes that you are wsizg a joystick ormousz,

Playing the Game

As THE sTORY OPENS, Lnay 1s searching
Barmett College for a mysterious statue. At
this stege, as Indy proceeds from room to
oo, YOu Can examine an abject more close-
Iv — and in spme cases, make use of it —

simply by clicking on the itern. Try dicking
on the gargoyle in the foreground.

After you've found the statue, Indy will
retumn ta his office, where the next part of the
story will unfold ina “cut-scene.” Cut-scenes
are short, animated sequences —like scencs
from a movie — which can provide clues and
mformation. They're also used 1o show spe-
gzl animated sequences, as when an unsus-
pecting jungle rodent helps Indy get rid of a
seake, When you are viewing a cut-scene,
your cursor disappears and — for the
moment — you do not control events,

You begin directing Indy's actions as he
arrives in New York City. The display is
dvided into the following sections:

»r THE Acrion Screen is the largest part
of the display. This is where the animated
action takes place. Dialogue spoken liv the
characters also appears here.

#r THE SENTENCE LinNE is directy below
the Action Screen. You use this line to con-
struct sentences that tell Indy what to do, A
sentence consists of a verb (action word) and
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g A
orichaloum, 1. (@féekalkumy [L orichal-
cwm, mountaln bronze: Gk, ores, &
motitain, and chalkes, copper] L ageld-
en-hued metal thought tobe a primitive
form of bress, possibly in use among the
early Greeks. 2. a mythicsl substance of
unknown ckaracter. 3. a material first
described by Platn that “glittered like
fire"

one or two nouns (objects). Some examples
of sentences you mightconsouct on the Sen-
lerice Line are “Use whip with statue” or
“Use arrowhead witr rag®. Connecting
words like “or” or “with” will automatically
be inserted by the program.

k- Avariapip vERSS are listed in the lower
lefi side of the display. To select a verb, posi-




1 THE ACTION SCREEN
2THESentencE LiNe

3 Avariapie VERES
4 Trir InvexTory lcoxs

tion the cursor over the word and press the
lelt mouse fjoystick buttaon or the ENTER
key. The game has a “guick-verd™ feature
that highlights an approprizte verh when the
cursor touches an inferesting or useful
object on the screen. For example, when
Indy 1% near a3 door that can be opened, pos-
tioning the pointer over the door will high-
light the verb Oper. Pressing the right
mouse fjoystick button or the TAB key (1o
emulate the right button) will use the guick-
verb with the object, which in this casz opens
the door. Dot wisrmy: this feature woan't give
away solutions 1o any puzzles. Keep in mind
that even though a verb is hiphlighted, it may
nat be the only way to use an objoct. Try the
other veris as well!

= NoUns {objerts) can be selected 1 two
ways. You may select a noun by placing the
cursor over an object in the Achon Screen
Many objects m the ervirenment, and 2l
uszble objects in the game have names. ifan
object has a name, it will appear on the Sen-
tence Line when you position the cursor over
it If no mame appears for an object on the
SCTEeen. you Can bDe sure that it has no
significance other than as part of the back-
ground. You may alse selec nours by dick-
ing on them in the Inventon,.

x* THE INVENTORY 100Ns are located to

the right of the Verbe At the beginning of
the game Indy’s inventory i limited to what-
ever oe has retained from the frst cut=srene.
When he picks up or is given an object to use
during game play, an icon for that object is
added to the Inventory, There is o mit to
the mumber of clvects Indy Gn carry. When
there are more than ten objects in the inven-
lory, arrows appear o the left of the icons.
Click on them 1o scrall the icon window up
or dowr,

v THE INDY QuoTtrENT Disriay will help
voui keep track of your progress through the
game. Press the Inventory/1Q Point key — i
— to view your point tolals. (Se= "Indy Quo--
tient (1Q) Points® bilow for 2 full explanation
of 1) Points.)

To move Indy zround, position the cursor
where you want lum o go.and chick. Notce
that Wik 1% the default verb m the Sentence
Ling — this 18 because moving around is
what Indy will be doing most often.

Things to Try in New York
Look a7 TH= NEwsPAreR at the siznd next
door m the theater. Place the cur=or over the
newspaper. You will notice that the verb Lock
at s lghlighted. Press the nght mouse/joy-
stick button or TAB key and Indy wall walk to
the newspaper and tell you what he sees. To



oick up the newspaper, select the verh Pick
up bv placing the cursor over the verb and
pressing the left mouse /joystick button or
the ENTER key. Notice that theapords “Pick
up” appear on the Sentence [ane. Posibon
the cursor aver the newspaper and press the
left mouse/jovstick butlen or the ENTER
kev. This completes the sentence " Pick up
newspaper” a1 the Sentence Line. [ Indy is
not already standing by the newspaper, he
will walk aver to it and pick it up. The news-
paper's icon will be added to your mventory

Open the theater's back deor. See ff yOLL
=1 talk your way past the doorman without
goiting inlo a fstfight (ses the section ent-
Hed “Tallong towCharedters” for more infor-
mation — and the section entitled “Fight-
Ng"... just in case).

Explore the alley 3 bat further,, mavbe

there's another way (o get into the theater.
Once you're i the theater, try fo distrag]
the stagehand, With him out of the way, you

should have plenty of opportunity to try to

attrzct Sophia’s attention!

The Paths

AT A CERTAIN DMOINT it the game, !mwiﬂ
find yourself back in Indy's office. with a

decision to be made: should vou yeﬂlﬂi_ﬁ'

Saphia to continue with Indy on your search
fthe Team path)? Da you want to proceed an
your awn, using your intellect to Wﬂ'ﬁﬂﬂ:
the obslacles in your way (the Wits path)? Or
would you rather spice up your quest witha
little maore action (the Fists path)?

There are three wavs to proceed from this

point. The choice you make will imfuence
the course of the story. While the Team, Wits
and Fists paths cross one another al times,
miazy of the puzzles and their solutions —as
well 25 the places you can visit — will be difs
ferent. The paths re-converge when you
reach Atlans.

We sugpest vou Teserve a Save Game slot
for this decision (s2e Game Controls below,
to leam how 1o save your game), That way,
unce you've successfully completed the path
of your choice, you can retusn to the pomnt of
decision to sample s different path.

Special Interfaces

OCCASTONALLY, YOU WiLL SIND the stan-
dard interface replaced by specalized con-
ols
Talking to Characters

THERE ARE PLENTY OF CHARACTERs in the
pame with whom you can converse. Neacly
evervone Inidy meets will bave somethung to
say, whether friendly or unfrendly... helpful,
ar urthelplull Often, you can talk with some-
ane and then return later for new informa-
tarn.

In 2 conversation, vou select what Tndy

says [rom the list appearing at the bottom of

the screen. Just chick on the phrase you wanl
him to say. Of course, your choice will affect
how other people respond. And, as conversa-
TOMS comtinue, you may be presented with a
new array of dizlogue choices.

ficcasionally, you may iind vaurselif
unable to Tesist a particularly amusing state-
memnt. Keep in mind that, just as in real life,
some of lndy's wasecracks can lead to trou-
ble. Fortunately, in Indiana Jonesand the Fute
af Atlantis, you can save a garne before sur-
rendering lo temptation...

Fighting

REMEMBEE. PICKING A FIGHT 15 donger-
ous, Losing can lead to the game’s abrupt
end, If you chaose the Actan Path, you will
find it necessary to hight your way out of sev-
aral gituations, 4

NOTE: ln most cases, you can “sucker
putich” vour opponent and win the hght (see .
your reference card for the appropriate key
on your computer). Keep in mind that you
don't get 1Q) Peints for using this eption.

Notice the displays for Health and Punch




Power, bath far Tndy and, below that, for his
oppament. If either combatant is 51, his
Health decreases. ‘When Health drops to a
dangetous level, the display will change to 2
warning yellow, When thsdrop in Health
becomes cribal, the cisplay will become red.
When o combatant's Health is entirely used
up, he will be knocked unconseious. 10 Lindy
rests between fights, he will “heal” and his
Health Power will retum to normal.

[Tre Punch Power display shows how
poweriul Indy's swing will be, Fach time
mdy tries to hit, Ins Panch Power takes a few
mioments fo build back up to its mazimum
LI Tndy swmegs again oo quickly, he wall not
hit with maximum power. Of course, it may
be inore impattant 1o keep his enenry off bal-
ance than to hit for maximum effect Tndy
can punch Tligh, Middle, or Low, totry toget

1 :
past his opponent's defenses, I
has hos own mdinidual strengihis ang
NESSEs. -
Te punck your opponent, pos
cursor on him (either High, Midd
and press either mouse button,
switch to kevboard control for Ssthy
vau wish — see your rtferr_ﬁgi
etarils). b
indy also kas some defensive moves. His
apoonents often set their hests a momen

positianing the cirsor on Indy [eithe
Middle, or Low) and clicking — you can
cessfully block the punch, Alse, Ing;
step back (o increase the distance betweel
himself and his apporent , This ﬁﬂ_'hg

ko by a little fime for fndy to recover s 3
his Punch Power. If you don'l like the way
the fight 1 going, you can make your escape
by repeatedly backing Indy away from his
opponeil -
Kry pacrs v Plato’s Lost Dilogue it
been marked by paper clips. Te !-I.I-)‘-ﬂ:'t
miarked page, simply click on the approf
ate paper chip. To close the book and refurs
o the game, click anywhere I:!:EE‘.HH?I
screen (o press the ESC key). ol v

Camel
UsE TsE MOUSE to direct your camel
shrough the dessrt. Try to keep rock eutcrap-
.« hetween yoursell and trouble — if
?ﬁn'tc aught, you're apt to wind up back in
Balloon
Wit you'ze riviNG the balloon, you'll
have to contend with prevailing winds,
which shift direction whenever you change
altitude (the weather vane in the lower right

camer of the screen indicates your current
heading). Up- and downdrafts can also affect
the course al your fiight.

Use the cursar to identify points of inter-
est at which you might want o land. Use the
on-screen verbs ar the right and Teft
mouse]|ovstick buttens te contrel the hal-

1
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loon's altitude: to ascend, drap ballast; to
descend, open the vents, To land at & pointof
interest, maneuver the balloon over the site
and keep venting hydrogen until you're hack
om the ground.

Automobile

Saovrn Moxsieun Trotries fall into the
hands of Nazi agents; it will be up to vou to
rescus him. The Mazis drive [ast, but their
sense of direction is weak. Use the mouse to
maneuver through the streets of Monte
Carlo as you attemnpt to intercept the Nazis’
car. 4

Surveyor's Instrument (Transit)

Use TeE tancer left and right knobs for
coarse contrel; fine-tune the alignment
using the smaller middle knobs.

Submarine

THERE ARE FOUR conTROLS on the sub-
marine: on the Team Path, vou'll have to find
each one and learn how 1o use it From lefl to
right, they contral:

Depth Click at the top to ascend; at the
bottom to descend. To level off, center the
lever,

Steering Click to the left or right of the
wheel 1o turn the submarine 18¢” left or
right (the sub will move nearer and farther

away as you turn).



Direction Alter zeromng the sub’s engine
peed. dlick here to reverse the engimes,

Speed Click near toe top to increase
:ains speed; niear the bottom to Cecrease
speed. The lowest setting will stop the sub-
arine dead in the water
tlantean Machinery

EVEN TITE WONDROUS MACHINERY 0l
Hanns is vulnerable to the ravages of time,
lere's your chance to restore some of it to
ood working order: the parts that vou've col-
ected will be arraved at the hottom of the
eeni. The remainder af the screen shows
e interior of a sentry statue, To pick up a
art, click once on it with the left mouse but-
it will now follow the cursor around the
screen. Position the part over ane of the
egs, then click the left mouse buttom agan
insiall it on the peg. When you have a part
elected, clicking the right mouse button will
e=meieCl 1L

ame Controls

To savE yoUr PROGRESS in 2 game,
nabling you to turn the computer off and
tart apain later in the same place, simply
ress the Save/Load Game function key (Fi
n mos: computers - see your Reference
ard lur mare Information),

T load a game you have saved, use the

TN
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Save/Load Game function key any time after
the game has begun,

MOTE: during dase-ups the Save/Load
CGarne lunclion may not aperate.

I'o bypass a cul-scene, press both
mouse (joystck buttons at once, or press the
ESC key. See vour computer relerence cand
rar details, After you've plaved Indiana fones
and the Fuate af Atlantis several ttmes, yvou
may want to use this funchon to skip over
sceres you have seen belore

To restart the game from the beginning,
prese the key indicated on your relerence
card [F& on most computers),

To pause the game, press the SPACE
BAR. Press itagain tn resume play.

Toadjust the speed of the Message Line o
=uil your reading speed, press Lthe keys indi-
caled on your reference card {(+ and — on
most computers). When you've finished
reading a line of dialogue, you can press the
Done key {the period — . — on most com-
puters) ta dear the ling and pracesd.

se the kevs ndicated on your reference
card 10 adjust (he sound vohaime (open and
close braces — [ and | — on most comput-
ers). If yvou are using the internal speaket,
these controls will turm the sound off and en.
Tfyour sound card has a volume cantrol,
make sure it is set higher than level zero

befure using the keyboard controls to fine-
tun= the volume level.

Indy Quotient (IQ) Pomts
Prpss Tz Inventory/1Q Point key —i—
ta switch from the inventory icons to the 1Q
Peints display ([pressing the key again, ar
dlicking in the display area, will retumn you to
the inventory). The Path designation will be
“None" until you have passed the point in

the game in which you make the Path dea-
sion (described in “The Paths™ above), The
mumber labelled Current measures how well
vou zre doing in the current game. The num-
ber labelled Total measures how well you
have denein 2/l the games vou have plaved to
that poant. The masimum Total scoce, i you
solve every variation of every puzzle on all

three peths. is 1000. You score 1Q points
when you solve puzzles, pet past obstacles.
or find important obnects. Your 10} pointc are
saved when you finich a pame, save 2 game,
or load 2 game. When vou start a new game
vou will have no 1Q poinss until you load or
S5d%C a :r_-_'_.r'_'ITIE'.

Our Game Design
Philosophy : |
WE BF1IEVE THAT YOU buy games [0 De
entertained. not to be whacked over the head
every time you mzke 3 mistzke. So we don™
bring the game to a screeching halt when
you poke your nose into a place you haven
visite¢ before, Keep in mind, though. that
Indiana Jones is an adventurous character
who often fnds himeelf in dangerous situa-
tions. We try to make 1t clear, however, when
you're aboul to get vursel intoa light spot.
Save the game when you think you may
b2 entering a dangerous area, but don'l
assume that every wrong seep will resuit in
death. Usaily you'll get another chance.

A Few Helpful Hints
»= Pick up everytiung you cm Odds= are,
at some point all these strange things will

SETVE SOME DUIPOSE.
w- 1f you get smuck and can't figure out




how to proceed, Ury lookimg through all the
items you've found and thinking about how
each cne might be used (perhaps with yet
another item in your inventory). Think about
Yhe places you've gone, and the people you've
met. Chances are there will be a conmection
that ‘Il put vou back om track.

> When you're with Sophia, she might
have sorme good ideas on how Lo proceed.

¥ Thers js more than one wav to solve
many of th puzzles.

w- T you want to speed up game play,
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