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INDIANA JONES™
AND THE LAST CRUSADE

by Lucasfilm™ Games

Aboutindiana Jones andthe Last Crusade
— The Graphic Adventure

You’re probably already a fan of Indiana Jones
from his movies: Raiders of the Lost Ar, Indiana Jones and the
Temple of Doom, and now, Indiana Jones and the Last Crusade.
With this Graphic Adventure Game (we'll call it Indy for short),
you can relive the excitement of the latest Indiana Jones movie,
plus more. Because you're not limited to the way things went
in the movie, you can choose what happens next!

If you haven’t seen the movie yet, what are you
waiting for? The game has been designed to be the most
funif you play it after you see the movie, but you don't have
to:see the movie to play the game. The next paragraph describes
the basic plot of the movie and game, so if you haven't seen
the movie and prefer to be surprised, you may wish to skip the
paragraph.

A short summary of the movie: Indiana Jonesis asked
by Walter Donovan, a wealthy industrialist, to find the Holy
Grail. The Grail is reputed to grant eternal life to whoever
drinks from it. Indy’s father, Henry Jones, an expert on the Grail,
has disappeared while searching for it. Indy and his friend
Marcus Brody travel to Venice and meet Dr. Elsa Schneider,
who was with Henry just before he disappeared. Using his
father’s Grail Diary, a record of lore and legend about the
Grail, Indy finds his way into the catacombs beneath Venice.
There he learns that the Grail is near the Middle Eastern city
of Iskenderun, and that his father is being held captive in an
Austrian castle. Indy travels to the castle and frees his father,
only to find out that Donovan and Elsa are cooperating with
the Nazis, who are trying to find the Grail for Hitler. After a
short side trip to Berlin to recover the Grail Diary from Elsa,
Henry and Indy escape via zeppelin to Iskenderun, where they
find the Temple that houses the Holy Grail. Donovan shoots
Henry, forcing Indy to race against time to recover the Grail
and use its healing powers to save his father. Indy passes three
deadly trials with help from the Diary, meets the Knight guarding
the Grail, and finally chooses the real Grail from an assortment
of fakes. Does he make it in time2

Here’s where you come in ... You direct the actions of
Indy (and occasionally his father, Henry) in a quest fo recover
the Holy Grail. Although in many cases you will be able to
duplicate the course that Indy took in the movie, at other times
you will find alternatives and unfamiliar locations before you.
Challenge yourself to learn to think, react, and fight like Indiana
Jones to succeed while confronting the unknown.

To help you solve the game’s dozens of puzzles, we've included
acopy of Henry Jones's Grail Diary. This is the diary that Indy’s
father used to record research and rumours about the Grail. It
contains many helpful clues, and using it will be the only reliable
way to choose the true Grail at the end of your journey.

We've also included a special Translation Table that Indy uses
to help him translate ancient inscriptions. There are several
critical points where you must make the correct translation to
proceed.

If this is your first computer adventure game, be prepared for
an entertaining challenge. Be patient, even if it takes a while
to figure out some of the puzzles. If you get stuck, you might
need to solve another puzzle first or find and use an object.
But hang in there and use your imagination and you will guide
Indy to the Grail!

GETTING STARTED

To start the game on your computer, please use the computer
reference card, included with the game. It contains all the
instructions specific to your computer.

i .
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PLAYING THE GAME

After the opening title sequences and introduction, you will see
Indy standing in the gym at the college where he works. When
he turns to face you and the text appears at the bottom of the
screen, you may begin directing his actions. The screen is
divided into the following sections:

1. The Message Lines are the two lines at the very top of
the screen. Dialogue spoken by the characters, as well as
gome-related messages, appear here.

2.The Animation Window is the largest part of the screen
and is where the animated action takes place. It shows the
‘camera’s eye view' of the room or location that the currently
active character is in.

3. The Sentence Line is directly below the Animation
Window. You use this line to construct sentences that tell the
characters what to do. A sentence consists of a verb {action
word) and one or two nouns (objects). An example of a
sentence you might construct with the Sentence Line is “Use
mallet on bell”. Connecting words like “on” or “with” will be
automatically inserted by the program.

4. Verbs must be selected from the words in the columns
below the Sentence Line. Some verbs (Talk, Travel) are
highlighted in a bright colour when they can be used, and are
dim otherwise. All other verbs can be used only when they
appear on the screen. Check the list from time to time — new
verbs may appear as the game progresses. To select a verb,
position the cursor over the word and click (press the left
mouse/joystick button, or hit the RETURN key).

5. The Inventory is the area below the Verbs. Each
character you control (Indy, and later, Henry) has his own
Inventory. Atthe beginning of the game the inventory is empty.



When a character picks up or is given an object to use during
game play, the object’s name is added to the character’s
Inventory. There is no limit fo the number of objects a character
can carry. When there are more than six objects in an Inventory,
arrows appear in the middle of the list. Use them to move the

list up or down.

Nouns (objects) can be selected in two ways. You may
select a noun by placing the cursor over an object on the
Animation Window and clicking. Many obijects in the
environment, and all usable objects in the game, have names.
If an object has a name, it will appear on the Sentence Line
when you click on it. You may also select nouns by clicking on
them in the Inventory.

Tomove acharacter around, select “Walk to” from the
Verbs by positioning your cursor over it and clicking. Then move
your cursor into the Animation Window, point it where you
want the character to go, and click. If you point to an open
door and click, the character will walk through it. Notice that
“Walk to” appears automatically on the Sentence Line after a
sentence has been executed — this is because moving around
is what your characters will be doing most often.

To tell a character to carry out the instructions
you’ve put on the Sentence Line, either click once
more on the final noun or verb selected, or click once on the
Sentence Line itself. If nothing happens, double check the way
you constructed the sentence.

To replace a noun or verb on the Sentence Line
without reconstructing the entire sentence, simply click on the
replacement word. It will automatically appearin the right place
in the sentence.

“Cut-scenes” are short, animated sequences — like
scenes from a movie —which can provide clues and information
about the characters. They're also used to show special
animated sequences, as when Indy turns out the lights in the
Gym (see below). When you are viewing a cut-scene, you do
not direct the action, and the text below the Animation Window
disappears.

THINGS TO TRY IN THE GYM

Close the door to the hallway. Select “Close” from the
Verbs and then click on the door to the hallway, creating the
sentence, “Close door”. Click again on the door to execute the
senterice. Indy will walk over to the door and close it. Notice
the switch on the wall that was hidden by the door.

Ringthe bell by the side of the boxing ring with the
sentence “Use mallet with bell.”

First, place your cursor over the “Use” verb and click once.
“Use” now appears on the Sentence Line.

Second, place the cursor over the mallet next to the bell, and
click once, creating the sentence “Use mallet with”.

Third, select the bell by moving your cursor over the object
in the Animation Window. By double-clicking on the bell, you
can complete the sentence and execute it at the same time.
Notice that Indy was smart enough to pick up the mallet first.

Turn off the lights by moving the cursor over the light
switch and clicking once to form the sentence “Walk to light
switch”. The click once on the “Turn off” verb, causing “Turn off
light switch” to appear on the Sentence Line. A final click on
the verh “Turn off® will ctart the action Naotice that the final

Notice the displays for Health and Punch Power, both for Indy
and, (below that), for his opponent. The Health display consists
of abar shown in two colours. The leftmost colour shows Indy’s
Vitality, and the rightmost colour represents Indy’s Energy. As
he is hit, his Energy will go down. After his Energy is gone,
further punches will decrease his Vitality. When that is gone,
he will be knocked unconscious. If Indy is allowed to rest while
fighting, his Energy will gradually increase until it matches his
current Vitality. But his Vitality can only be increased outside of
his fights by finding the proper item to heal his wounds.

The Punch Power display shows how powerful Indy's swing will
be. Each time Indy tries to hit, he'li put all his Punch Power into
the swing. Then the Punch Power will take a few moments to
build back up to its maximum. If you have Indy swing again
too quickly, he will not hit with this maximum power. Of course,
itmay be more important to keep your enemy off balance than
to hit for maximum effect. Indy can punch High, Middle or Low,
to try to get past his opponent's defences. Each enemy has his
own individual strengths and weaknesses.

Indy also has some defensive moves. His opponents will often
set their fists a moment before they try to punch. If you watch

for this and have Indy block at the same level (High, Middle
or Low) you will successfully block the punch. This will tire the
enemy without harming Indy. Also, Indy can step back to
increase the distance between him and his opponent. This can
be used to buy a little time for Indy to recover some of his
Punch Power and Energy.

Use the keyboard to control Indy during a fight. The reference
sheet for your computer will tell you which keys to use. If Indy
is too far from his opponent to land a blow, you can make him
step forward by pressing any of the punch keys.

NAVIGATING THROUGH MAZES

At times, Indy will find himself in unfamiliar
territory. You will be controlling him from a distant, top-down
perspective. You will only be able to see what Indy can see.
Just click on the spot you want Indy to go, and he will walk
there. There you may encounter dangerous enemies. If you
cannot run from them, you will find yourselfin a closeup view
and an opportunity to talk to fight your way out of trouble. If
you see a door you would like to open, or a room, click on it,

and you will find yourself next to the door, or in the room.

Eventually, you will end up in a biplane fleeing

SPECIAL VERBS AND FUNCTION KEYS

To start a conversation with someone, select the verb
“Talk”. The “Talk” verb will be lit in a bright colour if there is
someone near by worth talking to. At all other times the verb
will appear dim. See the section entitled “Talking to
Characters” for more information.

To travel to adistance location select the verb “Travel”.
Like “Talk”, this verb is only active at certain times, for instance
just outside of Indy’s college. Later, Indy will be able to travel
to and from the piazza in Venice.

To control adifferent character (Indy or Henry) a
special verb will appear. If you are in control of Indy, the verb
will be “To Henry”, and if you are controlling Henry, you can
choose “To Indy”. This verb will only be active in a few locations
after you have found Henry.

To find out what is in a room, select the “Whatis” verb
and move the cursor around the room. When the name of
something appears on the Sentence Line, you'll know that tis
a usable object and you might want to look at it more closely
oruseitin the game. If you click on that object, the “Walk to”
verb will appear instead. You can then click on the object a
second time to make your character walk to it, or you may click
on any other verb that you want to use with that object.

To save your progress in a game, enabling you to
turn the computer off and start again later in the same place,
use the save feature. Simply press the Save/Load Game
function key (F5 on most computers, but see your computer
reference card to be certain). Note that this feature will not
work unless the verbs are present atthe bottom of the screen.

To load a game you have saved, use the Save/Load
Game function key anytime after Indy has loaded. You can do
this during the opening sequence after you have finished
Brody's translation, but not during other cut-scenes. Further
instructions are on your computer reference card.

To bypass a cut-scene, use the ESCAPE key, or click
on the righthand mouse or joystick button. See your computer
reference card for details. After you've played Indy several
times, you may want to use this function to skip over the scenes
you have seen before, including the title sequence.

To restart the game from the beginning, press the key
indicated in your referencce card (F8 on most computers).

To pause the game, press the SPACE BAR. Press it again
to resume play.

When the disk is being acc d or the g is
paused, the cursor may change. On some computers,
a picture of a snail replaces the cursor during these fimes.

To adjust the speed of the Message Line to suit your
reading speed, press the keys indicated on your reference card
(< and > on most computers).

To turn the sound on and off, press the keys indicated

on your reference card. Note that sound for some computers
can be adjusted with the volume control on the monitor or
television.

OUR GAME DESIGN PHILOSOPHY

We believe that you buy games to be entertained, not to be
whacked over the head every time you make a mistake. So we
don't bring the game to a screeching halt when you poke your

They refer to symbols on the bottom of the screen, which you
should then click in the proper order. Once you've entered
the symbols correctly, you can go on with the game. If you
enter incorrect codes too many times in row, something
embarrassing will happen to you.
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click can be on the noun, the verb, or the Sentence Line. Indy
will turn the lights back on automatically.

Read the sign over the locker room entrance by
clicking once on “Look” and then twice on the sign. Indy will
walk over and fell you what the sign says.

Open the door to the hallway (you should be able to
do that by now) and walk into the college hall to find some
new things to do. Finding Indy’s office should be a good place

to start.

TALKING TO CHARACTERS

If there is someone worth talking to nearby, the
“Talk” verb will be highlighted in a bright colour. At all other
times the verb will appear dim, showing that there is no one
you need to talk to. When you click on the “Talk” verb, “Talk

to” will appear in the Sentence Line. Just click on the person
you want to talk to, and if it is possible to talk to them, their
name will appear. Another click will start the conversation.

In a conversation, you will have to select what Indy (or Henry)
says from among the possible phrases at the bottom of the
screen. Just click on the phrase you'd like to have the character
say. Choose carefully! Indy is often in situations in which a few
indiscreet words will land him in trouble! In addition to the
possible phrases, sometimes you will have the option to “Offer
an object” or “Throw a punch”. Throwing a punch puts Indy
directly into a fight (see below). Offering an object will give
you access to the objects in the character’s inventory. You can
then choose an object to offer, or change your mind and return
to the conversation.

FIGHTING

Sometimes you may choose fists over wits. Since
many adventure game players prefer solving puzzles to festing
their reflexes, we've provided opportunities for you to steer
Indy around any and all fighting —if you're clever enough. Still,
just as in the movie, it often seems harder fo outsmart someone
than just to haul up and wallop him. Since Indy is a physical
kind of guy, we've provided a way to do just that. When you're
in a conversation with someone, if appropriate, you'll have the
option to “Throw a punch”. Clicking on this will start a fight
sequence. In addition, if Indy is in a dangerous spot (and he
usually is) many of his choices could lead to afight. Here's what
the screen will look like:

Germany You, aslndy, are controlling the movement of the
biplane. Your father is manning its machine gun. He's not a
very good shot, so you'll have to keep the plane steady if you
want him to hit anything at all. Don't let the enemy planes fly
directly behind you for long, or they'll shoot you down. The
longer you stay in the air, the farther you'll getin your escape
from Germany. Check the keyboard reference card for your
computer to find out how to manoeuvre your plane.

THE GRAIL DIARY

Henry Jones kepttrack of his own lifelong search for the Holy
Grail in the Diary. We've divided that Diary into two sections,
one that comes enclosed with this game, and the other in the
game itself. The handwritten Diary covers the detective work
Henry did to find the clues to the Grail. It also has ten different
accounts, each with a unique description of the Grail. Scattered
throughout your questfor the Grail, you will find clues that will
help you determine which of these ten accounts is the correct
one. You should have a good idea of what the Grail looks like
by the time you reach it.

In addition to the accounts describing the Grail, you will find
agreatdeal of background material in the Uiary. The pictures
in particular may come in handy when you solve some of the
tougher puzzles in the game.

The other section of the Grail Diary is included within the
computer game. Indy must find this Diary before he can find
the catacombs in Venice. You can look at the Diary wheniitis
in hisinventory by constructing the sentence “Open Grail Diary”
or “Look Grail Diary”. If there is a reference needed to help
with your current situation, it will be shown on the screen.

INDY QUOTIENT (IQ)

When you watch a movie, and the hero does something you
know is stupid or dangerous, have you ever wished you could
make him try something different? This is your chance. With our
Indy game, you are the one making the decisions. We want
you to have the chance to be actually be Indiana Jones, not
justfollow a script. You can improve on the choices Indy made
on the big screen. And you can see how well you've done.

When you call up the Save/Load game screen (see your
computer reference card), you will notice a display in the upper
right corner for /IQ. There are two numbers there, labelled
Episode and Series. Since there are many paths to the Holy
Grail, and not all of them are equally difficult, we have added
the IQ rafing to letyou measure how well you are playing the
role of Indiana Jones. Your Episode IQ measures how well you
are doing in the current game. Your Series IQ measures how
well you have done in all the games you have played to that
pointin time. You score IQ points when you solve puzzles, get
past obstacles, or find important objects. When there are
several solutions to a problem, you will only score once for
solving itin that particular game (Episode); if you complete the
game, and then go back and solve the same puzzle a different
way, you will get additional IQ points in your Series total. The
maximum possible score for the full Series is 800. Your Series
points are saved when you finish a game, save a game, or
load a game. When you start a new game, you will have no
Series points until you load or save a game. See your computer
reference card for information on how your Series points are
stored — if you are saving games to a floppy disk you may
need to use the same floppy for all your gamesin a single Series.

' noseinto aplace you haven't visited betore. Ve make it clear,

. however, when you are in a dangerous situation.

We think you'd prefer to solve the game’s mysteries by exploring
and discovering, not by dying a thousand deaths. We also think
you like to spend your time involved in the story, not typing in
synonyms until you stumble on the computer’s word for a certain
object.

' Unlike conventional computer adventures, you won't find

| yourself accidentally stepping off a path, or dying because
you've picked up a sharp object. There are a few dangerous
situations where Indy can die, butto anticipate them takes just
alittle common sense, not excessive paranoia. Save the game
when you think you may be entering a dangerous area, but
don't assume that every wrong step will result in death. Usually
you'll get another chance.

A FEW HELPFUL HINTS
® Pick up everything you can. Odds are, at some point all
those strange things will serve some purpose.

Read the handwritten Grail Diary thoroughly. It contains
important clues.

Make finding the computer version of the Grail Diary your
first goal in the game.

Don't depend too much on what you saw happen in the
movie. There are often alternatives in the game.

If you get stuck and can't figure out how to proceed, try
looking through all the items you've found and thinking
about how each one might be used. Think about the places
you've gone, and the people you've met. Chances are there
will be a connection that'll put you back on track.

® Save your game before attempting something that seems
dangerous, particularly in the castle or zeppelin.

® One or two of the puzzles require co:operuﬁon between
Indy and Henty.

There is more than one way to solve many of the puzzles.

Ifyou wantto speed up game play, order a hint book from
U.S. Gold Limited on 021 625 3388.

IMPORTANT!
USING YOUR TRANSLATION TABLE

[Without it, you won't be able to translate some inscriptions —
and you won't be able to complete the game. Indy needs it to
help him get through difficult translations.

To use the Translation Table watch for the Translation
Notes display on the screen in your initial conversation with
Brody. Then click your mouse/joystick button or hit RETURN
o see a reference to the Translation Table included in your
igame package. For example, you may see:

Section 2, Column 3, Row L

Now, you should turn to the indicated section, column, and row
of your Translation Table to locate the four symbols. You will
ineed to look through the red gel included in the package to
be able to read them. In this example the symbols for Section

?, Column 3, Row L are:

DAXD

Created and Designed by Noah Falstein, Ron Gilbert

and David Fox.

Scripted and Programmed by David Fox, Ron Gilbert and
Noah Falstein.

Additional Scripting by Kalani Streicher.

“SCUMM" Story System by Ron Gilbert and Aric Wilmunder.
Background Art and Character Animation by Steve Purcell and
Mike Ebert.

Special thanks to Steven Spielberg.
Extra special thanks to George Lucas.

Amiga is a registered trademark of Commodore-Amiga, Inc.
Atari and ST are registered trademarks of Atari Corporation.
IBM is a registered trademark of International Business
Machines, Inc. Tandy is a registered trademark of Tandy
Corporation. Indiana Jones and the last Crusade, character
names, and all other elements of the game fantasy are
trademarks of Lucasfilm Ltd.™ & ©) 1989 Lucasfilm Ltd.- All
rights reserved.



INDIANA JONES™
and the Last Crusade
THE GRAPHIC ADVENTURE

GETTING STARTED - REFERENCE
SECTION

PC & Compatibles - VGA 256 Version
Getting Started
NOTE: It is recommended rharc{ou first make a buckruetreccépy of all disks and put the

originals in a safe place. The disks are not copy-prol 50 fo copy them, just follow
the instructions that came with your computer.

Indy is one of the largest games produced for the IBM to date. In the package, we have
rovided you with four 1. mchbyte floppies tofalling almost 5 megabytes of data,
e strongly recommend instollation onto a hard disk to reduce loading delays and
disk swapping. Any reference, within the instruction sheet, made fo a "Translation
Table" sh(:vuld9 be ignored. It is not applicable fo this format.

To install Indy on a hard disk: we have provided a uﬁleig that will automatically copy
the progrom to your hard disk from the ﬁ)oppies included in the game. To run it, boot
your machine, then insert Disk 1 in drive A, type: a: and ENTER.

When you see the A> prompt, type the word install followed by a space, the letter of
your hard disk, a colon, and then ENTER. For example, if your hard disk is 'C', type:

install ¢:

and ENTER. This wil install the game in a directory called INDY256 on your hard disk.
You can move the game if you wish by simply copying all the files into a new
directory.

To load the game from your hard disk type the following commands:

¢: (ENTER) - switch to the correct drive
cd\indy 256 |ENTER) - change o the correct directory
indy256 (ENTER) - start the game

Setting Preferences
When loaded, the frogrum wil select the best sound mode Fogour machine. It will

also check fo see if you have a mouse driver or joystick installed, and will set up the
game appropriately. If you wish fo override these default seftings, you may do so by
adding the following lefters (separated by spaces) after Indy256 when you start the

Adlib™board

Keyboard only

Game Blaster sounds

Joystick controller

Normal sounds (internal speaker)

g—‘—o7<>=§
]

Mouse controller

For example, o start the gome with @ mouse and AdLib sounds, type:
indy256 m a (ENTER)

NOTE: Within the gome, if the scrolling i too slow (when the picture moves
sideways), you can select instant repositioning by holding down the ALT key

MOUSE CONTROL (ATARI ST & AMIGA ONLY)

Use your mouse to move the cursor around. You may select any of the verbs or

inventory items below by clicking on them with your left mouse button. You may use
your right mouse button to override cut-scenes while playing the gams.

Keyboard Controls (All formats)

Al of the verbs used in the game can also be selected by using keyboard commands.
Each key corresponds to one verb. Pressing the appropriate key once is equivalent to
moving the cursor over the verb and pushing the confroller button: pressing the key
twice is the some as double-clicking on the verb. The keys are mapped according fo
the layout of the verbs on the screen:

Q w E R T

Push Open Walk to Use (talk)

A S D F G

Pull Close Pick up * Turnon (Travel)

Y4 X C v B

Give Look What is Turn off (o Henry/
T> Indy)

The verbs on the for right are not always available on the screen. See the game
instructions later in this manual.

You can also select inventory items from the keyboard. On the screer you will see six
items at most in the inventory list. Use the following keys to select one:

Y [V} B

Upper left item Upper right item Scroll list up

H J L

Middle left item Middle right item Seroll list down
N M

Lower left item Lower right item

Function and Command Keys (PC Vergion)

Save or Load a Game  F5 (Only when the full set of verbs is availcble)

Bypass a Cut-Scene ESC or second mouse/joysticl: button
Restart a Game F8
Pause the Game Space Bar
Message Line Speed: Faster>
Slower<
Sounds Of/On TALT s

Reposition Instantly ALT i Use instant repositioning if you find

scrolling is too slow.
Mouse On AlTm
Joystick On ALT j (Be sure fo centre joystick first)
Exit Game ALT x

FUNCTION AND COMMAND KEYS
(Atari ST & Amiga)

Save or load a game F5 (Only when the verbs are available)

Bypass a Cut-Scene ESC or second mouse button
Restart a Game F8
Pause a Game Space Bar
Message Line Speed: Faster>
Slower<



and pressing 1.

Gursor Gontrols

For keyboard cursor control, use either the arrow keys or the keypad:

(1)
S ST .

Numbers 1,3, 7 and 9 move the cursor directly to the comers of the display: use the
even-numbered keys for finer control.

You can use a mouse for cursor control if you have installed a compatible mouse
driver. The left mouse button corresponds fo ENTER. Use the right mouse-bution to
override cut-scenes while playing the game. If you have a joystick, one button will
correspond fo ENTER \usuul]y the button on the left side of the controller). If you have a
second button, that will override cut-scenes. If you have both @ mouse and a joystick
installed, you may select one as your controller by holding down the ALT key and
pressing m for mouse o j for joysfick. You may also reccﬁbrule your joystick if the
cursor is driffing across the screen by centring the joystick and pressing ALT j.

CBM AMIGA - Getting Started

NOTE: It is recommended that you first make a backup copy of all disks and put the
originals in a safe place. The d{:l)(s are not copy-protected, so fo copy them, just follow
the instructions that came with your computer.
You can play from either a hard disk drive or a floppy disk drive. From a floppy disk
drive, insert Indiana Jones and the Last Crusade Disk 1 in your disk drive (DPO:) and
bogt “%H lliis disk. Open the disk icon and double-click on the Indy icon (the Indy hat
and whip).
IF your Amiga has at least one megabyte of RAM, you can play Indy using two drives.
Leave In &sk 2 in your external drive (DFL:) and swap DisE cllycang}Ill)isl( 3g in your
internal drive as requested.
ATTENTION 512K USERS: If you are using a 512K Amiga with external drives, please
disconnect all external drives and boot of?lndy Disk 1.
Follow the instructions on the screen, and insert other disks when prompted.
To install Indy on a hard disk, first use your Workbench menu fo create an empty file
drawer called "Indy 3". Without opening the "Indy 3" drawer, insert Disk 1 into the
drive, double click on ifs icon, and:drag both the Indy and Roorms icons inta the new
hard disk drawer, Insert Disk 2 into the drive, double click on its icon, and drag its
Rooms icon into the new hard drawer. Then insert Disk 3 into the drive, double click on
its icon, and drag its Rooms icon into the new hard disk drawer. (NOTE: I you open
the hard disk drawer before moving the icons, take care not fo drag the second an
third Rooms icon on top of the first one. If you do so accidentally, simply delefe the
hard disk Rooms drawer and re-c?y the Rooms icons from all three disks.)
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To load the game from your hard disk, open the "Indy 3" hard disk drawer, and
double-click on the Indy icon.

ATARI 8T - Getting Started

NOTE: It is recommended that you first make a backup copy of all disks and put the

originals in a safe place. The disks aré not copy-protecteﬁ? 50 fo copy them, just follow
e insfructions that come with your computer. )

You can play from either a hard disk drive or a floppy disk drive. From o floppy disk

drive, place Disk 1 in Drive A, tumn on your computer, open the Drive A drawer and

double click on the Indy program icon (INDY.PRG).

Follow the instructions on screen and insert other disks when prompted.

To install Indy on a hard disk, open a new folder on your hard disk called

'INDY' or some other name. Copy the contents of all your INDY game disks into

your new folder. When you have finished copying alrthc files, double click on

the INDY program icon in your new folder (INDY.PRG).

dounds Ofr/On All s

Exit Game ALT x

FIGHTING CONTROLS (All formats)

Use these keys to control Indy in a fight. See later in this manual for further instructions.

INDY IS ON THE LEFT INDY 1S ON THE RIGHT

7 8 9 7 8 9
Step Block  Punch Punch  Blok  Step
back high high high higa back
4 5 6 4 5 6
Step Block  Punch Punch  Blok  Step
back middle  middle middle  micdle  back
1 2 3 1 2 3
Step Block ~ Punch Punch  Blofk  Step
back  low low low [o back

BIPLANE CONTROLS (All formats)

Indy escapes from Germany.in a biplane after he has found Henry, lis father. In the
game you will control Indy as he flies the plane, while Henry fries o shoot down
enemy planes. Manoeuvre fo keep away trom the enemy to give Henry fime to line up
his shot. See loter in this manual for furiher instructions.

9

7 8
Fly to upper left Fly upwards Fly o upper right

4 5 6
Fly fo left Fly straight Fly to right ‘

1 2 3 ‘
Fly fo lower left Fly down Fly to lower right

SAVE/LOAD INSTRUCTIONS (Al formats)

IFyou are playing from floppy disks, you will need to prepare a blank, formatted disk
BEYFORE you s‘uﬂ to play: ?ﬁl); disk w)illl become your &vs}llocd disk Hard disk
layers will have their games saved in the directory with the game files.
Eress F5 when you want o check your current Indy Quotient or save ﬁr load a game. If
Z!O‘IJ( are playing from floppy disks, you will be asked to insert your scve/load game w
s

Once the save/load screen is displayed, you can move the cursor ard click on either
SAVE, LOAD, or PLAY. The SAVE option will not be available during, the opening
sequence or after Indy hos failed in his quest. ‘

T0 SAVE

Click on the Save option. The current list of saved games will be dispayed in slots
along the left side of the screen. Select a slot by poinfing the cursor j(ii and clicking.
Now you will be able fo type a new name for that slot or use the backspace key to
change the existing name. Pressing ENTER will reactivate the cursor. Click the cursor
on OK to save the game, or CANCEL if you have changed your minc and do not wish
to save it. |

T0 LOAD

|
Click on the LOAD option. The current list of saved games will be dis‘)k:yed in slots
along the left side of the screen. Select a slot by poinfing the cursor ta it and clicking.
Move the cursor fo OK fo load the game, or CANCEL if you have changed your mind
and do not wish to load it.
Series IQ points will be updated each time you save or load a game. If you are
playing from floppy disks, you can transfer Series points from one save/load game
di‘s’{to another by loading @ game from one floppy and saving it on & new ane.
To start fresh with a new set of Series points: IF you are playing from  hard disk you
must delete all savegame fils (allfiles named savegame with different ex!ensions{. If
ﬁouk are playing from a floppy, just use a new formatted disk for your save/load game

ISK.




Translation Table

Section 1
1 2
AEXK KoKA
AXAA EIEB
AATl DOAHK
ABXKA BOKO
AEXB BHKI
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BXAI AKEK
AATA 0OAHO

O¢XA TEKB
AlIAB AKEI
KATK T[AHA
EBXO  AOKHK
BKAXK AAEA
HATB [OAHI
EOXK  ¢I'KA
F'KAA  EKEO
AATK BBHA
BBXB  ADKI
HHAI EAEK
EATA TAHO
BOXKY AAKA
dAAA AKEB

AAT] KBHK
'BKA EOKO

AKAO BAEKX
ABICA AAHB
KOXI EAKK

KOXA
AKAB
AOrkK
FEXO
ADOXI
AHAK
HOrQ
BXB
AAAl
ABIA
AEXX
AlAA
AOl]
PAKA
EHAO
KA
AHKI
EIAK
AOra
EdKA
BHAB
OKrK
BEXO
BIAK
AOrB
BéKK

HIKB
IHEI
ABHA
KPKH
KAKK
AAEA
AIHK
ROKI
KAEK
¢0OHO
K$éKA
EAEB
KAHK
AEKO
AIER
OOHB
A$KK
BAEA
ATHXK
AEKB
AlEl
AOHA
AdKK
AKEA
AAHI
$EKA

KHAI
OAdK

BOIO
ATAA
FTHAA
OA¢O
EEIA
AAAK
FADA
IAIK

OEAB
HB®I

BOI A
OdAK
BXoA
RHII

AEAA
HB¢O

AEIA
AP Al
KX$K
$A1 O
KCAA
EB%B
XEIK

APAD

AKAI
OAT A
AARK
AIAA
ARA A
BBI'K

AAKB
AKAK
IArQ

OEXA
EAAB
BOI K
HARO
AHAX
Bre
AEKK
BAAA
1T K

EAKB
IHAI

ABIr'A
IE KK

AlAA
HOrI

BAKA
I HAO

BKEK
EAHO
KEKA
$AEB
AKEO
AOHA
AEKI
BXEA
ABHK
CAKB
AAEI
$BHA
KEKK
DIEA
OHR!
AAKA
AAEO
EAHA
HEKI
OIEK
BOHO
OPKA
AAEB
BAHK
HEKO
AIER
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Section 2
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1 2 3 4
Xl ARXK NR3IK EEXx
EEXND. TXR> 222xQ EXRQ
EXqy AKKTX X @BT™
WBIX A9XB KRQB QRXT
qan. AAXQ ANAI@ @BXX
NRX TAX gess BXNEXN
33X\ KNKTB €29 BT
XNAIK INOP-E NP T4XQ
TO@ AZAQ@ XAXX XKAX
XKGX T KBgx QaTB
TEB XqxT XQn ANARXK
XZXK EXAK KRRy KA
EXx  dKT@ Ryqy Q@BTrX
BalX XBXX EAX 2WXB
ETXB BINB ZeEXT BXAT
K41 @QXTK  KBGK P NN
NE BIXW BRI A XX
XX BXAX QRN XZEXN
RX9x ZKTB x5qs XTI
(&N EBXK BATK qQx>
Brxx TR IO ISV N
KW MTX XIgX KQTx
1PN TqX8 T8 XKXIT
BZNI KXAI PNPNS EZAK
ANGK  EKTx g KBTQ
[OPN[] BBXX KAIX EEXN
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+ Section 3
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BAHO
AEKA
OAEB
AAHK
EOHA
IEKI

EXEK
IBHHX

AAKB
IEI

AOHA
IPKX

AXEA
HAHI
BEKA
IEO

BAHA
HHKI
AKEK
HAHO
AT KA
$1EB

AAHK
$oKO
KKEX
EAHB

ABIX
HAAB
BB¢I
AAIA
ABIB
O¢AK
BB$A
ool A
OEAI
OXe K
BAIO
OrAA
AB¢B
BEIK
HeAO
AK®K
FAIB
AT AK
$BPA
Olry
E¢AB
Kol
AATA
ITAY
AKOA
HEII

OIHK
E¢KB
XKEI
AAHA
$AHB
O0OKK
PKEA
AAHA
ATKI
BAEK
BAHO
OAKA
EKEB
BBHK
HOKO
AAEX
CAHB
AAKK
BKEA
KBHX
EOKB
KHEI
AAHA
IAKH
EAEA
HBHI

AEIA
IHAI
AAPK
rgig
IEII

AT AA
BA¢O
AAIB
XHAK
AKPA
ABIX
AHAB
AN
PAIA
KAAXK
KA®A
RBII

AHAA
HA$O
EOQLA
HAAI
AAPK
BB 10O
OEAA
EA$B
BOIK

HAKB
AlAl

AKT A
KOKK

OeKK

AlAA

KATK
HHXI

OKAK
AATO
KOKA
AXAB
KATK
ABKO
AKAX
CATB
ADOKK
PRAA
OATX
ABXB
OHAI
AAT A
AOX K
EAAA
AATI
PBXA

KEKI
KKEK
$AHO
AAKA
FEKA
FXEO
EBHA
APKK
F'IEA
IAHK
HICKB
AKEI
dAHA
O0KX
AANEA
BAHI
ErKA
AKEDO
ABHA
ADOKI
AAEK
$AHO
KAKA
AKEB
XBHK
AOKO

E®AK
AB®A
AALK
EHAB
EdADO
AKX
AAIB
EEAA
EXeO
OBIA
KHAI
AADK
HAIDO

AAAA |

OKeB
ABIK
arAO
OA®X
EAIB

KAAK
AKDA
IBIX

HHAB
AASI
BAIA
OAA X

Section 4
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1 2 3
QKTB  BXZI 52T
2WXK BTKa BAXA
BKASR XX€@Q@ BAQ
NTX MNAZX X3
BaTK BXZ> QB>
QXQ XAKX XNIXX
BZRX  NEX (599N
BNTT X3gK  EQTK
3BX> TWKQ KREXQ
PAQ SEX XXAX
Q@rx  TBZB QKTB
BAXI X6KK  XBXK
XZ2RK BXEx  BIA>
28T@ K@ZX WhTX
XEXX €ENKB BgXB
BXAB X>El BXNAT
XQFK  ANBZx  XKTx
JRX@ [EKX BXX
XZRX KEX  3KEX
[S:300) 3220 SXNTT
XEXK BAK> TqXa
S»ha BXEW JXKQ
QTX QAN Wt
WAXB BEKI BBXT
QZRT  3IEK NKEK
BBT™  2W2W BNTQ
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BXE>

5 6 1§
B WRYXW BAKX
KgXxX RZRX BIeX
PG N NO 1) B0 N
[ORNI] 3BXK BIKx
XAX JEXX  BEKB
T9xB RZRB  Qiel
NKAqT SITK QRZa
T XAXX RKeN
3N JIBN @€
TXg8 XKTT BXZK
Rk TEXEx QK@
TTh@ KA QXEX
KKgX &XT™ BRZ8
qeis 19X QTKK
KZxK KXBK XEx
RKXg XK@  3XZX
25X KBXX  29KB
RTS8 3IAB XX€
NKqT BXTK TRZ>
QER. Xy  BIKX
= AXARX XKEX
Wgx TKTB BXZI
X1 ABXK E4Kx
ATx>  JiRx  KRXEQ
KGQy BXTX  332x
[5:PN qqxs  TKT
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