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THE MAYAN ADVENTURE

ACTIVision.

LICENSED BY SEGA ENTERPRISES, LTD. : **
FOR PLAY ON THE SEGA CD™ SYSTEM. AGES 13+




HANDLING YOUR SEGA CD

* This CD is intended solely for use with the Sega CD™ System.

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

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

* Be sure to take an occasional recess during extended play to rest
yourself and the Sega CD System.

* KEEP YOUR CD CLEAN. Always hold by the edges and keep it in its
case when not in use. Clean with a lint-free, soft, dry cloth—wiping in
straight lines from center to edge. Never use solvents or abrasive
cleaners.

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 gamaes
on large screen projection televisions.

Epilepsy Warning
READ BEFORE USING
YOUR SEGA VIDEO GAME SYSTEM

A very small percentage of individuals may experience epileptic seizures
when exposed to certain light patterns or flashing lights. Exposure to
certain patterns or backgrounds on a television screen or while playing
video games may induce an epileptic seizure in these individuals. Certain
conditions may induce undetected epileptic symptoms even in persons who
have no history of prior seizures or 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.

This official seal is your assurance that this
product meets the highest quality standards of
SEGA™. Buy games and accessories with this
seal to be sure that they are compatible with the
SEGA CD™ SYSTEM.
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NEED HINT$?

In the U.S. just dial:
1 (900) 680-HINT* ($.95 per min.)
In Canada call:
1 (900) 451-4849* ($1.25 per min.)

* Must be 18 years or older, or have a parent’s
permission to call. Touch-tone only.
Prices subject to change without notice.




| 3 é f‘ : After Aays of traveling thvough
g the jungle, Hawy Jv. and | have fmally
veached the heart of the amcient
Mayam Ewpive. I's been a
lowg journey, but the veal g
Aamger lies ahead,.. A=t
| For we ave close to
_ - the
e hip 18-year-old with a g o e
p sense of adventure == and a bit of an attitude. He quickly | Vaxactum. e
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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.
'bﬂ{-HES, 'AE was Finally
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Havvy Jv. take my pevsonal log amd
use it as & guide to coutinue our

5 auest. | only hope that it will be

L enough help — i ever it must ve
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Fiﬂail Harry has baen takan oaﬁﬂve by the dreaded warrior

: ;__'.splrlt Zakelua: Lord of Evil. Armed with only a trusty sling and his

~ father’s journal, young Harry Jr. must now venture into the
".ﬁunknown to rescue his father... befnra it's too late!

- p'm;mkma FOR YOUR
MAYAN ADVENTURE

1. Set up your Sega CD
system according to
‘the instruction
manual supplied
with the system.
To fully experi-
ence the
awesome Pitfall: The
Mayan Adventure CD audio
soundtrack, utilize the Sega CD system’s
audio line out jacks for connection to other components.

2. Plug in Control Pad 1.

3. Make sure the cartridge slot on your Genesis is empty. If it is
not, turn the power off and remove the cartridge.
Warning: Never insert or remove a cartridge from the console
while the power is on!

4. Follow the instructions provided with your system to open the
CD drive and place the CD onto the bed of the drive, making
sure that the printed side faces upwards.

5. Close the drive following the instructions that came with your
Sega CD system.

6. Press the START button to begin play. Note: If the Pitfall: The
Mayan Adventure CD is already in the Sega CD system when
you turn it on, the game will begin automatically after a few
moments.

7. After a brief pause, the Sega and License screens appear
followed by the Pitfall: The Mayan Adventure introduction and
title screen. If they fail to appear, turn the power off, make
sure your system is set up correctly and turn it back on.

8. To skip the introduction, press the START button until the title
screen appears.

The Options Menu

To change the game settings before playing, use the D
(directional) -Pad to move the boomerang to “OPTIONS” on the
title screen, and then press the START button. The Options Menu
will then appear on the screen. Press the D-Pad left or right to
move through the options. Press the D-Pad up or down (or press
A, B or C) to toggle through each option’s setting. Press START
to exit the options screen at any time.

CD Audio— Set “MUSIC + CD SFX” to
play music and ambient sound effects;
set “MUSIC + CD SFX OFF” to turn
music and ambient sound effects off,
or set “CD SFX ONLY" to play ambient
sound effects with no music.
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Music Volume — Set the game music volume (9 is maximum).
MNote: Volume will not be affected if music is turned off in CD Audio.

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

Controls — A list of moves will appear on the screen, followed by
the button each move is currently assigned to. Press the D-Pad
up or down, or press A, B, or C to toggle through the different
settings. See Getting Around the Mayan World for the default
Control Pad setup.




Adventure Info

To view a summary of what you may find during your journey, use
the D-Pad to move the boomerang to “INFO” on the title screen
and then press the START button. Press START 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.

GETTING AROUND THE MAYAN WORLD

The following are the default settings. See “Controls” in the
Options Menu to change these settings.

(Left/Right)

Run/Turn/ L
Crawl/Push/ PRESS: Pause/Resume

Look/Aim TAP: Toggle Weapon

Weapon
(Up/Down)
Climb/Crouch/
Pull/Look/Aim
Weapon

Whip Sling

Jump and release off bungees,
vines, ropes, and pegs

Shoot
(Use selected weapon)

Note: If using the 6-button Control Pad use X, Y and Z to
select your active weapon.




Adventure Status

You can always see how Harry Jr. is doing on his quest to find
his father — just check the top and bottom of your screen.

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

Harry Jr. — Indicates
the number of lives
remaining.

Score — Indicates
the number of points
Harry Jr. has earned.
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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.

MAYAN WEAPONS$

Harry Jr. begins his adventure armed with only his trusty Sling
and a few sling stones. Use these stones to shoot enemies or
anything else that may help you advance
through a world. The sling can be used

as a Whip to 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 need

them!

Switching
Weapons

During the course of your
adventure, you may discover
ancient Mayan weapons that g7
will help Harry Jr. defeat {’Q‘
enemies and overcome O
obstacles. To toggle through the
available weapons, just tap the START button (Do not PRESS

the button or you will pause the game! TAP IT.) Then press the
Shoot (A) 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 (A)
/’r’i:; button and Harry Jr. will wind up his
[ PR ~__ sling to fire off a Super Shot. This

; j! ’{j "“‘H—m will do more damage than a

standard shot— but remember,
<; waiting for the windup can cost you

valuable time!
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Ewmging on ﬂine

¢ Press the B Eutmn to jump and
near the baseg.&f a vine. -

* Press the Jump ?} b
agaln to release from
the vine. - (

(B) button to engage in a
crawl. * Press the D-Pad
left/right to make Harry Jr. crawl in either
direction. * Press the D-Pad up or press the
Jump (B) button to stand.

Climbing ropes

e Jump onto a rope. ® Press the D-Pad
up/down to climb or descend the rope.
* To jump off rope, press and hold the
D-Pad in direction you wish to jump,
then press the Jump (B) button.
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Crossing pegs and cords %_. (.

e Jump towards the
horizontal peg or cord
to hook on to it.

* Press the D-Pad
left/right to move Harry Jr. left
or right. » Press the Jump (B)
button again to release from the
peqg or cord.

Riding ziplines > 4

e Jump to grab the zip};mé.*';TD release from
zipline, press the Jump (B) button again or ride
the zipline to-its end.

Springing off items
e Jump onto a web (or other item) and bounce into the air.

Pulling levers

e Use the D-Pad to move Harry Jr. to the left or right of the lever,
so he is facing it. * Press the D-Pad up to pull the lever down.

Entering doors

e Move Harry Jr. in front of a door and press up on the
D-Pad to enter the door.

12

T >

Bungee-jumping

e Jump onto a bungee. ® Press the
Jump (B) button again to release from
the bungee and fly into the air (the
closer to the top of the bungee-plant
you are when you release, the higher
you will go). ®» Use the D-Pad to control

Harry while he is in the air.

Riding the skate car

* Jump onto car, then press the
D-Pad left/right to start moving.

* Press the D-Pad
opposite the
direction you are
moving to use

the brake.

Runaway mine car ride
(only in the Balankanche Mine)

¢ Press the D-Pad up or down
and press the Jump (B) button
simultaneously to make the skate
car jump. * You have no brakes!
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Theve ave several avtifacts i
- that Havvy Jv. and | hope to find :
Auring our journey. Many Mayans |
believed these amcient idols amd }
velics weve cveated amd sewt h: .sr:f'“"f

|

eavth by ltzoawmna — the '
~ Mayam God of Knowledge.

Time kﬁl‘-f:‘l‘ -—*ﬁc'::‘drdmﬂ
" to legend, this powerful -
avtifact tewmporavily < W e
freezes time after veing {7/
touched.

Mayan Chili Pepper —Said to
¥ Emﬂldw the veholder with \(

| sU uwmam strength, causing
i i-empnr 'T mcrease m vﬂﬁhmg
omd jumping abilities. " 71

- _Sacved Heart ——Asrmi-unl Q; Y
" veating heart Fhort
vestoves a poviion of lost " o

_ hEatH'h to its findev. B,

| ﬂ: ation ldol —Used h}r Maynn
IE\'S to mavk their location.
Hahsls_ mﬁgt:'ﬂi propevties that
“point tvaveler in geneval
Aivection of Aesived path.
Allows traveler to veturm o
mavked point after tvaveler is |

unmbiei-ammiﬂﬂmy. - -
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MAYAN FOE$
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Day 9 —Mayom Foes

Theve exists very little mformation o
Mayam foes... for all who have witwessed
amy evil doings have wmysteviously
Aisappeaved. Thevelore, | have ouly been
able +o compile a pavtial vecord ow
enewles.

skeletons — At one Hme
weve soldiers in Zakelua's
avmy. Groups hawve been

vecently spotted wear Copan.

Spirits of Chaac —
Were at one tiwme
Lollowers of
Chaac —the Mayan

. God of War amd
Sacvifice. It is said that
tHhese spirits hawve a strong
command of five.

Jaguar —This sleek, powevful amimal was
a favovite pet of Zakelua amd sevwed as
his pevsoual bodyguard, Recent sightings

mclude the neavby jungles.

Hawks —Sevwed as
messengers for Zakelua
Auring watime. Have been
spotted in Tikal and aveas
wear water.

Gavgoyles — According to
legend, many of the amcient
Mayamn rums ave guarded
by stone %mvgay\ef that
gY cowme to lite when
approached.

I Snwakes — Favorites of
Zakelua. These

creatures ave Common
throughout Mayam lands,..
and Com be very Adangevous.

Vapor Ghost —Repovtedly a
product of Zakelua's
sovcevy —created to
wawvd off amyone who has \m 8
sights ou the lost T~

e SRR
Hreasuve of Vaxackum. t;\y*_\:x

Theve hawve also been sightings of
Zakelua, though no one has been able to
Aocument his appeavance. And some
believe that Zakelua himself, using
amcient Mayawm sovcevy, wields control
over Hhe creatures that ivhabit the
Mayom Ewpive.
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THE LOST CIVILIZATION OF
THE MAYANS

PG a0 ey

b, o P r
gt T : ———

f Day |2 — A Leost Civilization

’_,f over the course of my studies, | have
leavne A Hhat Lov HEmﬂy Louv-Hhousand
veaws the Mayaw civilization flourisheA

_ thvoughout what is wow Mexico and
Central America. In some aveas, Mavyan
culture lasted untl the eavly 1500's, but !

wamy of the prominent cities

Alsappeaved vy A.D. 900.

Although mamy Mayowm sites |
hawve beew Aiscoveved, little is |
known of their Aay-te-day |
activities. What is kwown is that
they built elaborate cities and |
tewples without aid from the |

Theivs was & civilization full of i
wmystery omd magic. Long has
there been talk of ghosts amad |

evil spivits voaming thvough the vuinea

cities amd fovests of the lost Mayam

Ewpive. I+ is this civilization of mystery

and magic that | lowg to explove.
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Day 13— Hmy;ﬁ Loamds

Howvy Jv. omd | have traveled Por
Aays in seavch of the lost treasuve.
Although it's been a long amd tough
expedition, it is £ar Prom over, The
voad ahead (s full of Aavger.

J‘ng of Ceiba — An omcient

T and wmysterious place
uwinhabited since the
y 1400's. e
e’  Domger luvks
-P'rﬂ:s all
avoumd ow Hhis
maze-like ..
path. Sheulad
be able to use
surrounding elements to
wewigate.

Xivalba Falls — Named
‘Aewons believed .
to exist
o 223 throughout
- e the Mayaw
T SR AR Ciyilizatiow.
Rl owly the
W skillfull con
270 trawvel Hhis
Aangerous path without
plummeting into the vaging water
below. Must be carveful!

- — r
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| Taramul Mines — ;
Lost for centuries, this
sevies of treacherous
CavVerns is
believed to

‘ | be ihabited
by Aeadly

£ creatures oamd filled with
hazardous bavrievs. Could
possivly use pavt of an
abandoned mine cav as
tramspovtation.

Lost City of Copan —
Located i Hhe
heart of the
ancient Mayan

“Ewpive, this
2000-yeav-old :
Aecaying |
exterior 1S loaded with AE&\A"}' |
braps omd even Aeadlier enemies.

iIJ'.-.—"'ba;-Eﬂ;‘La:H _i-l-'lliiiﬂfﬁ- =

Copan Tewple — All who

-1

/ _ have enteved this 2
£ % wystevious labyrinth S
3 ( heawe wever i

. _vetuvmed.

......
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Day 14 —The Adventure Continues

Should Havvy Jv. omd | actually
stvvive the jourmey Hhvough the knoum
Mayowm tevvitory, we will need all K
vemaining luck to coutinue the
expedition,.. Ahead lies a long voad...

-

Lakamul Rain Forest
Yaxchilan Lagoon ‘
Palenque Ruins

_ Tomb of Palenque p—y !
‘Balankanche Mine ]

Jaina Island Falls
Tikal Ruins R .
g Tikal Tewmple {
i
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| Use the Sup

through na I:}l

Try to be dewn hill from your enen
, randem - Be sure to use Mayan Artifacts a ‘! V2 an Wes
ord er, crea ting ﬂpﬂﬁé . Repeat this e | These Mayan goods only give you a limited amount ¢
pattern by prassmg A Bo -Con your. and/or uses
Control Pad. If you successfully repea

‘the patterns, the vault will open and you e s | * Remember o grab the Mayan Boomerang after each use...
will be rewarded! or it will disappear.

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

A Trip Back

* You can do more than just stand on top of tree stumps.
Hidden somewhere in the game is a magical time warp created

by the evil Zakelua. This warp will transport Harry Jr. back to a « Don't be afraid to venture around each world — you may find
primitive time... A time which may bring back a few memories. hidden surprises.

The rules are simple: you have 20 minutes to collect all goodies...

or else. Here's a hint — watch out for the scorpions! « Keep moving while above the jumping crocodiles.

* Listen to the awesome Pitfall: The Mayan Adventure soundtrack
on your CD player or stereo system!
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Pitfall! and Activision are registered trademarks of Activision, Inc. All rights
reservad. Pitfall: The Mayan Adventure™ is a trademark of Activision, Inc. All
rights reserved.

Pittall: The Mayan Adventure™ is based upon Pitfall!® Copyright © 1982
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Limited Warranty

Ihis software product and the attached instructional materials are sold “AS IS,”
without warranty as to their performance. The entire risk as to the quality and per-
formance of the computer software program is assumed by the user. However, to
the orlginal purchaser of a game prepared by Activision, Activision warrants the
maedium an which the program is recorded to be free from defects in materials and
faulty workmanship under normal use and service for a period of ninety (90) days
from the date of purchase. If during this period a defect on the medium should
occur, the medium may be returned to Activision, Inc. or to an authorized
Activision dealer, and Activison will replace the medium without charge to you.
Your sole and exclusive remedy in the event of a defect is expressly limited to
replacement of the medium as provided above. This warranty gives you specific
legal rights and you may also have other rights which vary from state to state.

IHE ABOVE WARRANTIES FOR GOODS ARE IN LIEU OF ALL WARRANTIES,
EXPRESS, IMPLIED, OR STATUTORY, INCLUDING, BUT NOT LIMITED TO, ANY
IMPLIED WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A PARTICU-
LAH PURPOSE AND OF ANY OTHER WARRANTY OBLIGATION ON THE PART OF
ACTIVISION. SOME STATES DO NOT ALLOW LIMITATIONS ON HOW LONG AN
IMPLIED WARRANTY LASTS, SO THE ABOVE LIMITATION MAY NOT APPLY TO
YOU. IN NO EVENT SHALL ACTIVISION OR ANYONE ELSE WHO HAS BEEN
INVOLVED IN THE CREATION AND PRODUCTION OF THIS COMPUTER SOFT-
WAHRE PROGRAM BE LIABLE FOR INDIRECT, SPECIAL, OR CONSEQUENTIAL
DAMAGES, SUCH AS, BUT NOT LIMITED TO, LOSS OF ANTICIPATED PROFITS
OR BENEFITS RESULTING FROM THE USE OF THIS PROGRAM, OR ARISING
OUT OF ANY BREACH OF THIS WARRANTY. SOME STATES DO NOT ALLOW
IHE EXCLUSION OR LIMITATION OF INCIDENTAL OR CONSEQUENTIAL DAM-
AGIES, SO THE ABOVE LIMITATION MAY NOT APPLY TO YOU.

After the warranty period, a defective Activision cartridge may be returned to
Activision with a check or money order for $25 U.S. currency per CD for replace-

mant (must be within one year of purchase) Activision Customer Service:
(310) 479-5644,

PATENTS: LS. W's 442 486/4,454,594/4 462,076/4; Europe # 80244;
Canada #'s 1,183,276/1,082,351, Hong Kong # 88-4302; Germany # 2,609,826;
Singapore # 88-155; U.K. #1,535,999; France # 1,607,029;
Japan #'s 1,632,396

25




Need a Hint? Call the Activision Hint Line:
In the U.S. just dial 1 (900) 680-HINT
Touch Tone only. 18 years or older. $.95 per min.

In Canada Call 1 (900) 451-4849
Touch Tone only. 18 years or older. $1.25 per min.
Prices subject to change without notice.
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