Emﬁﬁé%%nschaft

" =2 iR
UNIVERSITAT BAYREUTH I =0 = OO

s

12PITFALL 11

153, JUL T 2010

CopyrightT I9B&

Dr. Stefan Werning | Universitét Bayreuth | Digitale Medien | stefan.werning@uni-bayreuth.de

Monday, October 25, 2010


mailto:jochen.koubek@uni-bayreuth.de
mailto:jochen.koubek@uni-bayreuth.de

Vorgeschichte




o
h
o
I3\
Lo
Q
P~
0]
a
s}
2
o
O
>
©
©
o
o
=



The Lost Caverns
C©ACTIVISION, INC. 1984

PITFALL HARRY has now started his adventurous search to locate the

Th e L OS t C a Ver nS , treasures secretly hidden in the ancient caverns!

PITFALL HARRY proceeds forward, going over grassltand and through the

©ACTIVISION, INC. 1984 o P, o forest while overconiing various crises but once stepping into the
. mysterious underground caverns, he finds an intricate maze in which wonderous

happenings and all kinds of dangers await him can he ever successfully
find the treasures?

PITFALL II-THE LOST CAVERNS is a thrill-packed, suspenseful and very
delightful advanture game which requires the interplay of both logic and
emotion, to aid you in successfully solving the riddles of the maze.

PITFALL I-THE LOST CAVERNS and its pre-
decessor, PITFALL, as home computer game soft-
ware, were very popular and successful games world-
wide, including in particular, the U.S.A. and Europe.
For this coin-op version, numerous innovations have
been incorporated, resulting in an arcade piece which

contains many new additional features. W

HOW-TO-PLAY

O Locate the 3 treasures secretly hidden in the underground
caverns by skillfully maneuvering PITFALL HARRY.

O Push the button to make PITFALL HARRY jump.
When no more alloted time remains you lose one PITFALL
HARRY. When picking up the BONUS treasures you earn
points and additional play time.

This game has been manufactured under license from
ACTIVISION, INC., U.S.A. and PITFALL and
ACTIVISION® are trademarks of ACTIVISION, INC.

When capturing a key, a hole opens which allows you to
proceed to the following cavern, with the remaining time
converted and awarded as BONUS points.

Adjustment to CONTINUE PLAY can be made by a DIP ‘ 3
SWITCH change. Manufactured and distributed by SEEA
= o)

Design and specifications subject to change without notice. SG-8501E @ SEGA 19885
Sega Enterprises, Ltd. 2-12, Haneda 1-chome, Ota-ku, Tokyo 144, Japan
Tel.: (03) 742-3171 Tlx: J22357 SEGASTAR Fax: (03) 745-3246

Sega Europe Limited 410-420 Rayners Lano, Pinner, Middx, HA5 5DY, ENGLAND
Tel.: 01-868 2331 Tix.: 893501 SEGAUK G Fax: 01-429-3137
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Spielmechanismen
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Karte von Pitrall | (schematisc T
® tar pit =3 crocodiles 2 fire » 1 hole in ground $ money, 2000 pts
« tar pit, shifting ~ vine 2, snake == 3 holes in ground & silver, 3000 pts
e quicksand o log S« scorpion = tunnel, optimal & gold, 4000 pts
« quicksand, shifting o rolling log i brick wall tunnel, other @ rng, 5000 pts
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Genealogie
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Pitfall Caves, Glacier, Jungle
Aufgliederung der Szenarien aus Pitfall: The Lost Expedition
auf drei formal weitgehend generische Handy-Spiele.
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Jungle King (1982) Jungle Hunt (1982) Pirate Pete (1982)

Variationen des Pitfall-‘Vorgdngers’ Jungle King

Jungle King wurde zundchst aufgrund der Ahnlichkeit zu der Tarzan-Figur
zu einen Forscher (Jungle Hunt) umgewandelt, das Spiel spéter mit angepassten
Grafiken als Pirate Pete wiederverwendet.
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Indiana Jones' Greatest Adventures (1994) The Clitthanger (1990)

Der Forschertopos in Spielen der 1990er Jahre

Monday, October 25, 2010




Spelunker (1985)

Umgebungsratsel und ‘backiracking’, d.h. das erneute
Aufsuchen bereits absolvierter Abschnitte.

Monday, October 25, 2010



: LLLLL
IIIIIIIIIIIIII

Wonderboy Illl: Monster Lair (1988)

Kombination aus Platformspiel und Horizontalscroller
mit automatischem Scrolling und Projektilangriffen.
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Spelunky (2008)

Aspekte von Pitfall in populdren Independent-Spielen
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Intermedialitét
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CBS Saturday Supercade:
Masked Menace Mess (1983)

Pitfalll Board Game (1983)

Ausweitung der Pitfall!-Lizenz in andere Mediengenres
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