


WARNINGS Read Before Using Your Dreamcast Video Game System
CAUTION

Anyane who uses the Dreamcast should read the operating manual for the sottware and console before operating them. A responsible adult
should read these manuals together with any minars who will use the Dreameast before the minor uses it

HEALTH AND EPILEFSY WARNING

Some small number of people are susceptible to epileptic seizures or loss of conscinusness when exposed to certain flashing lights o light
patterns that they encounter in everyday life, such as those in certaln television images or video games. These seizures or loss of consciousnass
may accur even if the person has never had an epileptic seizure,

IFyou or anyane in your family has ever had symptoms related 1o epilepsy when exposed to flashing lights, consult your doctor prior to using
Dreamcast,

In all cases, parents should monitor the use of video games by their children, If any player experiences dizziness, blurred vision, eye or musde
twitches, loss of consciousness, disorientation, any invaluntary movement or convulsion, IMMEDIATELY DISCONTINUE USE AND CONSULT YOUR
DOCTOR BEFORE RESUMING PLAY.

To reduce the possibility of such symptoms, the aperator must follow these safety precautions at all times when using Dreameast.

Sit a minimurm of 6.5 feet away from the television screen, This should be as far as the fength of the contraller cable,

Do nat play if you are tired or have not had much sleep.

Make sure that the room in which you are playing has all the lights on and is well lit,

Stop playing video games for at least ten to twenty minutes per hour. This will rest your eyes, neck, arms and fingers so that you can
tontinue comfortably playing the game in the future,

OPERATING PRECAUTIONS

To prevent personal injury, property damage or malfunction:

+  Before removing dise, be sure it has stopped spinning.

+  The Dreameast GD-ROM dise is intended for use exclusively on the Dreamcast video game system. Da nat use this disc in anything other
thar a Dreameast console, especially not in a CD playar.

* Do not allow fingerprints or dirt on either side of the disc,

+  Avoid bending the disc. Do not touch, smudge or scratch its surface,

* Do nat modify or enlarge the center hole of the disc or use a disc that is cracked, modified or repaired with adhesive tape.

+ Do notwrite on or apply anything to either side of the disc,

+  Store the disc in its original case and do not expose it to high temperature and humidity.

+ Do not leave the disc in direct sunlight or near a radiater or other source of heat.
Use lens cleaner and a soft dry cloth to clean disc, wiping gently from the center to the edge. Never use chemicals such as benzene and

paint thinner to clean disc.

PROJECTION TELEVISION WARNING
Still pictures or images may tause permanent picture tube damage or mark the phosphor of the CRT. Avoid repeated or extended use of video
games on large-screen projection televisions.

DREAMCAST VIDEO GAME USE

This GD-ROM can only be used with the Dreameast video game system, Do not attempt to play this GD-ROM on any athar CD player; doing so
may damage the headphones andior speakers. This game s licensed for home play on the Dreamicast video game system only. Unauthorised
copying, reproduction, rental, public performance of this game is a violation of applicable laws. The characters and events portrayed in this
game are purely fictional, Any similarity ta other persons, living or dead, is purely coincidental,
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{ IN-GAME CONTROLS

~ LTrigger
~ X Button
_ \ ~ Y Button
/@ BButton
I A Button

Start Button
Pause [ Resune

Never touch the Analog Thumb Pad or LR Triggers
“ DUW" left diagonal while turning: the Dreamcast power ON: Doing so
DDWH may disrupt the controller initialisation procedure
and result in malfunction. If the Analog Thumb Pad
or LR Triggers are accidentally moved while
turning the Dreamecast power ON, immediately
turn the power OFF and then ON again, making sure

not to touch the controller,



LARA

Directional Button (D-Button) Use to move Lara around the playing area at running pace,

ANALOG THUMB PAD

Up

Down

Left

Right

A Button

Y Button

X Button

B Button

R Trigger (in conjunction
with Directional Button
(D-Button))

R Trigger
L Trigger (in conjunction
with Analog Thumb Pad)

L & R Triggers pressed
simultaneously

R Trigger (in conjunction
with Directional Button
(D-Button))

Start Button

Walk forward
Step backwards
Sidestep left
Sidestep right
Action

Draw Weapons
Jump

Roll

Sprint when moving forward (Pressing X Button
whilst Sprinting will make you dive and roll forward)
Duck whilst Lara is standing still or watking

Press and hold to look
Tap to change target

Press and hald to use laser sight

Draw flare, throw flare if Lara already has one in her hand.

Crawl
Pauses the game and displays the Pause Menu-




Zoom in

Zoom out

Returns to normal view mode

VEHICLES

Lara will, on-her tl'avels ‘come across a number of vehu:lf:s. h

[E & SIDECAR

Left, Right and Pull back

Dismo_t_l.nt
Brake
Activate Nitro

Directional button (D-Button) Turn Left & Right
A Accelerate

Brake

Shift Up

Shift Down

Exit Vehicle
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MENU SCREEN

‘Use ejther Analog Thumb Pad or D-Buttons to navigate through the Menu Screens, use
B Button to return one level and A Button to select throughout all menus.

Use Right and Left D-Buttons or Analog Thumb Pad to toggle through individual |
 category options. |

STARTING THE GAME

la'FﬁI}aw.lng a short introductory FMV sequence you will be presented with the:

MAIN GAME TITLE -
b )\ SF LN Y

At this screen the following options are available to you:

NEW GAME - Prepare to join Lara on a new adventure

LOAD GAME - Select this option takes you to the Saved Game Screen, here you may
choose to load a previously saved game.

— Selecting takes you to the Options Menu Screen

- Keep checking Lara’s gallery, as you progress through the game new

images will be unlocked!




THE BEGINNING

The daughter of Lord Henshingly Croft, Lara was brought up in the
secure world of aristocracy — wanting for nothing she was surrounded
by servants, social events and high society.

Having attended Wimbledon High School for Girls from the age of

11 years, Lara's parents decided that now she was 16, she should

most prominent boarding schools. An adventurous soul, Lara fOUnd the
idea of being sent away from home an exciting prospect.

By chance one day Lara came across a copy of National Geographic on
the hall table. The front cover featured a familiar name - Professor
Werner Von Croy. A respected archaeologist, Von Croy had once
lectured at Lara's school to pupils and parents alike. The experience
had a profound effect on Lara, triggering a desire for travel to remote
locations in search of adventure. In some ways Von Croy had become
an inspirational figure for Lara.

As Lara read further, she learned that Von Croy was currently prepanng
for an archaeological tour across Asia, culminating in a potential new
discovery to be made in Cambodia. Unable to contain herself, Lara
burst into the room, thrust the article in front of her parents and
without hesitation demanded she accompany Von Croy on his
expedition. Lord Croft could hardly disagree that travel was an
education in jtself.



a_SSESEH nee in :x_c}r_\ar_rge for his .da;__lg_ht_er s_pla_ce on the expedltmn.

reply assured the Henshingly Crofts that the territories were friendly and

ad ample experience to look after both his and Lara's well being. Lara's

assistant would be welcome, as was the offer of such a generous

embered Lara from his lecture — her incessant yet insightful questions
e an impression-upon him. '

as greed by all that Lara would accompany Von Croy for. the duration of




RUNNING / SPRINTING |
Using the Directional Button (D-Button) moves Lara at a running pace, |
[ "ssmg Sprmt R Trlgger w1l| rnake her tempnranly sprint. A smail energy

WALKING / SI.E STEPPING
Pushmg Llp or Down un the Analog Thumb Pad W|I| make Lara carefully

nb 'an, Lara .WI" nut fall off any edge - if
ill au amatncally stop.

will make Lara roll forward, and finish up facing
ion. This also works when Lara js underwater.

3 Lara can jump in-any direction, to evade her enemies. Press Jump X
e | Button and Lara will jump'straight up into the air. If you use the
| :Directional Buttnn [D Button] immediately after pressing JUmp Lara will



1l
= 1]

SWIMMING

UNDERWATER
If Lara finds a deep pool of water, she can jump in, and swim around. Lara can hold her
breath for about one minute; if she is still underwater after that she'll drown.

Use the Directional (D-Button) to move Lara in the water. Pressing Jump X Button
makes Lara swim. Lara can pull levers and pick up objects under water. Just position
Lara as close as you can and press Action A Button.

SWIMMING ON THE SURFACE

You can also use the side step actions to swim left or right when on the surface of the
watet. Pressing Jump X Button will make Lara dive under the surface again, whilst
pushing Up on the Directional Button (D-Button) and Action A Button when Lara is
close to an edge will make her climb out.

WADING IN SHALLOW WATER

Lara won't swim in waist deep water; instead she wades. The controls are basically the
same as when she is on dry land, except it is'slower going and she can only jump on
the spof, not in a direction.




DRAWING AND FIRING WEAPONS
Pressing the Draw Y Button will arm Lara with her currently selected
weapon. Pressing the Action A Button will fire the weapon.

Press Draw Y Button and'Lara will draw her guns. If she sees a potential
\ target she will lock onta it If there are multiple enemies, Lara can
ehange target l)y tapplng L-Trigger, Press Action A Button to shoot at
the selr:cted target to SWITEh to another cnemy just tap L-Trigger






Jump X Button to back-flip off.
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VAULTING

If Lara is faced with an obstacle that she can climb over, pushing up on
the Directional Button (D-Button) and Action A Button will make her
vault onto it.

CLIMBING

Some walls are climbable. If Lara comes across such a surface, pushing up
and Action A Button will make her jump up (if there is room) and catch
handholds on the wall. She will only hang on whilst Action A Button is
held down. She can then be made to climb up, down, left and right by
using the Directional Button (D-Button), Lara can also climb around the
edges of some surfaces. Pressing Jump X Button will make Lara jump
backwards away from the wall.

When Lara arrives at the top of the ladder she maybe faced with a small
opening, pressing Duck R Trigger will make Lara duck and pushing up on
the Directional Button (D-Button) will make Lara Crawl into the gap if
she will fit. ; ;

CLIMBING POLES

Lara will come across certain poles that she can climb. Either walk up to
the pole press and hold Action A Button, or run, jump and grab the pole,
you must keep the Action A Button pressed or Lara will let go.

Whilst on the pole, use the Directional Button (D-Button) to make Lara
climb up and down, Right or Left to make her rotate around the pole and
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h_c rp_pe swmg from su:le t_l__:l SId__e use thr: Sprlnt R Trlgger‘ Press Jump X
& Lara jump forwards off the rope,

ove Lara can Duck by pressing the R Trigger whilst either standing still
nd Crawl by, keeping the R Trigaer pressed whilst using the Analog Thumb

anywhtre {not just ledges). Push Left or R|ght on the D:rectmna}
yand lara w.l|] shimmy sideways and even around corners of certain
shing Up will make Lara climb up to the level above. Let go of Action A
Lara will drop.

is press Jump X Button to Jump up to the frame, the Action A Button m
he-fi'a__n_‘}_e, and whi!st stili hulding the Action A Button, push _L]|J 'on'the




PICKING OBJECTS UP

ij_ara can retrieve objects and store them in her inventary. Position Lara
so that the object you want Lo retrieve is in front of her feet. Press
Action A Button and she will pick it up:

Of_ten, enemiesjwﬂ[ drop objects when they are killed; it's always worth
checking out their bodies just in case,

Some objects in the game may be broken revealing valuable pick-ups,
objects may also be placed on plinths and also hidden inside walls - in
nto reach in‘and grab it.

posmon:ng Lara by a switch
and pressing Action A
Button. Others you may
need to collect two halves of
‘an object combine them in




THE CROWBAR
Lara may need to pry items from walls or prise open doors, to enable her to do this
she'll need a crowbar. Select the Crowbar from the inventory to use it.

USING FLARES

If Lara finds herself in the dark and has ahy flares in her inventory, she can get one out
and light it by highlighting and selecting the Flare icon with the inventory, pressing both

L & R Triggers simultaneously will also drawn a flare. This will light up her surroundings
for a minute or so, and whilst she is cartying it she can still vault or climb - they even
work underwater, If she wishes to discard the flare, it can be dropped by pressing the Draw
Y Button, to throw the Flare a longer distance press the Flare Button combination again.

PUSHING/PULLING OBJECTS

Lara can push certain objects around and use them fo operate pressure sensitive pads.
Stand in front of the object and hold down Action A Button, Lara will get into her
ready stance. Once she is ready, press Down to pull the bloek, and Up to push it, or

if you decide you no longer wish to carry on with this task, simply release the

Action A Button.

LOOKING AROUND
Pressing Look L-Trigger will make the camera go directly behind Lara, whatever the
camera is currently doing. With Look held down; the Analog Thumb Pad allows Larato
look around her. Once you let go of Look, the view returns fo normal. (TIP: if you are
trying to line Lara up for a jump, and the camera is in an ‘awkward' position, pressing
just the Look button on it's own will show you exactly what direction she is facin




Lo Al ing Start Button wﬂl pause the game and also display the Pause
3\ Meml frnm this menu the following options are available to you:

- IN V ENTO RY  Select to call Inventory:

ATISTICS  Select just to see how well you're progressing
- though the level.

t'-.iﬁc_rca_se-c'_r reduce the volume of the musie.
SFX VOLUME - This option allows you to increase
‘or reduce the volume of the in-game sound effects.
CONFIGURE CONTROLS - Here you can choose
your preferred control method from 2 pre -selected
cunﬁguratmns

AUDIO - Stereof/Mano:

will be automatically saved when exiting game.
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IN GAME
INVENTORY

Use either the Analog Thumb Pad or the D-Buttons to n_avigate-_fhg‘gi__gg__i{if -
the inventory and the A Button to select.

Dependent on the object that is highlighted a relevant menu will be
displayed under the item. For example:

Highlighting the Crossbow will present the following options:

Equip
Combine

Choose Ammo

Press Start Button or select Resume Game to return to the game.

Arms Lara with the weapon,

Allows the item to be combined with other
relevant items held in the inventory i.e. Laser
In some instances Lara may collect different f
of Ammo, and this option allows you to choose
between available Ammunition for that weapl:m




Iot and press A Button your Save Game will be automatlcally named
&'l:t:ete is a total of 5 save game files, if the VM is full you may select a

{W usly saved game proceed to the Inventory Ring select the Load Game
ose and select the game you wish to load.
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il e ji‘tness of anv partlcular purpose. lf zlnyr defect arises durmg the 90 day
- limite warranty n 'prﬂduct |tse|f (i. e. nut the software programme

ctn.rc L1 mited 2000:
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Tamb Rafder: The Last Revelation & Lara Croft © & ™ Core Deslgn Limited 1999
& & Published by Eidos Interactive Limited 1999, AH Rights Reserved, |

Copying or transmission of this game is strictly prohibited. Unauthorised rental or public |
_perfarmance of this game is a violation of applicable laws, \
legliche Vervielfaltigung oder Ubertragung dieses Spiels ist streng verboten. Unautorisierter |
Verleih oder offentliche Vorflihrung dieses Spiels stellen einen VerstoB gegen geltendes Recht dar
Copier ou diffuser ce jeu est strictement interdit. Toute lacation ou representation publigue
de ce jeu constitue une violation de la loi. |
La copia o transmision de este juego esta terminantemente prohibida, El alquiler o utilizacion |
publica de este juego es delito y esta penado por la ley.
La duplicazione o |a trasmissione di questo gioco sono severamente proibite. Il noleggio non
autorizzato o dimostrazioni in pubblico di queste gioco costituiscono una violazione alle leggl
vigenti. :
Kopiering eller verforing av detta spel dr strangt forbjudet. Otillaten uthyrning eller offentlig
visning av detta spel innebar lagbrott,
Het kopiéren of anderszins overbrengen van dit spel is ten strengste verboden. Het onrechtmatig
verhuren of openbaar vertonen van dit spel is bij wet verboden.

This product is exempt from classification under UK Law, In accordance with The Video Standards
Council Code of Practice it is considered suitable for viewing by the age range(s) indicated,
Product covered under one or more of U.S. Patents 5,460,374; 5,627,895; 5,688,173, 4,442, 486;

4,454, 594; 4 462,076; and Re. 35,839 and Japanese Patent 2870538 \
(Patents pending in U.5. and other countries) and Canada Patent 1,183,276 and European Patents |
0682341 & 80244 Publication 0671730 & 0553545 Application 98938918.4 & 98919599.5

\SEGA and Dreamcast are either regis ar ks of Sega Enterprises Lid, 810.0149-05 1

T L ————I— D eSS - VeT -7, 8




	Tomb Rider 4 01
	Tomb Rider 4 02
	Tomb Rider 4 03
	Tomb Rider 4 04
	Tomb Rider 4 05
	Tomb Rider 4 06
	Tomb Rider 4 07
	Tomb Rider 4 08
	Tomb Rider 4 09
	Tomb Rider 4 10
	Tomb Rider 4 11
	Tomb Rider 4 12
	Tomb Rider 4 13
	Tomb Rider 4 14
	Tomb Rider 4 15
	Tomb Rider 4 16
	Tomb Rider 4 17
	Tomb Rider 4 18
	Tomb Rider 4 19
	Tomb Rider 4 20
	Tomb Rider 4 21
	Tomb Rider 4 22
	Tomb Rider 4 23
	Tomb Rider 4 24
	Tomb Rider 4 25
	Tomb Rider 4 26

