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Don’t miss out on our ultra-cool collection
of official Atari Jaguar merchandise —
featurlng hats, T-shirts, tote bags and much more!
For your free catalog, call 414-241-3313.

U.5.A. Customer Help Hint Line
1-900-737-ATARI (1-900-737-2827)

95¢ per minute. i you are under 18, be sure fo get o parent’s permission before calling
A touch-fone telephone is required.

U.K. Jaguar Software Helpline
0839-994460

Joguor Software Helpline, Cuckoo Wharf Units 1-4 Lichfield Rd., Aston, Birmingham. 86 755
Please obtain permission to call from the person wha pays the bill
Colls cost 3%p per minute cheap rote, 49p per minute af all other fimes {(maximum charge £3.20).
Prices ond games featured on this service correct at fime of going fo press.
We reserve the right to change the gomes featured on the helpfine without priar nofice

If you wish to join the Officiol Joguor Club, please send your nome and oddress details fo:
Joguar Club, Atari House, Slough, SLZ 581

ATARI Info Consommateur
36.68.00.16 (2, 19 f lo minute)

Read before using your Atari video entertainment system.

A very small percentage of individuals may experience epileptic seizures when exposed to certain light
patterns. Exposure to these patterns or backgrounds on a television screen or while playing video
games may induce an epileptic seizure in these individuals. Certain conditions may induce previously
undetected epileptic symptoms even in persans who have no history of epilepsy. If you, or anyone in
your family, has an epileptic condition, consult your physician prior to playing. If you experience any
of the following symptoms while playing a video game — dizziness, altered vision, eye or muscle
twitches, loss of awareness, disorientation, any involuntary movement, or convulsions — IMMEDIATELY
discontinue use and consult your physician before resuming play.

WARNING to owners of projection televisions:
Still pictures or images may cause permanent picture-tube damage or mark the phosphor of the CRT.
Avoid repeated or extended use of video games on large-screen projection televisions.

This product has been rated by the Entertainment Software Rating Board.
For information about the ESRB rating, or to register a complaint about the appropriateness of the
rating, please contact the ESRB at 1-800-771-3772.



THE MAYAN ADVENTURE

JAGUAR™ 64-Bit Interactive Multimedia System
Game Manual

Handling this Cartridge
The Atari Jaguar Interactive Multimedia Cartridge is intended for
use exclusively with the Atari Jaguar System.

Do not bend it, crush it or submerge it in liquids.

Do not leave it in direct sunlight or near a radiator or other
source of heat.

Be sure to take an occasional recess during extended play to

rest yourself.

If for any reason your cartridge does not load, or you see only a
red screen, remove, clean, and reinsert the cartridge. If the problem
persists, refer to the warranty information included with your
Jaguar cartridge.

.

Atari Corporation is unable to guarantee the accuracy of printed material after the date of publication
and disclaims liability for changes, errors or omissions. Reproduction of this document or any portion
of its contents is not allowed without the specific written consent of Atari Corporation.

Activision and Pitfalll are registered trademarks and Pitfall: The Mayan Adventure is a trademark of

ctivision, Inc. All rights reserved. © 1995 Activision Inc. Atari, the Atari logo and Jaguar are trademarks
or registered trademarks of Atari Corporation. All Rights Reserved. This software is authorized by Atari
for use with the Jaguar 64-Bit Interactive Multimedia System
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THE LEGEND OF PITFALL

Many years ago there was a daring adventurer who traveled
the world in search of ancient legends and lost treasures.
His journeys took him across the seven seas and to the
ends of the earth. He ventured into vast uncharted regions
filled with unthinkable dangers. Word of his exploits filtered
back to civilization and he became larger than life—a legend.
This great explorer was Pitfall Harry.

After many successful quests, Harry settled down to raise
his son, Harry Junior. As a hip 18 year old, Harry Jr. devel-
oped a deep sense of adventure—and a bit of an attitude.
He inherited his father's love of the unknown and soon
experienced many exciting quests of his own.

Hearing of his son's thrilling escapades, Pitfall Harry realized
how much he longed for the life he once knew. So together
the daring duo set off for the jungles of Central America in
search of the lost treasures of the Mayans.

But something went terribly wrong. . .
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FJ Day 3—The Mayam Adventure ‘

After Aays of traveling through the jungle, f
Hawry Jv. and | have finally veached the
heavt of the ancient Mayam Ewpive. It's
been a long journey, but the
‘ veal danger lies ahead,

2

for we awe close to dis-
covering the lost trea-
suve of Uaxactuu,

Accovding to legend, the tveasuve is
Juavded by the spivit of am amcient
Mayam waviov—Zakelua: Lova of Evil.
\ Thousamds of years age, Zakelua at- ;
tewpted to conquer the Mayan |
lamds so he could vule the s
Ewpive. He was finally Aefeat- ‘i
ed atter many battles, and
he vamished, never to be seen (
again. {

My vesearch on Mayau cul-
Fure and Ielgen.ﬂ is vecovded
n tHhe Pollowing pages. I¥ some-
thing should happew to me, it is
wy hope that Harvy Jr. tatke wy pevsonal
log amd use it aas a guide to coutinue our
auest. | euly hope that it will be enough
help—if ever it must be used.

4
4




WELCOME TO THE JUNGLE

Pitfall Harry has been taken captive by the dreaded warrior
spirit Zakelua: Lord of Evil. Young Harry Jr. must now venture
into the unknown, armed with only his trusty sling and his
father’s journal, to rescue his father before it's too late!

PREPARING FOR
YOUR MAYAN ADVENTLURE

1. Insert your Pitfall: The Mayan Adventure cartridge into
the cartridge slot of your
Jaguar 64-Bit Interactive
Multimedia System.

2. Press the Power button.

3. Press the B button to advance
to the Main menu.

The Options Menu

To change the game settings before playing, use the Joypad
to move the boomerang on the Title screen to Options, and
then press the B button. The Op-
tions menu will appear on the
screen. Press left or right on the
Joypad to move through the op-
tions. Press the Joypad up or
down (or press A, B or C) to toggle
through each option’s setting.
Press the B button to exit the
Options screen at any time.

Difficulty
Choose from two difficulty settings: Normal or Hard. 5



Controls

Customize your Joypad. The screen will show a list of
moves, followed by the button each move is currently as-
signed to. Press up or down on the Joypad to toggle
through the different settings, and press the B button to
make your selection. See Getting Around the Mayan World
for the default settings.

Adventure Info
To view a summary of helpful items you may find during
your journey, use the Joypad to
move the boomerang to Info on
the Title screen and then press
the B button. Press the B button
again to go through the Info
screens. For more details about
the items you can collect, refer to
the Mayan Weapons and Mayan
Artifacts sections of this manual.

Saving or Loading a Game

You can save Harry Jr.’s progress at the end of each level.
When you complete a level you will be asked if you want to
save the game. Select yes or no and continue with your joumey.



If you have a game saved when you start playing Pitfall: The
Mayan Adventure, you will be asked if you would like to load
the saved game. If you select yes, the saved game will be
loaded, and you will start your game at the last level Harry
Jr. completed.

GETTING AROUND THE
MAYAN WORLD

The following are the default settings. See Controls in the
Options menu to change these settings.

Joypad Left Pause Button
or Right Pressing the Pause button will pause the
Run/Turn/Crawl/ game. While paused, you can adjust the
Push/Look/ sound effects volume by pressing the B
Aim Weapon button, and the music volume by press-
Joypad Up ing the A button. Press Pause again to
of Down resume play.
Climb/Crouch/
Pull/Look/Aim
Weapon

Whip Sling

A button default
Shoot

(Use selected weapon)
B button default
Jump

C button defauit

Option Button
Press the Option button to toggle your weapon.



Memory Save

Your current level, joypad configurations, and sound settings
are retained in the cartridge even if you have turned off your
Jaguar 64-Bit Interactive Multimedia System. The cartridge
will store up to 100,000 changes. After 100,000 changes
have been recorded, no more changes will be retained. To
clear currently saved changes press *, # and Option while
on the Pitfall: The Mayan Adventure Title screen. You must
clear the changes before you reach the Menu screen.

Note: If you have a ProController, you can use the X, Y and
Z buttons to select your active weapon.

Adventure Status
To see how Harry Jr. is doing on his quest to find his father,
just check the top or bottom of your screen.

Health Bar —As Harry Jr. takes damage, the croc-
odile moves closer and closer. A word of advice —
don't let him get too friendly!

Score—

Indicates the Harry Jr.—

number of Indicates

points Harry the number

Jr, has of lives

earned. Harry Jr. has
left.

Treasure Count— Calculates the Gold
value of the treasure pieces Harry Jr.
has collected. Collect 50 Gold points
to earn a Continue.

Weapon — Shows Harry
Jr.’s current weapon and
its available number of
uses.

8
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MAYAN WEAPONS$

Harry Jr. begins his quest armed with
only his trusty sling and a few
sling stones. Use these

stones to shoot enemies or

anything that may help you ad-
vance through a world.

The sling can also be P e
used as a whip to 3
swat enemies at
close range, but

the odds are already
against you—so pick
up as many sling stones
as you can find. You'll ”\;l F Ferd
need them!

Switching Weapons

During the course of your adventure, you may discover
ancient Mayan weapons that will help Harry Jr. defeat
enemies and overcome obstacles. To toggle through the
available weapons, press the Option button. Press the
Shoot (B) button to use the weapon that is currently displayed.



Super Shot

Every now and then you may
feel like hurling a sling stone
with all your might. Good
news—you can! Just hold
down the Shoot (B) but-
ton and Harry Jr. will wind
up his sling to fire off a Su-
per Shot. This will do more
damage than a standard shot,
but waiting for the windup can
cost you valuable time!

Day S—Mayam Weapous
SLING STONES—Stones that sevve
as ammunition For slings. Common-
ly found tHhavoughout Mayam
lands in sacks.

MAYAN BOOMERANG—Sends a

powevful blow to any enewy. . \
Must remewmber to recover this \
weapon after it's Hhvown. W 4

EXPLODING STONE oF \
f o s PACAL—This sacved stone
has magical propevties.
Said to Aestvoy alwost all
3"/-_"/2 \,\‘_ enemies in sight.

PH.

,m-\-:r!

P
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SPECIAL MANEUVERS

Harry Jr. will have to deal with one deadly situation afterjan-
other in the quest to save his father. Only quick thinking and
resourcefulness will get him out of trouble. Here are a few
special maneuvers that may provide a little help: 2

Swinging on vines
* Press the € button to jump and grab
the knot on the base of a vine.

~* Press the Jump
(C) button again
to release from the vine.

Crawling

* Press and hold the

Joypad down.

* Press the Jump (C) button to engage

in a crawl.

* Press the Joypad left or right to make Harry Jr. crawl in
either direction.

» Press the Joypad up or press the Jump (C) button to stand.

Climbing ropes

* Jump onto a rope.

* Press up or down on the
Joypad to climb or descend the rope.

* To jump off the rope, press and .-
hold the Joypad in the direction | -{__&
you wish to jump, then press the —
Jump (C) button.

11



Crossing pegs

K 7 and cords
/('?-/ - * Jump towards
/ the horizontal
pegq or cord to
hook onto it.

* Press left or right on the
Joypad to move Harry Jr.
left or right.
* Press the Jump (C) button again
to release from the peg
or cord.

Riding ziplines

* Jump to grab the zipline.

* Press the Jump (C) button again or ride the
zipline to its end to release from it.

Springing off items
* Jump onto-@ web (or other item)
and betnce into the air.

Pulling levers

* Use the Joypad to move Harry Jr. to the left or right of the
lever, so he is facing it.

* Press the Joypad up to pull the lever down.

Entering doors
* Move Harry Jr. in front of a door and press
up on the Joypad to pass through the doorway.

12



Bungee-jumping
¢ Jump onto abungee.
 Press the Jump (C) butten again to re
lease from the bungee and fly into the air
(the closer to the top of the bungee
plant youare when you release, the higher you
will go).
» Use the Joypad to control Harry while he is
in the air.

Riding the skate car

* Jump onto the car and press left or right on the
Joypad to start moving.

* Press the Joypad in the opposite direction to
the direction you are moving
to use the brake.

Riding the runaway mine car
(only in the Balankanche Mine).
* Press up on the Joypad while holding =

down the A, B, or C button to make the

~.. skate car go up a track.

§: :  Press down on the Joypad
)5 while holding down the A, B,
or C button to make the skate
car go down a track.
* You have no brakes!

13



MAYAN ARTIFACTS

S~ R —_—

!(. Day T—Mayam Avtifacts
5 Theve ave seveval avtifacts that Hawvy
Jv. amd | hope to Find duving our journey.

g Mamy Mayawms believed these ancient
idols amd velics weve cveatred amd sent

f to eavrth by lrzamna—the Mayam God
# of Knowledge.

TIME KEEPER—Accovding to
legend, this powerful avtifact
tewporarily fveezes Hme
abftev being touched.

h
MAYAN CHILI PEPPER—Said o
endow the beholder with
super-humem strength, causing

£ Femporary increase in vuuning amd
Jumping abilites.

SACRED HEART—A spivitual
beating heavt Hhat vestores
a povtion of lost health to
its finder.




T

1

" LOCATION IDOL—Used by Mayan I
trawvelevs o mavk their location. "

Helds magical propevties Hhat L

point tvaweler in geneval Aivection

of desived path. Allows tvaveler

to veturn to mavked point after 4
trawveler is unable to continue
Jouvney.

[
GOLDEN IDOL—Rave ey
Mayan avtifact with — - e
the power to bestow its
finder with a second
chance at completing
their journey.

TREASURE PIECES—It is veported that
pleces of Mayan treasuve—

gold coins, silver .
amd gold bews, Wiy g
N g

Alamond

vings—ave , Z
hidden
Hareughout y

the Ewmpive.

15



!! MAYAN FOES$
| .

Day 9—Mayam Foes
| could find very litHe infovmation avout
Mayan foes. Withesses to evil Aoings i the
Mayam vealm have a tendency to disappear
wysteviously. Thevefore, | have ouly
peen able to compile o pavtial
vecord ow enewmies.

-

Zakelua's army at owe
Groups hawe veen
ted vecewty near Copam.

SKELETONS—Weve soldievs in \% ;

p A SPIRITS OF CHAAC—\Weve
followers of Chaac—the

----- 2 ayan God of War amd

wrifice. It is said that these

L vits hawve a strong command
of five,

JAGUAR—This sleek,
powevrful animal was a
favovite pet of Zakelua
and sevved as his pevsonal
bodyguard. Recent
sightings include the wearby jungles.

16



HAWKS—Sevved as messengers for
Zakelua Auring Himes of wav; have g
been spotted in Tikal amd aveas 0
nwear water.
GARGOYLES—According to legend, many ( < !
of tHhe ancient Mayawm viains ave guavded
by stoue gargoyles that cowme to life

when approached. |

'SNAKES—Faworites of Zakelua. These
creatuves ave common throughout Mayam l
lands and can be very dangevous. f

VAPOR GHOST—Reportedly &
product of Zakelua's sovcevy—
created to ward off anyone

whe has sights ow Hhe lost
treasuve of Uaxactun, ’

Theve have alse beeu sightings of Zakelua,
though we one has beew able +o Ascument his 1
appearance, Some Mayaus believe Hhat !
Zakelua himself, using ancient Mayan ‘
sovcevy, wields coutvel over the creatures
that ihabit the Mayan Ewmpive.

PH. [

R



THE LOST CIVILIZATION

e

el

T Day 12—A Lost Civilization
¢ During my studies | Aiscoveved Hhat the

¥ Mayam civilization flourished Havoughout |

what is wow Mexico and Cewtral Amevica
for neavly four-thousamd years. In sowme
aveas, Mayan culture lasted untl the
eavly 1500's, but mamy of the prominent
cities Aisappeaved by A.D. 900.

Although wmamy Mayaw sites hawe been
Aiscoveved, litHe is known of the Aay-
to-day achvities of tHhe Mayan pesple.
What is knoww, is that they built elave-
vate cities and temples without aid
Lrom Hhe wheel, metal tools ov avmimals.
Theirs was a civilization full of
wystevy amd wmagic. Long has
theve veen talk of ghosts
and evil spivits voo\w\ius
thvough the vuined cities
and fovests of the lost
Mayam Ewpive. It is this
civilization of mystery amd
wagic Hhat | long to explove.

PH.




4
Day 13 —Mayam Lands 1

! MAYAN LANDS

Hawvvy Jv. anmd | have tvaveled for ;

| Aays in seavch of the lost treasure. {

¢ Although it's been a long amd tough b
expedition, it is fav from over. The o
voad ahead is full of Aanger. ;\

o JUNGLE OF CEIBA—An

A4 ) emcient amd wmystevious 4
L place unin-
4 \ ;&_ habited S v

A siuce the i
1400's. Damger Tuvks / [
from every side on this
wmaze-like path. Should

e able to use suv- g \
vounding elements to navigate. (

XIBALBA FALLS—Nawmed
after the Adewmons i
believed to exist
thvoughout the
Mayam realm. only the .
skilleul cam tvavel Hais !
§ Aamgevous path without y
Plummeting into Hhe vaging ¢

water below. Must be ¢
cavetul! ﬁ
T ot



TAZAMUL MINES—Lost
for centuries, Hhis sevies
3 of treachevous caverns
! isbelieved to be inhabited by deadly
FR] cveatuves amd filled with
\ R hazavdous bavviers. Could

possibly use abamdoned
wine car as tramsportation.

LOST CITY OF COPAN—
Locatred in the heavt of
the amcient Mayan Ewpive, Hais 2000-
yeav-cld, Aecaying extevior is loaded
. 5 With deadly tvaps

L.
and even deadlier  Fria.
enemies. ~SkE] €

By f 1
4Acu {
CoPAN : "

{ ~ ewteved this wystevious
} labyvinth has ever veturmed.
7

PH.

R

o
3
%
i
e

5

g
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Y
{
; !
Day 14—The Adveuntuve Continues
Shouwld Hawvy Jv. amd | aactually suvvive d
the journey through the kwown Mayan 4
tevvitory, we will need all of our remaining
_ luck to continue the expedition. A lowg
voad awaits us.

LAKAMUL RAIN FOREST }
YAXCHILAN LAGOON .
BALANKANCHIE MINE f

TIKAL RUINS
TIkAL TEMPLE

e PH.

st
f
|
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BONLIS WORLD$

Bonus worlds hidden throughout the game could yield you
great rewards if you're skilled enough to find them.

Loltun Secret Vault

‘You will enter a room with three
levers, labeled A, B and C, on a
wall. Directly above each lever is a
light. These lights flash in random
order, creating a pattern. Repeat
this pattern by pressing A, B and
C buttons on your Controller. If you successfully repeat all of
the patterns, the vault will open and you will be rewarded!

A Trip Back

A magical time warp, created by
the evil Zakelua, is hidden some-
where in the game. This warp will
transport Harry Jr. back to a primi-
tive time... a time that may bring
back a few memories. The rules
are simple, you have 20 minutes to collect all goodies...or
else. Here's a hint—watch out for the scorpions!

22



$TRATEGY TIP$

* Collect as many Treasure Pieces as you can. Every fifty
points earns you a Continue.

* Use the Super Shot to help defeat deadly enemies or
blast through nasty web blockades.

* Try to be downhill from your enemies when fighting.

* Be sure to use Mayan Artifacts and Weapons wisely.
These Mayan goods work for only a limited amount of
time and/or number of uses.

* Remember to grab the Mayan Boomerang after each use
or it will disappear.

¢ Try using abandoned mine cars or other items as
platforms.

* You can do more than just stand on top of tree stumps.
* Don't be afraid to explore—you may find hidden surprises.

* Keep moving when you're above the jumping crocodiles.

23
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WARRANTY

Atari warrants to the original purchaser this product to be free from defects in material and workmanship under nor-
mal authorized use for a warranty petiod of ninety (90) days fram the date of purchase as evidenced by your receipt.
‘Atari will replace the defective software free of charge. After the expiration of the warranty period, you assume the
entire cost of all necessary servicing, repair of correction

The warranty ks null and void if the carridge has been apened andfor any parts were removed or if software or any
accssories other than those authorized by Atari are used in connection with this procuct, Warranty does not cover

accidental or intended damage or neglect. If the product displays a fault within the warranty period, the user should
fetun It 10 his place of purchase, which will follow the required procedure to obtain a replacement.

In no event shall Atari be fiable for consequential or incidental damages resulting from the breach of any express or

implied warranties. Some states do not allow limitations on how long an implied warranty lasts or exclusion of conse-
quential or incidental damages, so the above fimitation or exclusion may nat apply to you.
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