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PaMAMA JOE ™, That's what thaey call kim
round these parts: though no one knows his
recl name of where he comes from. Bul one
thing's for sure, PANAMA JOE's a daredevi
from the waord “gol” No risk's too great if the
raward's large enaugh. Winning, That's what's
most important to him, And more times than
not, that's exactly what he does. Becouse ha's
tough, clever - rescurcafiu And somatimes,
downright pig-headed! Though occasionally
(ah-hurm), he's bean known to gel in over his
head. Luckily, he's got @ knack for getting him-
self out of hot water as ﬁuickl'f as he 5 inta
ifl Let’s hope MONTEZUMA'S REVENGE is one
of thase timaeas.

Object

To help PAMANMA ICE safely reach Montazy-
mat's fantastic freasune by guiding hirn
through o maze of death-dealing chambers
within The emperor's forfress. Along the way,
PANANMA JOE must avold an array of deaaly
creatures whie he colects valuables and
other tools which can aid him in mostering
the evils of the fortress and escaping with
ihe loot!



Satting the Console Conlrols
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Systems

1. Place the cartridge firmby into the cartridge
slot,

2. Turn the ONAOFF switch to the ON position,

3, Setect Difficuly Leveld, 2, or 3 by pressing
the carresponding number on the joysiick
kewwpad (see DIFFICULTY LEVEL section),

To begin a new game at any time, simply

press the START key (Atari 5200)or 1he RESET

Eutton meeco‘-.-“isiman and follow instructions
for selecting a Difflculty Leved

Disk for the Atari” Home cnmf»umr and
the Commodore 64" Personal Computer
System
1. Turn the Disk Drive power switch to the ON
position MAKE SURE THAT THE POMWER TO
THE COMPLUTER IS TURMED OFF
2. With the conect label lacing UPWARD
Atar or Commodors), insart MOMNTEZL-
A'S REVENGE disketie inte the Disk Drive,
3 Remove any carlidges from the console
unlt. .
A, {Atari XL owners: Hold down OPTION but-
tan.) Turn the power switch on,

Atari Only

5. After the program autormatically loads, you
may salect Cificulty Leveld, 2, or 3 by press-
inﬁ:'rhe SELECT key onthe console (see
DIFFICULTY LEVEL section),

To begin o new game of any fime, simply

prass tha START kay on the consola and 1ol-

low instructions for choosing a Cifficulby Lewvel,



Commodore 54 Only

5. Once "Commadore BASIC" is displayed on
tha screen type the following:
LOAD “PE" 8.1

& Then press the RETURNM key

/. Following a brief delay, a tille screen will
oppear with instructions to choosa Diffi-
culty Level 1. 2 or 3(see DIFFICULTY LEVEL
saction) Prass the key on the console that
corresponds 1o tha Rifficulty Level desired.

To be?in o naw garme ot any ftirme, simply

press tha F key on tha console ond follow

instructions for selecting a Difficulty Level,

MNow, yvou're ready to start the actiont!

The Joysiick

Plug the joystick cantioller into Jack #4. [For
Commaodore 44 Control Port 2. Use your
Jeystick o move PANAMA JOE through the
emparcr’s forfress. To make PANAMA 1OE
walk left or right, move the joystick in those
directions. To make himn climb up a kadder or
chain, push farwards on the Joystick: e elimb
down. pull backwards an the joystick.

NOTE: you'l discover that a combination of
left /right and backwards/ forwards joystick

movemants will make guiding PAMNANMA JOE
onand off ledders and chains eqsier,
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The Fire Buifon

Press the FIRE button any time yow want
PAMANMA JOE to juri if PANAMA, JOE is
standing still. he will jump up and down if heis
moving left or right, PANAMA, JOE will l2apin
that direction

Screen Displays

In the upper left-hand corner of the scraen
them s a box caled the INVENTORY WIN-
DOW. Fach time PANAMA IOF colects a spe-
cial ool {eg. o sword, toreh, of a key)), 1hal
tocd is displayed in the Inventony Window until
he finlshes using it

At tha bottom of the Inventory Window arg

5 hats representing your remaming numbear

of PARNAMA, KOEs Each time you losa a
EBanAMA JOE, one hot disoppears fram the
Invantony Window. You'll begin the game with
& PANAKMA, JOES, including the one on screen,
If you accumulaie mara than & PANAMA JOES,
extro hols are disployed below your score,

The numbar ta the immediate righl of the
Inventory Window indicotes the gome level
curently being played.

Ir the upper righl-hand corner of the screan
i5 the $CORE BOX. Throughout the gamea,
points will be occumulated ond your scora
will be displayad in this space (see SCORING
saction)



Playing

Cnce you start this game, you ARE PANAMA,

JOE-winding your way through MONTEZUMA'S

fortress! That means you've got fo be ready

to handle lots of action, Like climbing lad-

ders and chalns Sliding down poles, Jurmnp

over (and under) deadly creatures. And grab-

bing precious jewels and special tools along

the way. No sweat, right? You'll be ready

for anything because, like PANANMA JOE,

you thrive on the spirt of adventure and

Te;gll_%% r'rnnTI'-.ﬂlcr.rtl:_la thg's mt:;d to buck;écck
certain chambers, Or perho

ahead blindly. Even test your memrﬁﬁm rregie

member the location of a room you fought

through earlier. Just ba swre to keep a cool

head. Use your special tools wisaly, And

please-try not to let greed blind you as you

snatchup MONTEZUMA'S fobulous trea-

swes, Happy hunting. PARNAMS, JOE!

Insicle Montezuma's Fortress

As you guide PANAMA, JOE through Montezu-
ma’s fortress, you'll encounter 3 major groups
of elemants. They are:

= Room Fldures

= Killer Creatures

» Special Tools & Rewards

YWarlouws combinations of thesa elements are
found in all the chambers throughout the
fortrass. Each |s described as follows:



Room Fixtures

Laser Gates Destructive laser gates Intermnit-
tantly oppear and disappedr in various parts
ofa crl'ﬂrnb;&PANArgA JDE rr:;m mdﬁ??
these loser gates, ]
when they disappear. IF PANAMAC!J.]&ThTSA
LASER GATE. YOU LOSE Hin.
Con r Bells Conveyor belts force PAN-
AMA JOE to spead up or slow down, dapeand-
irg upan the direction In which he is moving.
In l%enaml, if youmove the joystick IN THE
DIRECTION OPPOSITE to which the conveyor
is moving, PANANMA, JOE will slow down while
moving against the conveyor. If PANAMA
JOE is haading in the SAME DIRECTION as the
conveyor, he will speed ocross to the other
side where, at times, you must safely jJurmp him
off. IF PANAMA JOE MISSES JUMPING ONTO
OR OFF OF AN ELEVATED CONVEYOR BELT
AND THE FALL 15 TOO FAR, YOLU LOSE HIM.
Disappearing Flaors In sore chamibers,
there are certain sactions of the floor which
look different from the rest. These sections
interrmittantly appear and disoppear, You
st tirme PANAMA JOE'S crossing of these
sactions Just right or...[F THE FALL'S TOO GREAT,
OR THERE'S A FIRE PIT BELOWY HIN, YOU) LOSE
THAT PANAMA JOE,
Doors Throughout the fortress you'll encoun-
ter 3 ditferent colored doors: red, blus, and
grayr. These doors can ONLY be opened when
ANAMA JOE approaches them with the
comesponding color key (displayved in the
Inventory Window), YOU GAIN 300 POINTS
FOR OPEMING ANY DOOR.



Fire Piis Occaslonally, PANAMA JOE wil
come across a biazing fire plf as he maneu-
vears thwough a chamber, Fire pits must be
avoided at all costsl Gulde PANAMA JOE
around them, of jurnp him over them when:-
aver Ible. IF PAMARMA JOE FALLS INTC THE
FLAMES. ¥OLU LOSE HIM TO A PUFF OF SMOKE.
Ladders Lodders allow PANAMA JOE to
travel up to, or down from one level fo the
next. Simply move the joystick in the a

ate direction PANAMA, JOE CANNOT JUMP
ONTO OR OFF OF A LADDER.

Poles Poles allow PANAMA JOE to slide
DOWMN ORLY from one level to the next.
Simply jump PANARMA JOE onto a pale-hell
handie the rest. BUT IF PANAMA JOE MISSES
THE POLE AND FALLS, ¥OLU LOSE HIML

Chains Much (ke ladders, chains offer PAN-
AMA JOE away to travel from one level to
the next. Simply jurmp PANAMA JOE onto o
chain aond & hirm up or down by using
your joystic

Killer Creofures

Skulls In his travels, PANAMA, JOE will come
across bauncing ard rolling skulls, He rmust
Jurnp over the roling skulls, and walk under
the bouncing ones. IF PANAMA JOE 15 HIT BY A
SKULL, YOU LOSE HIM, But, if he has a sword

displayed inthe Inventory Window), PAN-

MA JOE con aliminate o skull by W%WH-

ingy th b it YOU GAIN 2000 POINTS
ELIMIMNATING A, SKLILL



Snakes Watch out for the snakes! Though
they don't move, they have a deadly blfe.
Whenever PANAMA, JOE meets up with onea,
he must jump over it. Not even o sword wil
aliminate a snoke. IF PANAMA JOE IS BITTEM,
YOU LOSE HIM.

s Unkke snakes, spiders et around,
They'll even climb ladders! IFO ES PAN-
Al JOE, YOLU LOSE HIM. So PANANA, JOE
must either jump over spiders, or slay them
with o sword {displayed in the Invenh:l Win-
Ecg ‘EEMJ LL GAIN 3000 PCINTS FOR SI.M’NG

Spaciol Tools iﬂawum
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As PANAMA JOE wiorks his way through Ihe
fortrass, ha'lll encounter special tools and re-
wards—all there for his taking. When pnsslbba
FAMAMA JOE should jurmp up and cf

laal itern, which will then be disp r::r\redm
the Irventorny Window until it is used, The In-
ventary Window canonly hold S5iterns at a
time. Once it Is filed, PANAMA JOE cannot
celect any mare speclal iherns.



ST S R S —"

e —

Thea 5 spacial tools and rensards are:

Amulels These haommer shaped objects halp
PAMNAMA JOE evads kiler creatures, When-
avar he graos an armulet, all kller creatures
turn grey and are disabled for several sec-
onds=alowing PANARNA, JOE to safely wolk
through therm. He can even travel Into an-
other chamber during this time. Once this
limeis up, the amulet will disoppear from the
Invantory Window and the killer creaturas wil
return to thelr nasty, rormakcolored salves.
COLLECTING AM AMULET 15 WORTH 100
PCOINTS,

Jewels Thaze dc:zalir:f beouties are worth
1000 points apiece! PANANMA, JOE simply
jurnps up and plucks them as he goes by.
However, if the Inventory Window containg 5
iterns, FAMNANA JOE connot collect maore
jewels-even though |ewels ars not displayed
in the Window,

Keys To every red, blue, or grey door in the
fortress=there’s o matching key, A door can
only ke opaned with the coract comespond-
ing colored key which PANARMA JOE must
grab along the way: Keys wil be displayedin
tha Inventary Window until used, YOU GAIN
300 POINTS FOR CPENING A COOR.

Swords ASWORD IN THE HAND IS WORTH S0
POINTS-s0 be sure not to pass up foo many
of them clong the way. More important, a
sword enables PAMARNMA 1O to elminate
spiders and skulls on contact

1



Torches Dor't underastimate the necessity of
a forch As PANAMA JOE fraovels deeper into
the farteess, he may encounter dork cham-
bers. Cnly with the forch can be lluminate
these hazardous rooms. Once PANAMA JOE
has o forch, he keeps it throughout the cur-
rent gome level Without a forch, there is no
light ot ll-and you must rely on your memany
| guide PANANMA, JOE safaly through these
chambears. GRABBING A TORCH EARNS YOU
3000 POINTS.

The Treasure Room

If PAMNANMA JOE safely novigates through all
of the chombers In the fortress, he'll aventually
reach his ultimate |-the: Treasure Cham-
ber Herain lies the labulous tfreasura of the
empencr, Montezumal

To anter this final ehamber, daradevil PAN-
AhdA JOE must leap info the darkness! Orce
insicle, kel find several chains-and the infa-
MouUs jewels—c:lmwa’tinzmhls arasp In just o
matter of seconds, PANAMA JOE must jurmp
fremn chain to chain while frying to collect as
iy jewels as possible, But bewarel If PAM-
AMA JOE misses a chainand jumps onlo a
pole, he immediately sldes info tha next Diffi-
culty Level and misses his chance fo collect
more jewels. When timea's up, you will auto-
rmaficaly advance to the next Difficulty Level,



End of Game

Thes Ngume ends when you have |ost all of your
FAMANMA JOEs, When this hoppens, PANAMA
JCE will disoppecr and all aclion on the
scresn will stop

If thee garme encs while playing Cifficulty Level
#4, sirriply press the FIRE cutton on the joystick
controlier. You'll recaive & PANAMA JOEs and
begin the action (with o score of zero) ot the
same point af which the game ended,

[efer fo SETTING THE COMNSOLE CONTROLS
sechion for starling a nelw gams,

Scoring

Collecting Special Tools & Rewards

Keys. . . . .. .. ... .50pcniseach
Swords. . . . . .. .. . .50poinisegch
Amulets . . . . . . . . . . 100pointsaach
Jewels ., L, L, L L. 1000 peints sach
TErCHMEFTEE o Wy o 3000 points each
Eliminoting Killer Crealures

SRS, bt ok .. 2000 pairts @ach
Spiders. | y v e . c000 points each

13



©)PARKER BROTHERS



