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OBJECT OF THE GAME/GAME DESCRIPTION: As Indiana Jones, your quest is to free the
enslaved children of Mayapore and recover the sacred and powerful Sankara Stones. This
action-packed adventure takes you through treacherous caverns and twisting tunnels, across
narrow ledges and fiery chasms in the perilous Temple of Doom. Avoid falling boulders and
beware of the lava pools! Battle fierce Thuggee guards, giant spiders, and dive-bombing bats.
You loved watching the movie. Now, feel what it’s like to actually be Indiana Jones!

PROBLEMS? It is recommended that you carefully read this instruction booklet to learn and
master the operation of this game. By doing so you can have hours and hours of fun with your
family and friends! However, if you have any problems or questions about playing this game or
any of Tengen'’s games, please call a Tengen game counselor at (408) 433-3999 Monday through
Friday from 8:30am- 6:00pm Pacific Time.

PRECAUTIONS: 1.This is a high precision game. It should not be stored in places that are very
hot or cold. Never hit or drop it. Do not take it apart. 2. Avoid touching the connectors, do not
get them wet or dirty. Doing so may damage the game. 3. Do not clean with benzene, paint thin-
ner, alcohol or other such solvents.

Note: In the interest of product improvement, specifications and design are subject to change without prior notice.

©1988, 1985 Lucasfilm, Ltd. (LFL) and Tengen. All rights reserved.
Indiana Jones and the Temple of Doom is a trademark of Lucasfilm, Ltd., used under license.
Nintendo and Nintendo Entertainment System are trademarks of Nintendo of America Inc.
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INTRODUCTION

While on an archaeological expedition in India, you, the world-famous Indiana Jones, stumble across the
remote village of Mayapore. Following the theft of the powerful Sankara Stone which once protected the
village and its people, the town lies in ruin and its children have mysteriously disappeared. You discover
the enslaved children in the evil Pankol Palace, the home of the Maharajah. Mola Ram, the ruthless High
Priest, has forced the children to mine for precious gems and the other missing Sankara Stones. This excit-
ing adventure begins as you enter the palace to free the missing children, recover the Sankara Stones, and

defeat Mola Ram and his evil Thuggee guards.

CONTROL FUNCTIONS

When the Title Screen appears, press the
Start Button. After walking across to the
mine entrance on the right, press the
Select Button to begin the game. Move
through the caverns by climbing up and
down ladders, sliding down chutes, using
the conveyor belts, or swinging from ledge
to ledge. Walk on conveyor belts in the

Controller 1
Controller 2

e A Button

B Button
START Button

SELECT Button

mines or jump into mine cars. Watch out for missing tracks and lava pools. Tilt the car to the left or right

to change tracks, and switch cars or jump out if necessary.



Basic movement:
B Control Pad
Use the Control Pad to move up, down, left or right.

Jumping:
B Control Pad + B Button
To jump in the direction you are facing, hold down the Control Pad in that direction while pressing the

B Button. Pressing the B Button alone (without pressing the Control Pad) will cause you to jump down
no matter which way you are facing.

Swinging from ledge to ledge:
M A Button

To swing across to another ledge, you must wrap your whip around swing posts between ledges.
Pressing the A Button cracks the whip (in the direction you are facing) and allows you to wrap it around
the swing post.

Weapon selection and use: NT

B Control Pad + Select Button | sworn

When the game begins, your only weapon is your whip. Swords and Guns
are provided by freed Slave Children; TNT is found in small caves which
can be opened with a sword. Hold down the Control Pad while pressing

WHIP
GUN




the Select Button to choose from the weapons you have acquired: Left for the Gun, right for the Sword,
up for TNT and down for the Whip.

M A Button

Press the A Button to crack the Whip (or to use any weapon) in the direction you are facing.

Pause:
B Start Button

To pause the game and view the Status Screen, press the Start Button. You will be shown the time remain-
ing, your score, the next score at which you earn an extra life (an extra life is awarded every 15,000
points), the number of weapons you have acquired, the number of children to be freed and the number
of Map Pieces remaining. Press the Start Button again to resume play.

To pause a game on the action screen, press the A Button on Controller 2; press the B Button on
Controller 2 to continue.
Re-starting after losing all your lives:

After losing your last life, the program will return you to the Title Screen. To re-start the game on the last
Wave you had reached, hold down the A Button while pressing Select to begin the game.




PLAYING THE GAME

The Temple of Doom is made up of 12 Waves, or levels. To complete your mission you must fight your
way to the Secret Chamber of Kali (Wave 9), recover the missing Sankara Stones, locate the hidden exit,
and cross a rope bridge guarded by the terrible Mola Ram himself. Earn points by freeing Slave Children,
collecting prizes, and defeating your opponents. You begin the game with 5 lives; if you lose all 5 lives and
opt to re-start the game at the current Wave, you will be given only 4 lives.

If you lose all your lives on Waves 1-9, you may re-start the game with all your weapons and prizes intact
on the last Wave you reached. Once you pass beyond the Chamber of Kali, you must complete the entire
game. If you run out of lives, you may re-start at the beginning of Wave 9 (the Chamber of Kali).

The countdown timer at the top of the screen begins at 99, and decreases more quickly on some Waves
than on others. If time runs out on ANY Wave, Mola Ram appears and you lose a life, as well as any
weapons or prizes collected on that Wave.

Waves 1-8:

These are the mines and caverns leading to the Chamber of Kali. Free all the trapped children and collect
as many weapons and prizes as you can. Waves 1-8 have two rooms each; you may move freely between

the two rooms, rescuing children and recovering weapons and prizes. Collect all the Map Pieces you can;
they’ll be needed at a later stage. Recover a Hat and get an extra life. Keys open locked doors that lead to

the next wave (each room'’s Key opens the other room'’s locked door). Jewels provide extra time. The fur-

ther you get, the more enemies and pitfalls you will encounter.




The screen with the two mine entrances will appear every time you exit a Wave, or move between rooms

appears, the screen will pause; press Select to begin the next sequence.

Secret Doors:

Fach room on Waves 1-8 has a secret door, hidden behind a cave wall, that can be revealed with TNT. The
Secret Doors on Waves 2,3,5,7 and 8 lead to Secret Storerooms, the location of which changes from game
to game. Secret Storerooms contain special prizes or caches of weapons.

The Secret Doors on Waves 1,4 and 6 lead to Special Waves. The location of these doors is always the
same, and some freed children will reveal Arrows pointing in their general direction. The Special Waves
on levels 4 and 6 have Secret Storerooms, and cave doors that let you skip the next Wave.

The Secret Doors on Wave 1 lead to the Warp Wave, which allows you to advance rapidly to a number of
higher Waves. The Warp Wave has many Secret Storerooms and cave doors; each cave door takes you to a
different Wave.

Wave 9:

This is the Chamber of Kali. You must cross the Lava River and retrieve the three sacred Sankara Stones
which are guarded by the Statue of Kali. Kill the Lava Monsters to make a path across the river. Only one
path crosses the Lava River. To locate it, find where the greatest number of Lava Monsters are appearing.
The location is randomly selected for each game. Once you have recovered all three stones, a hidden door
leading to the Map Room will open.
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The Map Room:

Upon completing Wave 9, you will enter the Map Room. Here, you will see a map of one of the next six
inter-connecting rooms that make up Wave 10. If you have not collected all 25 Map Pieces, you will not be
able to see the whole map! The Secret Exit in Wave 10 is marked on the map with an X; study the map for
as long as you wish. Press Select to exit the Map Room and proceed to Wave 10.

Wave 10:

Wave 10 is made up of six inter-connecting rooms, one of which conceals the Secret Exit you were shown
in the Map Room. Explore each room until you recognize the room with the Secret Exit. If you have
acquired the Secret Idol hidden on Wave 7, the Idol will appear in front of the Exit to indicate its location.
Use TNT to reveal the Secret Exit to Wave 11. If you do not have all three Sankara Stones, you will not be
allowed to pass.

Wave 11:

This is the Tube Wave, which takes you up and out of the dungeons of Kali. Climb to the top and exit
through the locked door. If you do not have all three Sankara Stones, the door will not open.

Wave 12:

Wave 12 is the final Bridge Wave. Find the door to the rope bridge and make your way across, dodging
arrows and the flaming hearts thrown by Mola Ram. The rope bridge can be broken with a sword or TNT.
You must reach Mola Ram and throw him off the bridge before he can escape. Succeed and you'll find
Willie and Short Round waiting to greet you... and your mission is complete!




THINGS TO LOOK FOR

Arrows to Secret Doors: Awarded by freed Slave Children. Point in the general direction of a Secret Door.
Reveal the Secret Door with TNT.

Carts: Found in the mines. Jump into a cart to ride through the mines, and jump out at any time. You
can slow down or speed up a cart, and tilt it to either side to switch tracks at intersections. Watch out for
missing tracks and lava pools! Carts may be empty or may hold one or two Thuggees. You must get rid of
the Thuggees before jumping into their cart; otherwise, you'll be stunned and fall out. If there are two
Thuggees in a cart, one may throw bombs that will stun you.

Caves: Small barricaded openings along paths and conveyor belts. Use a sword to open the cave and
recover the TNT inside.

TNT: Use to get rid of enemies, reveal Secret Doors, solidify lava pools on paths and conveyor belts.
Guns: Awarded by freed slave children. Use to defeat enemies, shoot small skulls to reveal swing posts.
Hats: Awarded by freed Slave Children. Recover a Hat and you'll get an extra life.

Jewels: Awarded by freed Slave Children. Give you extra time.

Keys: Awarded by freed Slave Children. Use Keys to open locked doors and gates. A Key will not work in
the room where it is found. It must be used in the other room on that Wave. Only the Special Key may be ¢
transported between Waves.



Large Skulls: Found in the caverns, and in the rooms after the Chamber of Kali. If you lose a life after
recovering the Sankara Stones, the Stones will be placed on three of the large skulls.

Map Pieces: Awarded by freed Slave Children. Collect all 25 to view the entire map in the Map Room. If
you do not free any Slave Children on a Wave and use a Secret Door to skip ahead, you'll get all the Map
Pieces for that Wave. If you free only some of the children and use a Secret Door, you won't get any of
the Map Pieces for that Wave.

Oil Drums: Can be whipped to form a barrier for carts. No cart can pass an active oil drum without
crashing. Can be cleared with TNT.

Sacred Idol: Found in a hidden storeroom on Wave 8; shows location of the Secret Exit on Wave 10.

Sankara Stones: Found at the statue in the Chamber of Kali. Once all three are recovered, the Secret Door
to the Map Room will open. You'll need all three to open the locked doors in the following Waves. If you
lose a life after recovering the Stones, the Stones will be placed on the large skulls in that room.

Secret Doors: Rescued children may sometimes point the way to Secret Doors hidden behind rock walls.
Reveal the door with TNT. Secret Doors lead to Special Waves or Secret Storerooms.

Slave Children: When freed, they award you with weapons (Swords, Guns, or TNT) or prizes (Keys,
Jewels, Map Pieces, Hats, or Arrows pointing to Secret Doors).

Small Skulls: Some reveal swing posts when shot with a Gun.
Smokepots: Used to control bats. When a smokepot is activated, bats cannot fly. Activate a smokepot by

hitting it with your Whip. 2




Swing Posts: Crack your Whip at a swing post and wrap it around the post, and you can swing across to
the other side.

Swords: Awarded by freed Slave Children. Use to defeat enemies and open caves containing TNT.

WATCH OUT FOR THESE THINGS:

Arrows: Thuggees begin shooting once you reach the rope bridge. Arrows stun if they hit you. Can be
eliminated by any weapon.

Bats: Repeatedly attack and stun. Can be stunned with the Whip or eliminated with other weapons.

Boulders: Hidden Thuggees drop boulders from above. They cannot be destroyed in any way. Conveyor
belts stop moving briefly when hit by a boulder.

Lava: Fall into a fiery lava pit and lose a life. Some paths are blocked by lava pools, which can be jumped
over, swung over, or solidified with TNT.

Lava Monsters: Attack them with any weapon except the Whip. Once stunned, they can be used as a
path across the lava. In the Chamber of Kali, they are your only means of crossing the Lava River. -

Mola Ram: The evil High Priest who has captured the children and stolen the sacred Sankara Stones. If
the countdown timer runs out, Mola Ram appears and you lose a life, as well as any weapons or prizes
collected on that wave.

Rats and Snakes: Drop from above to stun you. Can be eliminated with any weapon.
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Spiders: Move randomly, and can stun if they drop on you. Can be eliminated with any weapon.

Spikes: Move up and down. Step on one and lose a life. Can be removed with TNT, jumped over, or
walked over when down. Will also stun Thuggee guards.

Thuggee guards: Numbers vary from Wave to Wave. Stun them with your whip before they stun you.

HINTS

1. To achieve the best score, you must free ALL the Slave Children.

2. You can't use any weapon while on a ladder or in a chute. You MAY use weapons while falling, and
while in a cart. However, you can't tilt a cart and use a weapon at the same time. On some Waves, you
must select the Sword to successfully tilt mine carts over missing sections of track.

3. On Waves 1-8, you should concentrate on acquiring as many Map Pieces and weapons as possible (you
can stockpile up to 99 of each weapon). You should also look for the secret Storerooms that hold the
Special Key (Wave 7) and the Sacred Idol (Wave 8). The Special Key may be transported between Waves
and will open ANY locked door, but can be used only once. In the Chamber of Kali, it will open the
locked door that leads to a shortcut to the island.

4. 1f you use a secret door to skip ahead and have not freed any Slave Childrer on that Wave, you will be
awarded ALL the Map Pieces for that Wave. If you have freed only some of the children, you will not
get ANY of the Map Pieces for that Wave.
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. Remember, only one path crosses the Lava River in the Chamber of Kali. To locate it, find where the greatest
number of Lava Monsters are appearing. The location is randomly selected for each game.

6. When you reach the six inter-connecting rooms (Wave 10), identify the room containing the Secret
Exit by carefully matching the relative locations of large skulls, cave doors, and children to those you
were shown on the map. There are 24 potential locations for the Secret Exit. If you use the re-start
option to return to the Chamber of Kali, the location of the Secret Exit will be changed.

7. If you lose a life after leaving the Chamber of Kali with the Sankara Stones, the Stones will be placed on ~ «
the three large skulls in that room. Do not leave until you have recovered all three Stones!

8. The cave door at the bottom of the Warp Wave (accessed on Wave 1) is difficult to reach, but leads all
the way to the Chamber of Kali.

9. After you break the rope bridge on Wave 12, the Status Screen will appear. Press the Start Button to
continue the game.

10. When you meet Willie and Shorty at the end of the game, Willie will throw kisses to you. Score extra
points by using your remaining weapons to “catch” the hearts.



COMPLIANCE WITH FCC REGULATIONS

This equipment generates and uses radio frequency energy and if not installed
and used properly, that is, in strict accordance with the manufacturer’s
instructions, may cause interference to radio and television reception. It has
been type tested and found to comply with the limits for a Class B computing
device in accordance with the specifications in Subpart J of Part 15 of FCC
Rules, which are designed to provide reasonable protection against such inter-
ference in a residential installation. However, there is no guarantee that inter-
ference will not occur in a particular installation. If this equipment does cause
interference to radio or television reception, which can be determined by turn-
ing the equipment off and on, the user is encouraged to try to correct the
interference by one or more of the following measures:

— Reorient the receiving antenna.

— Relocate the NES with respect to the receiver.

— Move the NES away from the receiver.

— Plug the NES into a different outlet so that computer and receiver are on
different circuits.

If necessary, the user should consult the dealer or an experienced radio/televi-
sion technician for additional suggestions. The user may find the following
booklet prepared by the Federal Communications Commission helpful:

How to Identify and Resolve Radio-TV Interference Problems

This booklet is available from the U.S. Government Printing Office,
Washington, D.C. 20402, Stock No. 004-000-00345-4.

TENGEN 90-DAY LIMITED WARRANTY

TENGEN warrants to the original purchaser of this software product that the
medium on which this computer program is recorded is free from defects in
material and workmanship for a period of ninety (90) days from date of pur-
chase. TENGEN agrees to either repair or replace at its option, free of charge,
any TENGEN software product. Before any returns are accepted you must call
our warranty department (408/473-9400) for a return authorization number.
You may then return the product postage paid, together with the return autho-
rization number, sales slip or similar proof of purchase.

THIS WARRANTY IS NOT APPLICABLE TO NORMAL WEAR AND TEAR. THIS
WARRANTY SHALL NOT BE APPLICABLE IF A DEFECT ARISES OUT OF
ABUSE, UNREASONABLE USE, MISTREATMENT OR NEGLECT OF THE SOFT-
WARE PRODUCT. THIS WARRANTY IS IN LIEU OF ALL OTHER WARRANTIES,
WHETHER ORAL OR WRITTEN, EXPRESS OR IMPLIED. ANY IMPLIED WAR-
RANTIES OF MERCHANTABILITY AND FITNESS FOR A PARTICULAR PUR-
POSE ARE HEREBY EXCLUDED. THIS WARRANTY IS LIMITED TO THE 90
DAY PERIOD DESCRIBED ABOVE AND IN NO EVENT SHALL TENGEN BE
LIABLE FOR CONSEQUENTIAL OR INCIDENTAL DAMAGES RESULTING FROM
THE BREACH OF ANY EXPRESS OR IMPLIED WARRANTIES RELATING TO
THE SOFTWARE PRODUCT.

The provisions of this warranty are valid in the United States only. Some states
do not allow limitations on how long an implied warranty lasts or exclusion of
consequential or incidental damages, so the above limitations and exclusion
may not apply to you. This warranty gives you specific legal rights, and you
may also have other rights which vary from state to state.

Address all correspondence to: ~ TENGEN Inc.
Warranty Department
P.0. Box 360782
Milpitas, CA 95035-0782
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TENGEN

1623 Buckeye Drive
Milpitas, CA 95035
U.S.A.

Printed in U.S.A.




