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Customer Help Hint Line
1-900-737-ATAR

(1-900-737-2827)

95¢ per minute. If you are under 18, be sure to get o porent’s pemmissian
before calling. A toudh+one felephone is required. USA only.

WARNING:

READ BEFORE USMG YOUR ATARI JAGUAR B4-BiT INTERACTIVE MULTIMEDIA SYSTEM.

A very small percentage of individuals may experence eplleptic seizures when exposed to certain light
pattemns. Exposure to these patierns or backgrounds on a television screen or while playing video games
miay induce an aplleptic selzure in these individuals. Centain conditions may Induce previously undetected
eplleptic symptoms even in persons who have no history of apllepsy. If you, or anyone in your family, has
an aplleptic condition, consull your physician prior to playing. If you expenence any of the following
symptoms while playing a video game-dizziness, allered vision, eye or muscle twitches, loss of
awareness, disonentation, any involuntary movement, or convulsions - IMMEDIATELY discontinue use
and consult your physician belore resuming play.

To OWHERS OF PROJECTION TELEVISIONS,

Still plctures or images may cause permanent picture-tube damage or mark tha phosphor of the CRT, Avoid
repeated or extended use of video games on large-screen projection talevisions.

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

EVOLUTION: DINOG DUDES, Atari, the Atari logo, and Jaguar are trademarks or registered trademarks
of Atar Corporation, Copyright 1893, Atari Corp., Sunnyvale, CA 84089-1302. All rights reserved.
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JAGUAR™ 64-BIT INTERACTIVE MULTIMEDIA SYSTEM
GAME MANUAL
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INTRC U(TIQN

CONGRATULATIONS ON JOINING E PECIES! UNFORTUNATELY,

YOU'RE A LITTLE LATE, SO YOU HAVE TO BEGIN AT THE BOTTO/
OF THE EVOLUTIONARY LADDER, BUT -"-"-{" ON'T BE THERE FOR
LONG—IF YOU CAN MANAGE TO MUSCLE }, WAY TO THE T
OTHERWISE, YOUR SPECIES WON'T SURVIVE L ENOUGH TO ¢
UP WITH ALL THOSE GREAT INVENTIONS LIKE R **'_ 20LL, ~
GAMES AND DOUBLE CHEESEBURGERS. FORTUNATELY, YOU'R -
ALONE—YOU'VE GOT A TRIBE OF FELLOW-MORG
HINDER YOU.

GooD Luck, DUDE! THE FUTURE OF MANKI

D RE! sqﬂvnua
YOUR HAIRY TEAMMATES. J . |

{
GETTING START

1. INSERT YOUR JAGUAR DIiNO DUDES CARTRIDGE
INTO THE CARTRIDGE SLOT OF YOUR JAGUAR
64-BIT INTERACTIVE MULTIMEDIA SYSTEM.

2. PRress THE POWER BUTTON.

3. PRESS A FIRE BUTTON TO DISCONTINUE THE T
SCREENS.




SELECTION SCREEN

HERE YOU CAN CHANGE YOUR OPTIONS BY WALKING UP TO THE SIGN
L AND PRESSING A FIRE BUTTON OR BY FOLLOWING THE ARROW SIGN TO

ENTER A CODE OR START THE GAME.

m ON/OFF LETS YOU TURN THE BACKGROUND MUSIC ON OR OFF.
THIS WORKS THE SAME AS PRESSING THE [O] BUTTON.

" YOU START -, l r*_ rNc} DUDES AND LOTS OF TIME
FOR EACH LEV

- STAR WITH 10 DING DUDES AND LESS TIME BUT
You c.ET MORE POINTS FOR JUST FINISHING A LEVEL.
ON THE HARD SETTING, YOU START WITH 8 DINO
DUDES AND SO LITTLE TIME THAT YOU WILL REALLY
HAVE TO SEARCH FOR THE FASTEST WAY TO FINISH A
LEVEL. HOWEVER, YOU DO GET MORE POINTS THAN

YOU DO ON THE EAsy AND NORMAL SETTINGS...

WALK PAST THIS SIGN TO GET TO THE PASS CODE
ENTRY SCREEN. HERE YOU CAN ENTER YOUR PASS
CODE USING THE JOYPAD TO HIGHLIGHT A LETTER,
[4m] ror BACKSPACE, [SP] FOR A sPack, [AC] FOR
LALL CLEAR, OR [LP] FOR LAST PASSWORD. LAST
PASSWORD RECALLS THE PASSWORD FOR THE LAST
LEVEL PLAYED EVEN IF THE GAME IS TURNED OFF.
 PRESS A FIRE BUTTON TO ENTER THE LETTER, AND
~ END BY SELECTING OK,

4
START

£ WALK PAST THIS SIGN TO BEGIN A GAME.

KeYPAD CONFIG PRESS A FIRE BUTTON TO DISPLAY THE s
| y KEYPAD CONFIG SELECT SCREEN, PRESS ANY
: _ DIRECTION ON THE JOYPAD TO TOGGLE
f . BETWEEN CONFIGURATION 1 AND 2. PRESS
) FIRE BUTTON TO RETURN TO THE
,J LECTION SCREEN.




GAME CONTROLS (see Fic. 1)
Kevypap CONFiG 1

A  ACTIVATES POWER BAR

B ACTIVATES AN ACTION SELECTED 1)
ON THE ACTION BAR

€ SELECT ACTION ON THE ACTION BAR =

Kevypap CONFIG 2

A ACTIVATE ACTION SELECTED ON -
THE ACTION BAR AND ACTIVATE

POWER BAR O

SELECT ACTION ON THE AcTiON BAR
€ SELEcT NEXT DINO DuDE ol

EXAMPLES USED IN THIS MANUAL
ASSUME KEYPAD CONFIG 1

Joypap CONTROLS

LEFT  WALK LEFT

RicHT WALK RIGHT

Up CLIMB UP ROPE, LADDER OR STACK.
|F NONE 1S AVAILABLE, STACK, — %)

DowN CLIMB DOWN ROPE, LADDER OR
STACK. |F NONE 15 AVAILABLE, PICK
5 UP OR DROP AN OBJECT. o




PAUSE ©

PAUSES GAME.

WHILE IN PAUSE MODE YOU MAY PRESS THE A BUTTON TO DISPLAY
E MUSIC VOLUME SLIDER AND THE B BUTTON TO DISPLAY THE
BOUND EFFECTS VOLUME SLIDER. WHEN A VOLUME SLIDER 15
DISPLAYED, PRESS THE JOYPAD LEFT OR RIGHT TO CHANGE THE
OLUME.

'O

MWTION BOX

-
i

SELECE: BESMAN. =
OR EXAMPLE, IF YOU HAVE

FIVE DUDES ON A LEVEL, THEN

1-5 EACH SELECT A DIFFERENT

TRIBESMAN.

- NexT DiNO DUDE o
Previous Dino DUDE

wargr . % ANTLY TOGGLES THE MUSIC

I" D OFF

L . t
I "
' ¥

::.“_ GAME i

IGURATION, LAST LEVEL PLAYED, VOLUME AND HIGH
MATION 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 7

ILL BE RETAINED. TO CLEAR THE CURRENTLY



MAIN GAME SCREEN

CONTROLLING YOUR PINO DUDES

WHEN YOU BEGIN PLAY, YOU'LL FIND YOUR DiNO DUDES
WAITING—AIMLESS AND BORED—AROUND THE LEVEL, DONTBE
MISLED—EACH 15 A PREHISTORIC POWER-HOUSE READY TO MAKE IT
THROUGH EVOLUTION. TO SUCCEED, YOU HAVE TO LEARN TO
CONTROL SEVERAL DINO DUDES TO WORK TOGETHER AS A TEAM. IT
TAKES PRECISION AND TEAMWORK TO MASTER THE DIFFICULT TASK
OF SURVIVAL, AFTER ALL, BECOMING THE DOMINANT SPECIES ISN'T
EASY—ESPECIALLY WITH ALL THOSE HUNGRY DINOSAURS ROAMING
AROUND OUT THERE.

SELECTING Your DiNno PupE

DEPENDING ON THE LEVEL, YOU'LL HAVE UP TO EIGHT DINO DUDES
TO CONTROL. PRESS THE CORRESPONDING NUMBER ON THE KEYPAD
TO SELECT ANY OF THE INDIVIDUAL DINO DUDES, ONCE SELECTED,
ALL FURTHER COMMANDS WILL BE CARRIED OUT BY THAT DINO
DUDE UNTIL YOU SELECT ANOTHER. YOU MAY ALSO SELECT
MEMBERS OF THE TRIBE BY PRESSING * OR # ON THE KEYPAD.

WALKING AND CLIMBING

WALKING 1S THE EASY PART. TO WALK LEFT OR RIGHT, MOVE THE
JoypAD TO THE LEFT OR RIGHT. TO cLIMB A LADDER OR A ROPE OR
A SsTACK OF DINO DUDES, MOVE THE JOYPAD U TO CLIMB UP;
Joyrap DOWN TO cLIMB DOWN.

Basic ACTIONS

THE Basic DINO DUDE HAS ONLY TWO FUNCTIONS:
8 "PickiNGg Up STUFF” AND "FORMING A LADDER
(STACKING). THE BAsIc DINO DUDE 15 $© PROUD OF THESE
: ACHIEVEMENTS THAT THEY HAVE BEEN CARVED IN STONE
AT THE FOOT OF THE SCREEN (THE ACTION BAR). TO SELECT
AN ACTION, KEEP PRESSING THE C BUTTON UNTIL THE
ACTION YOU WANT HAS A RED BOX AROUND IT,



- Picking Up AND DrOPPING OBJECTS (SEE FIG. 11)

|':I1.r

CE YOU HAVE CHOSEN AN ITEM TO PICK UP, YOU MUST MOVE

* yOUR DINO DUDE OVER THE OBJECT, EITHER SELECT THE Pick-Up
ICON USING THE C BUTTON AND »Fru-:ss TH E ButTton (or DowN

“ON THE JOYPAD) TO PICK UP TH ! yoUurR DINO DUDE

u:, UP THE ITEM, THE Acrlupt ﬁﬁﬁy L DISPLAY A NEW SET OF
1co  OFFERING A RANGE OF ACTIONS

L
4

FORMING A DINO DUDE LADDER/STACKING

DINO DUDES OTHER BASIC FUNCTION 15 "STACKING.” STACKING

'w'HEN YOU $STACK YOUR DINO DUDES ON TOP OF ONE
OTHER TO FORM LADDERS. LADDERS ARE USEFUL FOR MOVING UP
YOWN THROUGH THE LEVELS. EITHER SELECT THE STACKING
N AND PRESS B, OR SIMPLY PUSH THE JOYPAD UP TO PUT THE
JDE INTO THE STACKING POSITION=—BOTH ARMS RAISED

AD. THEN SELECT ANOTHER DINO DUDE AND BRING

M IN FRONT .or THE FIRST DINO DUDE, AND PUSH THE JOYPAD Up
m \KE H IM CLIMB ON TOP OF THE FIRST DINO DUDE. THIS
n ESS CAN BE REPEATED TO BUILD IMPRESSIVE MULTI- ~-DUDE STACKS
AND us*rmm u:;rr' RWISE OUT-OF-REACH ITEMS.

r

THE STEP YOU WISH TO CLIMB. |F YOU'RE TOO FAR AWAY
TO START WITH, YOUR TOP DINO DUDE MAY NOT BE ABLE
TO MAKE THE STEP FROM THE TOP OF THE STACK ONTO

THE l-E:D'GEi IL'II r }.'



AVAI I.ABLLE OBJECTS
MR

ON THEIR JOURNEY THROUGH EVOLUTION, YOUR DINO DUDES Wil
DISCOVER VARIOUS TOOLS TO HELP THEM REACH THE GOAL FOR
LEVEL. EACH TOOL HAS ITS OWN USE AND SEPARATE ICON SET THA
APPEARS WHEN YOU PICK THE TOOL UP: \

THE SPEAR (SEE FiG. lq }}’ -

SPEARS ARE USEFUL ITEMS AND ARE ONE OF THE
DiNO DUDES WILL DISCOVER. SPEARS ARE NOT O : rru '= -,:
THINGS, THEY HAVE MANY OTHER USES AS WELL.

THROWING THE SPEAR

SELEcT THE THROW Icon AND PRESS THE B B
DUDE WILL NOW BE HOLDING THE SPEAR ABOVE HIS HEAL Y TO
THROW. AT THIS POINT ITS A GOOD IDEA TO €HECK IF YOUR DI ,:_
DUDE IS FACING THE RIGHT DIRECTION. |F HE IS NOT, PULL THE Jo PAD
DOWN—YOUR DINO DUDE WILL THEN RETURN TO THE HOLDIN '
POSITION AND YOU CAN TURN HIM IN THE DIRECTION YOU WISHIT
THROW. NOW THAT YOU HAVE YOUR DINO DUDE IN POSITION; YOU
CAN VARY THE TRAJECTORY BY SELECTING FROM THREE DIFFERE] m
STARTING ANGLES. FOR EXAMPLE: IF YOUR DINO DUDE 15 FAGING Tt
THE LEFT, BY PRESSING THE JOYPAD TO THE RIGHT, YOU CAN MAKI
YOUR DINO DUDE THROW PROGRESSIVELY HIGHER, DEPENDL

TYPE OF THROW YOU WISH HIM TO MAKE.

Yo _{-5". b

TO THROW THE SPEAR, HOLD DOWN THE A BUTTON Q{
JOYPAD—THE ACTION BAR WILL THEN TURN INTO a,PowEn
AND RELEASE THE A BUTTON TO LAUNCH THE SPEAR, THE
'G POWER BAR EXPANDS LENGTHWISE, DEPENE Hc. E POWER
OF THE THROW REQUIRED: FOR A SHORT THROW, RELEASE JUST
AS THE BAR BEGINS TO EXPAND. FOR A LON £ HIL‘.HEI".
THROW, LET THE BAR GROW Lpuffn. BEFORE RELEASING THE

FIRE BUTTON., QZK f

E'




VAULTING WITH THE SPEAR

SE THE SPEAR TO VAULT OVER CHASMS AND OTHER OBSTACLES.

Ecr THE VAULT 1coN AND PRESS THE B BUTTON. NEXT, HOLD

N THE A BUTTON AND THE POWER BAR WILL APPEAR AT THE

BOT ; M OF THE SCREEN. AS DESC IBED IN THE THROWING THE

n SECTION, GAUGE THE F f sETHEA BuTtTON
RDIHGLT |E.YOU WISH T ICE AULT AND RETURN

UR DINO DUDE TO THE. % POSITION, PRESS DOWN ON

1 r [l
it
el e T

b
g "

BRANDISHING A SPEAR

QUR TRIBE PROGRESSES THROUGH EVOLUTION IT WILL BECOME
RENT THAT THE DINO DUDES ARE NOT GOING TO GET

| ‘31 HE EASY WAY. THERE ARE NASTY DINOSAURS WHO ARE
GET YOU. WHEN YOU BRANDISH YOUR SPEAR, POSITION
JINO DUDE ¢AREFULLY (LIKE NEAR A HUNGRY DINOSAUR
TO DINE ON YOUR TRIBE), AND YOUR DINO DUDE wWiLL
Y BRANDISH AND KEEP THE WOULD-BE "DINING-
UNTIL YOU COMMAND OTHERWISE.

THE TORCH (SEE FiG. 11)

UR TRIBE OF MENTAL MIDGETS IS PROGRESSING
ALONG THE EVOLUTIONARY PATH, THE NEXT OBJECT
SCOVER WILL BE THE BURNING TORCH. TORCHES CAN
D BRANDISHED LIKE SPEARS, BUT CAN ALSO BE USED



SETTING THINGS ON FIRE

NO POINT IN HAVING FIRE UNLESS YOU CAN PUT IT TO GOOD USE,
THE BURN ICON 15 MOST USEFUL FORSETTING FIRE TO VEGETATI
BLOCKING YOUR TRIBE'S PROGRESS. SELECT THE BURN 1CON AND
IGNITE THE CHOSEN OBJECT USING THE B BUTTON. (A WORD OF
WARNING: FELLOW MEMBERS ARE FLAMMAGBLE, SO BE CAREFUL w‘HEH
your DINO DUDE 1S WAVING HIS TORCH ABOUT!)

THE RorE

AS YOU MIGHT EXPECT, A ROPE COMES IN PRETTY HANDY WHEN 5
YOUR DINO DUDES ARE CLIMBING ABOUT ALL OVER THE LEVELS. YOU
WILL FIND NEAT €OILS OF ROPE DOTTED ABOUT ON VARIOUS ey
PLATFORMS THROUGHOUT THE GAME. USING A ROPE CAN BE MUCH %4l
FASTER THAN RUNNING ABOUT TRYING TO FIND A LADDER, AND

MAY SAVE YOUR DINO DUDES FROM HAVING TO GO THROUGH ALL
SORTS OF COMPLEX MANEUVERS TO GET SOMEWHERE. YOU THROW ,,A
ROPE JUST LIKE YOU THROW A SPEAR. |

LowerING AND RAISING THE RoPE RSN 3

FIRST OF ALL, MAKE SURE THAT YOUR DINO DUDE 15 CLOSE “"""1

ENOUGH TO THE EDGE OF A CLIFF FOR HIM TO BE ABLE TO LOWER ,f
THE ROPE. THEN SELECT THE RAISE/LOWER I1CON FROM THE 4'
ACTION BAR AND PRESS THE B BUTTON. YOUR DiNnO PDUDE WIkL
THEN LOWER THE ROPE OVER THE EDGE. |F HE ISN'T CLOSE ENOUGH
TO THE EDGE, HE WILL ONLY LOWER THE ROPE TO HIS TOES. TO PULL
THE ROPE BACK UP, USE THIS ICON AGAIN. |

CLIMBING THE ROPE

'2 For A DiNO DUDE TO cLIMB DOWN THE ROPE, MOVE
YOUR ¢HOSEN DINO DUDE OVER THE ROPE AND PRESS THE
Jovpab DownN. TO cLIMB UP THE ROPE, MOVE YOUR
DINO DUDE OVER THE ROPE AND PUSH THE JOYPAD Up,




THE WHEEL

OfF couUrst, NO DINO DUDE cOULD EVER HOPE TO EVOLVE (OR
EVOLVE FOR THAT MATTER!) WITHOUT THE WHEEL, AND SO IT 15,
AT BEFORE TOO LONG YOU WILL COME ACROSS THE SAID "WHEEL."

MOUNTING THE WHEEL

CK UP THE WHEEL, MOVE YOUR DINO PUDE OVER THE WHEEL

)N

»

| Tor
~AND AD; SINCE IT IS TOO HEAVY TO LIFT,

2 TRY TO PICK IT UP. INS
DiNo DUDE WILL BE PERCHED, SITTING ON THE WHEEL, READY

i .
el
i

gk lnmﬁ THE WHEEL

 YOU HAVE YOUR DINO DUDE MOUNTED-UP AND MOBILE,
VILL PROBABLY BE IMPRESSED WITH THE UNCANNY EASE WITH
i YOUR NOMINATED NEANDERTHAL CAN CAREEN THROUGH
§L As HE ROLLS DOWNHILL HE WILL ACCELERATE; AS HE
"UPHILL HIS SPEED WILL DROP. ONE OF THE USEFUL FUNCTIONS
EEL-RIDING" 1S THAT THE WHEEL CAN BE USED TO PROPEL

NO DUDE ACROSS CHASMS AND OTHER OBSTACLES. WHEEL-
PLE AND WILL, WITH PRACTICE, SERVE YOUR TRIBE

| MAKE SUI 'i,;- AT YOU CAN GET A GOOD RUN AT THE OBSTACLE

ICH YO .:-a Hﬂ DUDE WISHES TO CROSS. AS HE REACHES THE
EDG F THE PRECIPICE, HOLD DOWN THE A BUTTON TO MAKE THE
' MEMBER: THE LONGER YOU HOLD DOWN THE

GER THE JUMP.

| ROLLING THE WHEEL '3

A DINO DUDE CAN'T LIFT A WHEEL, BUT HE CAN PUSH IT
BY HOLDING DOWN THE A BUTTON WITH THE WHEEL IN
FRONT OF HUH‘Z‘*AE% E WALKS.



\

Dlmuuunmm THE WHEEL

TO DISMOUNT THE WHEEL, RELEA "hu OYPAD AND PRESS TH
BUTTON.

4
STONE BLOCKS

EVERY NOW AND AGAIN YOUR TRIBE MEMBERS WILL <) P f
STACKS OF STONE BLOCKS, BLOCKING YOUR PROG Eiﬂ HE
CAN BE REMOVED BY HAVING YOUR TRIBE SCOUT ARO 5 %
TO FIND A SHALLOW DEPRESSION. THESE DEPRESSIONS ARE $V
CONNECTED TO THE BLOCK-STACKS. SOMETIMES THEY
HAPPY COLORS, AND SOMETIMES THEY BLEHM'H _
FIND. USING THE TRIED-AND-TESTED DINO DUDE §
AND ERROR, YOU CAN STACK MEMBERS OF vaua TRI!E
OBJECTS ON THESE DEPRESSIONS TO MAKE STONES € 5APP
KEEP THE WAY FREE THOUGH, YOU MUST HEEP Your DiNnO
DUDES/OBJECTS IN PLACE.

DME IN BRI
aiu’nr. HARD TO
RIAL . 9§

THE WITCHDOCTOR

INO TRIBE 1S REALLY COMPLETE WITHOUT A WITCHDOCTOR, 4
TIME TO TIME, YOU WILL NOTICE THE MYSTERIOUS APPEARA
THIS VOODOO DUDE. WEARING A SPECIAL SKULL-SHAPED M
WITCHDOCTOR WILL BLEND INTO YOUR TRIBE, POSING AS A
Dino DUDE. HE CAN PERFORM ALL THE ROUTINE DINO D |
ACTIONS BUT 1S UNWILLING TO PICK UP AND USE ANY OBJECT FOL
AROUND THE LEVEL. HE 15 A DANGEROUS DUDE—DQ NOT M
HIM, BY RUNNING OVER HIS TOES WITH THE WHEE

'4 EXAMPLE, OR THE CONSEQUENCES COULD BE DIRE,

) R




CASTING SPELLS

, . THE GREAT THING ABOUT A WITCHDOCTOR 15 HIS ABILITY TO CAST
SPELLS AND CONJURE UP OBJECTS USING MAGIC. |F YOU WANT YOUR
- WITCHDOCTOR TO CAST A SPELL AND MAKE A USEFUL OBJECT
| | MAGICALLY APPEAR OUT OF THIN AIR, YOU MUST MAKE SURE YOUR
TCHDOCTOR 15 IN THE RIGHT PLACE WHERE YOU WANT THIS
o TO APPEAR. HAVING SE i I MOVED THE
WITCHDOCTOR, YOU WILL _-;.1"II ALONG THE
BAT ERE WILL BE 1CON AND OTHER
WHICH HE CAN SUMMON, USE

| HROUGH THE ICONS UNTIL YOU REACH
VISH THE WITCHDOCTOR TO PRODUCE, AND PRESS

WITCHDOCTOR DEMANDS A HEAVY PRICE FOR ANY OBJECT HE
' S FROM THIN AIR: THE SACRIFICE OF A DINO DUDE. IN
FOR THE MAGIC TO WORK, YOU MUST MOVE ANOTHER DINO
JP ALONGSIDE THE WITCHDOCTOR.

A .;-.' 2 t'lr

\
II



THE LEVEL AND SCORING GOALS
THE OBJECT OF THE GAME IS TO %m THE LEVELS. TO SCORE
R

WELL AND WIN A PLACE FOR YOU -J;H THE "TOP TEN,” YOURy,
TRIBE NEEDS TO COMPLETE THE LEVELS INCTHE SHORTEST POSSIBLES

TIME, WITH THE LARGEST POSSIBLE NUMBERIOF TRIBE MEMBERS. g
SOUNDS EASY, HUH? W, ’: 4

s

BEFORE STARTING EACH LEVEL, INFORMATION / THE GOAL FOR
QUITH: o

THAT LEVEL WILL BE DISPLAYED IN A BOX IN THE f; OF Tt
SCREEN. THIS MAY BE THE SIMPLE MESSAGE "REACH TH { '
YOUR TRIBE MAY BE GIVEN A MORE SPECIFIC TASK SUCH As RE
A HOSTAGE OR DISCOVERING A NEW OBJECT. ONCE YO _*. _
THE MESSAGE, PUSH THE A BUTTON TO BEGIN THAT PARTIC
LEVEL. -

SPOTTING THE GOAL
IN ORDER TO REVEAL THE GOAL'S LOCATION, YOU AV /E TO A ovE
YOUR DINO DUDES AROUND THE LEVEL. If YOUR TRIBE'S OB

IS TO RELEASE A HOSTAGE, FOR EXAMPLE, OR TGJ'DH{IWER F
PRETTY OBVIOUS WHAT THESE ITEMS WILL LOOK LIKE AND YC
SHOULD HAVE MO PROBLEM RECOGNIZING THEM,

ON THE OTHER HAND, IF YOUR LEVEL'S MESSAGE 15: "REACH THE
GOAL,” YOU NEED TO BE ABLE TO RECOGNIZE WHAT A GOAL/LOOKS
LIKE. Y

THE GoalL BLock

THE LEVEL'S "GOAL-BLOCK™ 15 A RED OR YELLOW SWITC
WHICH YOU HAVE TO MOVE A DINO DUDE TO compL
LEVEL. MoVING A Dino DUDE ON THIS "GOoAL-BL
WAITING A SECOND WILL STOP THE CLOCK AND EN

Bonus PLANTS

'5 ON SOME LEVELS—NEXT TO THE C-C'AL'FLG-C P
FIND BONUS PLANTS—SOMETIMES THEYA SMALL PINE
TREES AND SOMETIMES SHRUBS, BUT THEY ARE ALWAYS
PLANTS. BY PLACING, EXTRA DING DUDI .,:fs THESE
BoNuUs-BLOCKS, YOU'L EXTRA POINTS

DU WILL




SCORING

IN ORDER TO SCORE POINTS, YOUR FIRST OBJECTIVE MUST BE TO
COMPLETE THE LEVEL IN THE TIME ALLOTTED. AT THE BOTTOM RIGHT
THE SCREEN ON THE OTHER SIDE OF THE ACTION BAR 1S ANOTHER
NTER. THIS IS YOUR TRIBE'S "EXTRAS™ INDICATOR, WHICH LETS YOU
W HOW MANY SPARE TRIBE MEMBERS YOU HAVE AT ANY TIME.

Yoi.;imrts GIVEN THREE SCORES FOR COMPLETING EACH LEVEL:

l
\
—

L SCORE 15 ml.cu

'rmae,. MULTIPLYL

G THE NUMBER OF DUDES
5 THIS BY THE LEVEL NUMBER AND
0. THERE 1S AN ADDITIONAL BONUS
ORMAL DIFFICULTY SETTING (x2) AND HARD
TFFIC SETTING (x4). FOR EXAMPLE, IF YOU FINISHED LEVEL 10

TH DIFFICULTY SETTING EAsY AND 8 DUDES LEFT, YOU wOULD
8 (DiNno DUDES) X 10 (LEVEL NUMBER) X 10, EQUALING A
tous of 800.
‘

-I

LeveL BonNus

E ARE BONUS PLANTS AVAILABLE AT THE END OF THE LEVEL,

"EACH, DINO DUDE YOU PLACE ON ONE OF THESE PLANTS, YOU
1000 POINTS.

TIME SCORE

IND REMAINING ON THE TIMER AT THE END OF THE
A\WARDED 10 POINTS. SO IF YOU FINISH A LEVEL WITH

5 GED TO FINISH LEVEL 10 ON THE EASY DIFFICULTY

| B DiNnO DUDES LEFT, 2 DUDES ON BONUS PLANTS
AND 50 SECONDS REMAINING ON THE CLOCK, THE SCORE
SCREEN WOULD DISPLAY THE FOLLOWING: '7
E LEVEL SCORE: 800
LEVEL BONUS: 2000
IME BONUS: 500

e ] ' EL TOTAL: 3300



ABouTt YOUR TRIBE

\BER OF TRIBE MEMBERS. BUT

YOU START OUT WITH A BASIC NU
ALONG THE WAY YOU WILL PICK UP THEODD NEW MEMBER, LIK
WHEN YOU RESCUE A HOSTAGE FROM THE NASTY NEIGHBORIN
TRIBE, FOR EXAMPLE. THESE ARE THE POOR GUYS WHO YOU
TIED UP HOLLERING "HELP.” THEYRE PRETTY ﬁk' SPOT A
EASY TO FREE IF YOU JUST KEEP AN EYE OUT FORSH ﬁ Ly Gu -
FREE THESE UNFORTUNATES, JUST WALK YOUR' D iff‘; $

THEM. THIS WILL ADD TO YOUR SCORING POWER AS\YG
YOUR TRIBE.

i

BUILDING UP YOUR TRIBE IS VERY IMPORTANT, AS
TO NEED ALL THE MEMBERS YOU CAN GET. AT Tt INNING OF
EACH LEVEL THE "PARTY SCREEN" WILL TELL YOU | Bt "
DUDES YOU WILL NEED TO START THE LEVEL. T HDT e 45
YOUR Dino DupEs! IF YOU HAVE A sunp;us IH OUR TT ﬂ#‘ '
YOU LOSE ONE IN THE LEVEL, HE WILL AUTOM LY BE REBL

BUT ONLY UP TO THE LIMIT OF DINO DUDES IN TﬂUR RESER WE f

L

YOU CAN USE YOUR SPARE DINO DUDES TO SACRIFICE TO T
WITCHDOCTOR. BUT SACRIFICE WISELY: IF YOU DONT HAVE =

ENOUGH DINO DUDES TO BEGIN THE NEXT LEVEL, YOUR TRIBE WILL
NOT BE ABLE TO EVOLVE.

HinTs AND TIPS

THERE 1S OFTEN MORE THAN ONE WAY TO SOLVE A LEVEL OFTEN
WHEN IT SEEMS NECESSARY TO SACRIFICE AN ADDITIONA |
DUDE, THERE 15 A WAY TO AVOID IT. y

[y
THE DINOSAURS ARE VERY DISTRACTED WHEN THI
'8 EATING A TASTY TIDBIT, LIKE A DiNO DUDE. W THEY
ARE EATING, A DINO DUDE MIGHT NOT BE NOTICED EVEN
WHILE WALKING RIGHT NEXT TO A D UR.

-

=

SOME DINOSAURS TAKE £ \ LOT OF uh‘“ L.

i—l‘t

- .:. =



SOMETIMES AN OBJECT HIDES IN THE SCENERY. FOR INSTANCE, IF
OU NEED A ROPE OR SPEAR AND DO NOT HAVE A WITCHDOCTOR,
SHECK ALL OF THE LEDGES YOU HAVE ACCESS TO ONE MORE TIME; A

“ROPE OR SPEAR MIGHT BE LURKING AT THE BOTTOM OF A LADDER
9 DR 1N THE BUSHES.

i

JR PET DINOSAUR OCCASIO 5T AND YOU HAVE TO

GO FIND HIM. WHEH TH T‘f §, YOU MUST PAT HIM ON THE
JR| | | 5 OKAY. YOU MAY

A SHORT WHILE BEFORE HE

IS TO BE POSSIBLE.

PPER LEVELS, IT IS5 NECESSARY TO ACCOMPLISH MORE
ONE GOAL. FOR INSTANCE, IT MIGHT BE NECESSARY TO KILL A
SAUR AND THEN WALK ON THE GOAL-BLOCK, IN THAT ORDER.
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Software Warranty

Atari warrants to the original purchaser this product to be free
from defects in material and workmanship under normal
authorized use for a Warranty Period of ninety (90) days from
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 or correction.

The warranty is null and void if the cartridge has been opened
and/or any parts were removed or if software or any
accessories other than those authorized by Atari are used in
connection with this product.

Do not return your software to the retailer. To receive “in”
warranty service call 1-800-GO-ATARI. A technician will be
available to answer your warranty questions. In the event that
you return your software under warranty send the software, a
description of the problem and a copy of your sales receipt
clearly indicating the date of purchase to: Atari Corporation,
390 Caribbean Drive, Sunnyvale, CA 94089.

In no event shall Atari be liable 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 consequential or
incidental damages, so the above limitation or exclusion may
not apply to you.
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1: TIMER
2: VAULT ICON

3: THROW ICON

4: BRANDISH ICON

5: DROP ICON

6: STACK ICON

7: EXTRA DINO DUDE INDICATOR
8: BURN ICON



0000
4000
0000

Fic.l



AATARI

Copyright 1993, Atari Corporation J9006
Sunnyvale, CA 94089-1302 | s_m?uﬁ
Printed in USA

All rights reserved



