LOADING INSTRUCTIONS

First: always switch off your machine for at least 30 seconds before loading. Then . . .

AMIGA owners: Switch on. Ifthe display prompts for a Kickstart disk, insert one into the internal drive. When the display
prompts for a Workbench disk, insert the Ballistix disk into the internal drive.

You need two joysticks for the two player game. For the one player option, insert a joystick into the second joystick port.
Once the game has loaded and cycled through the title screens, the Level Selection screen will appear. Fullinstructions
on how to configure and play the game appear on the following pages.

THE LAWS OF THE GAME

Ballistix is a game of skill between two players. Each rlayer attempts to blast balls at the puck and cannon it
intolhis opponent’s goal. in addition, there is a one-player option where the pitch is tilted towards your own
goal.

If you want to get onto the pitch straightaway, simply select a one or two player game on the Level Selection screen
by pressing 1 or 2. Press the fire button or the left-hand mouse button at any time to begin play.

You can also adjust which game level you start on at this point by moving the joystick left or right. There are 50 levels
inthe one-player game and 80 in the two-player game. Allthe levels are different and the pitches in the one-player game
are not the same as those in the two player game. Note that you cannot enter all levels from the level selection screen;
some can only be played by winning through earlier screens first.

If you take no action at this stage, the program will proceed to cycle through the Option Screens and will enter demo
mode. To exit from demo mode, wait until a game is in progress and then press F10.

Unlike other games, Ballistix allows you to re-program the game-play according to your own particular taste. These
options are presented on the two Option Screens. Once you have selected one or two players, you may — instead of
pressing the fire-button or left-hand mouse button — move on to the Option Screens by pressing the spacebar. Once
you have made your choices from the two option screens, press the fire-button/left-hand mouse button to begin play.
Note that pressing the spacebar at this point will return the program to demo mode, showing the effects on gameplay
of the selections you have made.

Options are selected by moving the joystick forwards and backwards, and the alternative values for each option are
entered by moving the joystick left and right. The options available are as follows:

OPTION SCREEN ONE

FIRE FROM ARROW/AT SIGHT

In FIRE FROM ARROW mode, the balls are blasted at the puck from the position currently occupied by the player’s
arrow-cursor. In FIRE AT SIGHT mode, the balls are blasted from the player’s goal mouth to the position occupied by
the player’s sight-cursor when the fire button was pressed. NOTE: In FIRE AT SIGHT mode during two-player games,
ensure that BALL LIFE SPAN (see below) is set to a high value, otherwise you risk stranding the puck in a central
positiol? where neither player can move it, since the balls will ‘die’ before they can travel the distance from goal-mouth
to puck.

BALL SPEED 1-8
Determines the speed at which balls travel across the pitch.

BALLS 2-18 (even values only)

Determines the number of balls available to players during the game. Balls ‘die’ when they have exceeded their life-
span on the pitch (see below) or when they are collected in pockets at each end of the pitch. Note that in a one-player
game all dead balls are returned to the player immediately. In a two-player game, they are divided between the players
according to their position when'they die.

If, in a two-player game, all balls accrue to one player, the other player may not fire until either (a) his opponent has
fired some balls that transfer to him or (b) his opponent delays firing for a few seconds, after which all balls are then
instantly transferred to the other player as a penalty.



AUTO REPEAT 0-9
Determines the rate at which balls are fired when the fire-button is kept depressed. A value of zero means that the button
must be pressed repeatedly to fire each ball individually — useful for precision play.

OPTION SCREEN TWO

BALL LIFE SPAN 1-9

Determines the iength of a balil’s ‘life’ on the pitch. Balls are removed from the pitch and placed in one of the players’
ball parks either when they die or when they are collected in pockets at the ends of the pitch.

ARROW POWER 1-9
Many pitches feature arrows which accelerate the ball in the indicated direction. The force of acceleration can be
adjusted using this feature.

GOALS TO WIN 1-5
Each game is played across a single pitch until one player wins the number of goals specified here.

GAMES TO WIN 1-9

Each match is played over a set.number of games. In a two-piayer match, the pitch is changed after each game until
one player has the required number of wins. In the one-player match, the pitch is changed after each player win, but
the game terminates if the computer wins ANY game! Exploring the later screens of the one-player game is a challenge
only for the toughest players!

If the ball becomes “Stuck” the RETURN Key will “Rock” the pitch to release the ball back into play.

TIPS FOR BEGINNERS

Ballistixis a game of skill and like any sport requires practise before you can put yourself at the top of the hi-score table.
Start by selecting different play options to get a feel for their effects on gameplay. A good tactic for novice players is
to fire from the arrow, set the ball speed near maximum, the ball life span at around 5, arrow power at 1, auto-repeat
at 9, and the number of balls at maximum. Remember to keep an eye on your score as well as your opponent’s goal.
You can gain score bonuses during the game by various means, including collecting letters to spell the word
RICOCHET. Watch out for them!

WARRANTY LIMITATIONS
The disk(s) included with this product are guaranteed to be in correct working order and free from all manifestations of the ‘VIRUS". It is the purchasers responsibility
to prevent infection of this product with a ‘VIRUS' which will always cause the product to cease working. Psygnosis Ltd. will replace free of charge any disks which
have manufacturing or duplication defects. These disks should be returned directly to Psygnosis for i pl
Psygnosis Ltd. will in no way assume responsibility- or liability for VIRUS damage which can always be avoided by the user switching off his or her computer for at
least 30 seconds before trying to play this product. If disks have been destroyed by a VIRUS then please return the disks directly to Psygnosis and enclose £2.50
to cover replacement costs. When returning damaged product please return the DISKS ONLY to Psygnosis.

The Psygnosis warrantf is in addition to and does not affect your statutory rights.
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