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GAME CONTROLS

THE MOVIES
LIF

In the Movie sections, the Nintendo Controller works as follows
CAIHTREL Fald
+

LEFT [4= O ] RIGKT
R +
DOWH

SELEGT STHRT
SUTTIN STk
"AT or "B bulton:

Steps through the Mawvie ane screen at a time,

Select key:
Skips to tha end of the Movie,
Selects your next deslinalicn

g and Down arrows:
rove 1he highlioht Dar through your list of possible destinations,
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GAME CONTROLS (continued)

THE FIGHTIMNG CONTROLS

In the Ship, Tank, and Castle arcade sequences, use the following keys

Lo conirol Indy:
Indy's Action

Kick

Punch/Whip

Swilch batwean Whip/Punch
Jump

Duick

Law PunchAhip

Low Kick

Haymaker {Big Punch

Canirol

"AT button

“B" bullan

Select button

“AT and "B button

Crawn arrow kevpad

Daven arrow kaypad and "B bution
Down arrow keypad and "A" button
Up arrew keypad and “B™ butlen

GAME CONTROLS {(continued}

THE FIGHTING CONTROLS (cont'd)
In the Ship, Tank, and Gastle arcade saquences, use tha following keys

ter control Inc:
Indy‘s Action

Jumg Kick
Flying Kick
Walk

Jumip leftright
Fun

Contraol

Lip arrows keypad and “A™ bufion

A buttan whila running

LefHight arrow keypads

Leftright arrow keypads and "A""B” butlons

Daoubla-Click Lel/Right arow  keypads
ipress and release the arrow keyvoad
quickly. than immediataly hold tha
arrow kavpad cown, )




GAME CONTROLS (continued)

ADDITIONAL CONTROLS
Pause the gama  SELECT bullon

=hip Only

Ladders

Ta g up and down fhe ladders, use tha up and down arow keypads.
Ta kick an copponent whila you are on the ladder, press the lefl ar ngat arow
keypads and the “A"” button,

Castle Only

Doorways

To go through doors and move deeper into the castle, press the up
Aro keypad, To move back to the frant of tha castle, stand at the 1ap of a
slairway and press the down arraw keyvpad,

a

THE MOVIES

In Indiana Jones and the Last Crusade. you gel 1o pick the order in
which you will play the arcade sequences, This s g very impartant part of the
gamea {sce Understanding the Difficulty Levels). Betweaen each arcade
puzzla sagquenca is a ranzitional Mavie. [n the Movies, vou are given valu
able clues that will aid you in your guest for the Haly Grail, A the end of aach
Movie. a lisl o destinalicns is shawn.

T choose your naxt destination, use the Up and Down arrow keypads to
highlight the diterant opticns, When the destination you want is highhighted,
prazs the SELECT button 1o go thare (Far additicnal informatian, 2ee the
Game Contrals sacticn of this manual),




THE ARCADE AND PUZZLE SEQUENCES

UNDERSTAMDING THE DIFFICULTY LEVELS

Each ef the arcade games described below can be played at a number
of cifferent Diftculy Levels. The first game vou play is set to Laval 1. Ones
you win g game, the difficully setting moves up Lo Laval 2 - tha next place
yau goowill ba plavad st Level 2.

Ifyou lose, the ditficulty setting remains al Level 1. You can reglay the
same game ar ga on to anather ane, Note; the only exceplion 1o this ule is
Yenice, which can only be played ane tims.

Bacause you can choass the order in which you play the sequences, vou
can gao o tha more difficult places frst fwhen they are at their lawest difficulty
level) and save the anes yau ara best at for last.
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THE ARCADE AND PUZZLE SEQUENCES (cont'd)

WHY DAD'S DIARY 15 SO IMPORTANT

IF you lose any sequence (excepl tha ship) priar to gaing to the Temple,
your father's diary 15 lakan fram you (lasing an the Ship ends the game).
If you Iose a sequence after having lost the diary, the gamas s over.

To gel the diary back, go to Berlin and completa the malaraycla se-
guenca, You can lase and retneve he diary an unlimitad nuomber of times
during the game. I you lose the Barlin sequence, the diary is taken from you
aram, no matter how many limes you lose Berlin, tha gama is never over,




THE ARCADE AND PUZZLE SEQUENCES (cont'd)

THE CROSS QOF COROMADD
Your goal - lo retrieve the Cross of Coronado {rom the ship.

THE ARCADE AND PUZZLE SEQUENCES (cont'd)

THE CROSS OF COROMADO [cant'd}

¥ou must defaat several sailors balora you reach the Captain, who
carfies the Cross with him. The numbar of sailors you need 10 defeal before
vou maal the Caplain depends on the Difficulty Level at which you play the
gequence, The counter in the upper right comer of tha screen shows the
numbear of gailers you must defeal before the Captain will appaar. Once this
caurter reaches 00 and staris flashing, vou must find the Captain and defeat
hirn to get the Cross. Mate: Even when the counter reaches 00, vou may sl
have to fight a few sailers o get o the Captain,. Reaching 00 means that he
will come out of his cabin, if you are standing in frant of s doar.

The Grailicons next to your Life Force bar indicate the number of lives
vaul have left, not including tha one yvou are curranily an. You lose cna Grail
con avary lime the Lile Force par reaches zera, Watch out on the ladders
though; sometimes the sailors can kick Indy right off the ghip. | thiz hap-
pens, ndy loses a life

PRO TIP: Watch out for the elusive “Ghost of Coronadeo.” You can't see him, bul
you'd better fight him]



THE ARCADE AND PUZZLE SEQUENCES (cont'd)

THE ARCADE AND PUZZLE SEQUENCES (cont'd)

THE CATACOMBS OF YENICE THE CATACOMBS OF VENICE {cont'd)
Your goal is to reassemble the scattered pieces of the Grail

carving before the flames destroy them.
4 ¥ To piece the Grail puzzle together:

FMove Indy's hand with the arrow keypaos to select the piaca
WiaL want [o mavea,

Prozs the “A" or “B" bulton 1o alide the puzzle pieces

Press the SELECT button to exit the catacombs haiora
the fire a1 the botlom of the screen reaches [ndy.

When vou leave Venice, you will have a drawing of the Grail that
cizplays the pieces vou corracily placed batore axiting the catacombs.

M yau don’t jumg aut i time, e fiee wll enter the cavern. and he
picture of the Grail will ba lost forever,
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THE ARCADE AND PUZZLE SEQUENCES (cont'd)

CASTLE BRUNWALD

In this sequence, you must rescue dad while avoiding
onemy soldiers in the maze-like castle.

THE ARCADE AND PUZZLE SEQUENCES (cont'd)

CASTLE BRUMWALD [cont'd)

The Grail icons naxd 1o your Lile Farce bar indicate tha numbear of livas
you have lefl, nat including the one you are currently on. You lose one Grail
icon svary fime your Life Force bar reachas zer. You have an unlimited
amount af time 1o explare fhe castle and find your dad




THE ARCADE AND PUZZLE SEQUENCES (cont'd)

THE ARCADE AND PUZZLE SEQUENCES (cont'd)

THE DESERT OF ISKENDERUN

It's time o defeat the enemy soldiers
and get Marcus out of the tank,

THE DESERT OF ISKENDERUN {cont'd)

The Grail izens naxt o your Lile Farce Bar indicate the number of lives
you have left, not including your current Life Force. You lose one lifg {one
arail icen} every fime your Lile Force Bar reaches zare. In addilion, you
should knaw that fighting an the treads is very dangerous, Anytime Indy is
knocked down an the freads, he will fall off the tank. Indy always losas a life

when he falls off the tank and hits the ground, but his Life Force stays the
SHITIE.

Tha fank meving aleng the battom of the screen is the timer. When the
tank reaches the clifi...

4




THE ARCADE AND PUZZLE SEQUENCES (cont'd)

THE ARCADE AND PUZZLE SEQUENCES (cont'd)

THE ROAD TO BERLIMN THE ROAD TO BERLIN {cont'd)
Having retrieved the diary from Berlin, make your escape. Avaid
pursuit, minefields, washed-out bridges, and machine gun nests. To drive Indy’s motarocycle;

- Press the LEFT and RIZHT armow kevpads 10 slaar,
Press the UP and DOWER arrow kevpads o speed up or slow
o,
Press the A button la make your motarcyale jurmn,

- Press the B outton to use vour whip.

Detaat the enemy oy bumping him off the road or using yaur whip. You can
alza jump on tham with the molorcysla.

Tha Grail icang indicatla the number of livas yvau have left, nat incleding the
are you arg currently on, You are given a different number of lives, depend-
ingg on the Chfficulty Level.

Pio




THE ARCADE AND PUZZLE SEQUENCES (cont'd)

FINALLY! THE LOST TEMPLE!
You've faced many dangers to reach this peint. Now you must
face the ancient challenges sel ferth for those who
would possess tha Haly Grall.

THE ARCADE AND PUZZLE SEQUENCES (cont'd)

FIMALLY! THE LOST TEMPLE! [cant'd)

“Only in the footsteps of God shall you proceed."”

Use the arow kevpads jo follew the path ol leiters, spelling JEHOWAH as vou
go. Trere ars lalse ks with dead ends, IF you find yoursali on one of thess, oo
pack the way you came, spalling JEHOWAH backwards 25 vou go.

“Only in the leap from the lion's head will he prove his worlh.”

Zalect the carrect symbol o walk frem, The diary provides you with this informa-
hion; i you dos'l have the Diary, you can guesa. Uae the Up arow keyoad Lo jumpg
acrass he chasm,

"You must choose wisely”

s tho prrow keyvpads 1o move from Grall 1o Grail. Press the & ar B Bultan
wnen the Grail you want is bahlighied, I vou compleled e picture in Vanice, vou
will Bnow the appoarance of the one frue Grail; atheraiae you must quess, When
looking at the picture from Yenioz, nole the lellowing features - the handles. tha lip
of the cup, thie shape of the cup, the shaps of the s:em, and 1he size of the base.
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HINTS AND TIPS '

Coronado
« The caplain is al tha back of tha ship an the top deck
« [Ihe shipis only available at Difficulty Levels 1 and 2.
Aftar thal, the ship (and the Cross of Coronado) leaves
garl and 15 ne lengsar available,
= f vou lase the ship seqguence, the game is aver.

The Catacombs of Venice

= You naed the drawing of he Grail fe correcily pick the Holy Grail
al the and of the game,

= Starl af the sop ol the puzzle and work your way B e boskonm,

= You can only go ko VYenice once; get 23 much information 2 vou can.

= Nou lcas 0 Venice if you fail 12 2xitin times and are bumead in the fiee,
Ml finishing the puzzle doesn't mean you failed. The Diary is only
takar 1 you fail to exit before the llames reach the coeer

Feor mare intarrmation an e Diary,

g4 son WHY DAD'S DIARY 1S S50 IMPORTAMT,

HINTS AND TIPS (cont'd)

Castle Brunwald
* Whip the torches on the wall, Scme will reveal secrel passages,

+ You may wani Lo make a map, especially al the higher difficully levels.
The casile is 5 levols deep and 3 floors high. You can Faura oul which
dapth of e castle you are at by 1ha markars on the front of the walkway
ione dat far gach level) ard by the shisld on she wall deacs lovel has a
clilierenl shiclal,

« The casthe is different depending on e Dilliculty Leval vou atternpt o af
Somelimes doors are looked and sacre! doors have moved,

The Desert of Iskenderun
= The Flying Jump Kick is mas: efflective
+ Marcus iz dressed inoa Blue 2ol He will come out of the frant ueret
ana jurmp ofl thi back of the tank, anee you've delsated the enemy,
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/\ WARNING: DO NOT USE WITH FRONT
OR REAR PROJECTION TV A

Do not use a front or rear projection television with your
Mintendo Entertainment System® (“NES'') and NES games.
Your projection telovision screen may be permanently
damaged if video games wilh stationary scenes or patterns
are played on your projeclion television, Similar damage may
oceur if you place a video game on hold or pause, I you use
your projection lelevision with NES games, Nintendo will not
be liable for any damage. This situation is nol coused by a
detect in the NES ar NES games; other fixed or repetitive
images may cause similar damage to a prajoction television.
Please canlact yaur TV manuiacturar for further Infarmation,



