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THE OBJECT OF GEAR WORKS

The object of Gear Works is fo convert 12 of the most
famous monuments of the ancient and modern world
into clocks. Each monument is divided into several levels,
and each level can have up to four Play Areas. You will
place gears within the Play Area that will convert the
monuments into clocks.

A plan of the current monument you are working on will
appear at the beginning of each level. The flashing
rectangles in the monument corresponds to the current
level of the monument you are working on.

Each rectangle represents one Play Area.

SYSTEM REQUIRMENTS

AMIGA 500, 600, 1000, 1200, 2000,2500, 3000, 4000
AMIGA Dos 1.3 or Higher

MEMORY REQUIRED: 512K Minimum

SUPPORTS: Disk Drive, Hard Drive, Joystick, Keyboard

COMMODORE C64, 128, 128-D
SUPPORTS: 1541 or 1571 Disk Drive, Joystick, Keyboard

1BM or IBM Compatibles 286 or Higher

MS/Dos 5.0 or Higher

MEMORY REQUIRED: 640K Minimum

SUPPORTS: Disk Drive, Hard Drive, Joystick, Keyboard
SOUND CARDS: Ad Lib or Sound Blaster

LOADING INSTRUCTIONS

AMIGA

Plug the Joystick into port 2 of your computer.
Insert disk into DFO: and turn on the computer.

Hard Drive Installation

Insert the program disk into any drive and click on the Gear Works lcon.
Double click on the Hard Drive Install lcon and follow the instructions.

To play Gear Works, double click on the Gear Works drawer, then double click
on the Gear icon.

COMMODORE 64/128

Plug the Joystick into port 2 of your computer
Insert disk into the drive and type Load "*",8,1 and press RETURN.
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IBM or IBM Compatibles
From Floppy Disk

Insert Disk 1 into any drive. Type the name of the drive (A: or B:) and press
RETURN.

To start the game: Type GEAR and press RETURN. (see Game Configuration)
Hard Drive Installation (IBM / IBM Compatibles)

Type INSTALL followed by the name of the disk you want to install on

(C:or D: etc.) and press RETURN. Now follow the prompts on the screen

until the installation is complete.

To start the game: Type CD GEAR and press RETURN, then type GEAR and press
RETURN.

Game Configuration (IBM versions)

The program will automatically find the best hardware configuration for your
computer. To manually configure your computer to run Gear Works, add
one space after you have typed GEAR and add any of these appropriate

parameters.

Confrol Accessories Sound Cards
\K = Keyboard \A = Ad Lib or Sound Blaster
\J = Joystick \$ = Internal Speaker
\M = Mouse \N = Nothing

Example: If you want to play Gear Works using the Keyboard and the
Ad Lib sound card, you would type in the following:

GEAR \K\A then press RETURN.
COPY PROTECTION

After the title screen is displayed the copy protection screen will appear.

You will see four gears below a four digit number. In order to play Gear Works
you must duplicate the gear pattern associated with this number from the
manual. To do this you:

1) Locate the appropriate gear pattern from the Gear Table in the manual by
looking up the 4 digit code number. The remaining patterns begin on Page 7
of the manual.
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2) Move the joystick up or down to change the size of each individual gear on
the screen.

3) Move the joystick left or right to select the gear that needs to be
changed.

4) When you've finished changing all of the gears to match the pattern press
the fire button. The program will then confirm the pattern. If you've correctly
duplicated the pattern the game menu will appear.

GAME MENU

The available options on this screen (from left fo right) are:

1) Pen, displays the game credits.

2) Trophy, displays the best scores.

3) Gears, starts the game.

4) Key, allows you to insert a code that will give direct access to the next
uncompleted level. Type in the code and press RETURN, then use the
gears option to start the game.

5) Gramophone, toggles the music on or off.

Move the joystick left or right to highlight an option, then press the fire button
to select it.

CONTROLLING THE GAME

Move the joystick up/down to move vertically.

Move the joystick left/right to move horizontally.

Press the fire button to place the current object.

Press the "P" key to pause/unpause the game.
Pressing the "Esc” key (Run/Stop on Cé4.) will fake you
back to the beginning of that level, forfeiting one life.
Pressing the F10 key will end the game.

ADDITIONAL IBM KEYBOARD EQUIVALENTS.

Use the up/down arrows to move vertically.
Use the left/right arrows to move horizontally.
Press the RETURN key to place the current object.

Page 3



THE SCREEN DISPLAY

Your screen is divided into two sections, The Play Area and the Control Panel.

THE PLAY AREA

The play area consists of:

Pegs fill most of the Play Area. The gears can
only be placed on these pegs. In some Play areas
certain pegs are crucial to completing the area.

Red Gears are the gears that you must link
together in order to finish the level. There can be
up to 20 red gears is any play area.

The Engine is the source of power that turns the
gears and is usually located in the first Play Area
of each level.

White Transparent Cursor controls the placement of any item that is currently in
use (ie: gears, bombs, etc.) and is controlled by the movement of the joystick.
When the game starts this cursor defaults to a gear.

Poffin’s are creatures that hamper your task of linking the gears together.
You can knock them off the screen by placing a gear on the peg they are
currently on or near, or you can shoot at them using the gun-sight.

There are two kinds of Poffins.

Grey Poffin jumps from peg to peg and will try to break off the pegs
unless you stop him.

Brown Poffin jumps from gear to gear and tries to rust the gears that
you have already placed.

THE CONTROL PANEL

The control panel is displayed at the bottom of the game screen.

Engine temperature is indicated by a row of colored lights (Green, Yellow and
Red), located along the top of the control panel. You must complete all of the
play areas of a level before the temperature reaches its maximum.

The temperature increases according to the number of linked gears.
Additionally, rusty gears will increase the rate at which the temperature rises.
WARNING: The temperature will increase rapidly if the gears seize-up

(stop suddenly) due to an improperly placed gear. (See Bomb.)

Next Gear Box is located on the left side of the control panel and:it displays
the color and size of the next available gear.
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Lives located to the right of the Next Gear Box, displays the number of lives
you have left. If you cannot finish the level before the temperature reaches
its maximum, you lose a life and must start from the beginning of that level.

Points located at the right side of the control panel, and displays the total
number of points you have scored. You gain an extra life for.every 50,000
points scored.

Coins located below the Points, this keeps track of the number of bonus coins
you have earned so far in that level. (See Bonus Section).

Points and Coins are awarded when you complete each Play Area in the level
you're playing. If you fail to complete the level you will lose all of your coins.

Object Icons are located in the center of the Control Panel. These represent
the objects that you can use during the game. The numbers below certain
icons indicate the number of items available. To access the icons press the
space bar or move the white transparent cursor to the bottom of the screen
until it disappears (out of play). To select an icon move the joystick left or right;
to activate the icon, press the space bar or move the joystick up.

Once selected a transparent cursor representing the icon will appear.
To use, move the cursor to the desired position and press the fire button.
The icons represent:

Gear (Gear Cursor) represents the size of the gear that you are currently trying
to place. Press the fire button to place the gear. This gear will remain white if it
cannot linked with any other gear. The gear changes to a new color if it can
be linked. The program defaults to this icon each time a new level is started.

Gun-Sight (Cross-Hairs Cursor) allows you to shoot at the Poffins and knock
them off the Play Area. Position the “cross-hairs” on the offending Poffin and
press the fire button.

Bomb (Bomb Cursor) allows you to eliminate gears that have been placed in
the wrong position or to free up seized gears. Place the bomb over the
unwanted gear and press the fire button.

Oil Can (Drop Cursor) allows you to oil those gears rusted by the Brown Poffin.
Position the oil drop on the rusted gear and press the fire button.

THE GEARS

The gears come in three sizes (small, medium, and large) and they come in
four different colors (Blue, Green, etc.). There are also gears that only turn in
one direction, (clockwise or counter clockwise).

Page §



Gear Colors / Point values:

Light Blue: (normal) 50 Points

Green: (borius) 200 Points

Yellow: (bonus) 300 Points

Violet: (bonus) 500 Points

One Way: 7?7 Points
Placing the Gears

When placing the gears you must remember that there is a limited number of ways
that the gears can be linked together. Below are examples of the ways that gears
can be linked together.

To finish a Play Area, all red gears must be turning. After completing the Play Area
points will be awarded for each turning gear. You will lose twice the point value for
every gear that is not turning. If the level has not been completed the next

Play Area is displayed. Once you have completed the level you may advance

to the Bonus Round

BONUS ROUND

During the game, if any two of the
bonus gears are linked together you will
receive a coin which allows you to take
part in the Bonus Round. The Bonus
Round contains a slot-machine. The
bonus coins allow you to play the slot
machine to gain useful objects (bomios
and etc.) or extra points to use during
regular game play. Press the FIRE button
to spin the wheels. Once spinning press
the FIRE button three times to try to
“lock-in" a winning combination. The
winning combinations and awards are
shown to the right of the slot-machine.
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GEAR PATTERN TABLE

Please note: The gear pattern for code 0185 is located on page 2.
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GEAR PATTERN TABLE
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GEAR PATTERN TABLE
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GEAR PATTERN TABLE

CREDITS
PROGRAM
Amiga Stefano Lecchi
PC RoS Sistemi, Diego Sanpadali,
Eugenio & Antonio Lauda
C64 Simone Balestra
GRAPHICS
Amiga/PC Luca Stradiotto
Cé4 Vincenzo & Luca Saraceno
MuUsIC Paolo Galimberti
PROJECT MANAGER Antonio Farina
COVER AND MANUAL DESIGN
David Boyles

Philip and Joanne Moody
Tim Claycomb
Bob Cincola

CLIK CLAK ® - © 1992 IDEA is a registered frademark of S.C. si - VARESE (ltaly)
Gear Works © 1993 Sony Imagesoft

Gear Works Manual are copyright © 1993 HOLLYWARE Entertainment

Amigcm. Commodore™ , are trademarks of Commodore-Amiga

IBM™, is a trademark of International Business Machines Inc.
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COPYRIGHT AND WARRANTY INFORMATION

Limited Waranty:

This software product and the attached instructional materials are sold "AS IS,” The entire
risk as to the quallity and performance of the computer softwareprogram is assumed by the
user.

However, to the original purchaser of a disk prepared by HOLLYWARE Entertainment and
carring the HOLLYWARE Entertainment label on the disk jacket, HOLLYWARE Entertainment
warmants the medium on which the program is recorded to be free of defects in materials and
faulty workmanship under normal use and service for a period of ninety (90) days from the date
of purchase. If durning this period a defect on the medium should occur, the medium, along
with proof of purchase, may be returned to HOLLYWARE Entertainment or an authorized
HOLLYWARE Entertainment dealer, and HOLLYWARE Entertainment will replace the medium
without charge to you. Your sole and exclusive remedy in the event of a defect is expressly
limited to the replacement of the medium as provided above. This warranty gives you specific
legal rights and you may also have other rights which vary from state to state. For warranty
replacement send the disk(s), a note explaining the problem, PLUS a copy of your receipt
showing date of purchase. Requests for warranty replacement without proof of purchase will
be returned.

THE ABOVE WARRANTIES FOR GOODS ARE IN LIEU OF ALL WARRANTIES, EXPRESS, IMPLIED,
OR STATUTORY, INCLUDING BUT NOT LIMITED TO, ANY IMPLIED WARRANTIES OF MERCHANTABILITY
AND FITNESS FOR A PARTICULAR PURPOSE AND OF ANY OTHER WARRANTY OBLIGATION ON THE
PART OF HOLLYWARE Entertainment. SOME STATES DO NOT ALLOW LIMITATIONS ON HOW LONG
AN IMPLIED WARRANTY LASTS, SO THE ABOVE LIMITATION MAY NOT APPLY TO YOU. IN NO EVENT
SHALL HOLLYWARE Entertainment OR ANY ONE ELSE WHO HAS BEEN INVOLVED IN THE CREATION
AND PRODUCTION OF THIS COMPUTER SOFTWARE PROGRAM AND ATTACHED INSTRUCTIONAL
MATERIALS BE LIABLE FOR INDIRECT, SPECIAL, OR CONSEQUENTAL DAMAGES, SUCH AS, BUT NOT
LIMITED TO, LOSS OF ANTICIPATED PROFITS OR BENIFITS RESULTING FROM THE USE OF THIS
PROGRAM OR ATTACHED INSTRUCTIONAL MATERIALS, OR ARISING OUT OF ANY BREACH OF THIS
WARRANTY. SOME STATES DO NOT ALLOW THE EXCLUSION OR LIMITATION OF INCIDENTAL OR
CONSEQUENTAL DAMAGES, SO THE ABOVE LIMITATIONS MAY NOT APPLY TO YOU.

After the wamranty period defective HOLLYWARE Entertainment disk may be returned to
HOLLYWARE Entertainment with a check or money order for $5.00 U.S. currency for
replacement.

Copyright:

The enclosed software product is copyrighted and all rights are reserved by HOLLYWARE
Entertainment. It is published exclusively by HOLLYWARE Entertainment. The distribution and sale
of this product are intended for the use of the original purchaser only and for use only on the
computer system specified. Lawful users of this program are hereby licensed only to read the
program from its medium into memory of a computer soley for the purpose of executing the
program. Copying (execpt for one backup copy on those systems which provide for it) --
duplicating, selling, or otherwise distributing this product is a violation of the law.

This manual and all other documentation contained herein are copyrighted and all rights
are reserved by HOLLYWARE Entertainment. These documents may not, in whole or in part, be
copied, photocopied, reproduced, translated,or reduced to any electronic medium or
machine-readable form without prior consent,in writing from HOLLYWARE Entertainment.

Willful violations of the Copyright Law of the United States can result in civil damages of up
to $50,000 in addition to actual damages, plus criminal penalties of up to one year
imprisonment and or $10,000 fine.

HOLLYWARE Entertainment
P.O. Box 9148

Marina Del Rey, CA. 90295
(310) 822-9200
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