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FUZZBALL - THE STORY

Another day had come and gone just as slowly as they always had. The
wizard’s apprentice was growing more anxious by the day and his over-
enthusiasm had landed him in deep trouble on more than one occasion. He
was fed up. His master still hadn’t named the day when he would be able
to boast of joining the ranks of high order wizards. There was still a lot of
teaching to go.

Though his heart yearned for the good times ahead and the evolution
of his magical prowess, his young head told him time and time again not
to be so eager and to appreciate that the drawn out training process was
all for his own good. After all his most coveted possession was the
knowledge that one day, eventually, he will have the power. He would
have served his time well and be rewarded with his own magical staff, his
own snug fitting elaborate robes and his own naive apprentice just as
intent on learning the ways of wizardry as he was. Daydreaming of the
future helped him through his arduous schooling.

Home to the young apprentice had always been the ancient mystical
castle he shared with his wise old mentor. As he had grown, he had always
tried to see the sheer size of the castle from ground level right to the very
top, but he could never see past the vast stonework piercing through the
dark and sinister clouds above. The clouds were always there. Swirling
black clouds that hung above the castle like some great rumbling canopy,
forever throwing lightning bolts and lashing torrential rain down upon the
huge stone mass of the castle. This was how the old wizard liked it. The
electrical storms helped feed the magic he was a master of, and his magic
was particularly powerful at times of high storm.

It was on one of those particularly stormy nights that the apprentice
found himself alone in one of the wizard’s chambers. The chamber had a
strange aura about it and the apprentice could feel the electrical energy
generated within the air by the heavy storm blowing outside.

The mischievious apprentice had come to the chamber to have another
look at the big old chest, the contents of which had been a closely guarded
secret by the wizard for years. The youngster had been coming here for
some time to touch and feel the mysterious chest. He wanted to know why
the Wizard would not show or even tell him what was inside. He wanted to
know if all the pictures he had been painting in his mind were as vivid in
real life. The apprentice had convinced himself that the great oak and




LOADING INSTRUCTIONS

IMPORTANT: Always switch off your machine for at least 30 seconds
prior to loading this game. Not observing this rule will make you
vulnerable to virus infection.

A - Switch on the computer
B - Insert game disk in the disk drive
C - The program will then automatically run from the disk

CUSTOMER SUPPORT

If you have problems, consult the user handbook that acc ied your
computer or consult your software dealer for advice. In case of
continual difficulty, and if you have checked all your hardware for
possible faults, may we suggest that you return the game to the place of
purchase.

If you require any hints and tips on how to play the game, contact
System 3 Software on the telephone number given in the manual.

Customer Enquiries/Technical Support
Tel: (081) 864 8212

System Three Software Ltd
18 Peterborough Road
Harrow
Middlesex HA1 2BQ

Copyright © 1991 System 3 Software Limited.

WARNING

Itis a criminal offence to sell, hire, offer or expose for sale, or hire

or otherwise distribute infringing (illegal) copies of this computer

program and persons found doing so will be prosecuted.
PIRACY Any information of piracy should be passed to

The Federation Against Sofiware Theft,
ISTHEFT  071-240-6756.




PLAYING THE GAME

KEYBOARD CONTROLS
F1 - One player mode
F2 - Two player mode
P - Pause/Unpause

JOYSTICK CONTROLS
JUMP (STRAIGHT UP)
JUMP DIAGONAL JUMP DIAGONAL
LEFT (LONG JUMP) RIGHT (LONG JUMP)
MOVE LEFT . MOVE RIGHT
(JUMP/WALK) (JUMP/WALK)

PRESS FIRE BUTTON TO SHOOT

NOTE: You can control Fuzzball in mid flight, e.g. by pulling the joystick
left or right while Fuzzball is in mid air. This gives greater control, a
variety of jumps (i.e. tap joystick up and then pull gently to the right gives
very short jumps) and allows you to pull into platforms directly below
where Fuzzball is sitting.

GENERAL GAMEPLAY TIPS

o The first aspect of the game you should master is the JOYSTICK
CONTROLS.

e COLLECT ALL THE JEWELS AND FRUIT TO COMPLETE A
LEVEL.

o Before starting each level, OBSERVE the scenery and the platform
layout. One wrong move could leave you stranded.

o BLAST the “fiendish fluffies” until they shrink in size and then
KNOCK THEM OFF the platforms to score points.
But beware, if you are not quick enough the fluffies will regrow into
nastier enemies which are more difficult to kill. They change colour
and carry higher points. This allows you to vary your gameplay as you
may wish to let the fluffies regrow into different colours and then kill
them to try and top your own score.

The enemy colour and score progression is as follows:

GREEN - 2000 points
PURPLE - 4000 points
BLACK - 6000 points

RED - Final colour change, so these explode when destroyed and
cannot be knocked off the platforms.

PLEASE NOTE:

Once the enemies have changed to purple and upwards, they have
THEIR OWN INTELLIGENCE and will turn and track you once you land
on their platform.

Be swift with your thinking and gameplay as EACH LEVEL IS ON A
TIME LIMIT. Take too long at your perilll

There are HIDDEN BONUS SCREENS on certain levels of the game.
These can be found by SHOOTING BLOCKS IN THE SCENERY.

It is IMPORTANT TO REMEMBER that it may be much EASIER to find
a hidden screen at certain points than to complete the actual level you are
on, as the secret screen will allow you to progress onto the next level.

Finally, an EXTRA LIFE will be given every 500,000 points, but you can
only carry a maximum of 6 at any one time.




INSTRUCTIONS DE CHARGEMENT DU JEU

IMPORTANT : éteignez toujours votre ordinateur pendant au moins 30
secondes avant de charger ce jeu. Le non-respect de ces précautions
entraine un risque de contamination de votre ordinateur par un virus.

A - Allumez votre ordinateur.
B - Insérez la disquette de jeu dans 'unité de disquettes.

C - Le programme se met automatiquement en route a partir de la
disquette.

SERVICE APRES VENTE

Si vous avez des problémes pour faire fonctionner ce jeu, consultez le
manuel d’utilisation de votre ordinateur ou demandez conseil a votre
distributeur informatique. Si vous continuez a éprouver des difficultés
aprés avoir vérifié que votre matériel ne présente aucune défaillance,
nous vous suggérons de retourner le jeu & votre point de vente.

Pour tout renseignement ou conseil sur le fonctionnement du jeu,
veuillez contacter System 3 Software au numéro de téléphone indiqué
dans le manuel.

Renseignements clients/assistance technique
Tel : (19-44-81) 864 8212

System Three Software Ltd
18 Peterborough Road
Harrow
Middlesex HA1 2BQ

Copyright © 1991 System 3 Software Limited.

AVERTISSEMENT :
La vente, la location, la donation ou |exposition en vue de la vente
ou de la location, ainsi que toute autre forme de distribution, de
copies illégales de ce programme informatique, constitue un délit et
foute personne ayant enfreint cette loi fera I‘objet de poursuites.

LE PIRATAGE oy foute information concernant le piratage, s'adresser & :

CONSTITUE  The Federation Against Software Theft,

UNVOL  19-44-2406756
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FONCTIONNEMENT DU JEU

COMMANDES DE CLAVIER
F1 - Mode pour un joueur
F2 - Mode pour deux joueurs
P - Pause / Redémarrage

COMMANDES DU JOYSTICK
SAUTER (A LA VERTICALE)

SAUTER EN DIAGONALE SAUTER EN DIAGONALE
ET VERS LA GAUCHE ET VERS LA DROITE
(SAUT EN LONGUEUR) (SAUT EN LONGUEUR)
MOUVEMENT VERS MOUVEMENT VERS
LA GAUCHE < > LA DROITE
(SAUTER/MARCHER) (SAUTER/MARCHER)

APPUYER SUR LE BOUTON DE TIR POUR FAIRE FEU

NOTE : vous pouvez diriger Fuzzball lorsqu’il est en plein vol, par
exemple en inclinant le joystick vers la gauche ou vers la droite lorsqu'il
se trouve en lair. Cela vous permet de le diriger plus facilement,
d’effectuer une plus grande variété de sauts (en poussant le joystick vers
'avant et en le basculant ensuite doucement vers la droite, vous obtenez
de tout petits sauts) et d’accéder a des niveaux juste au-dessous de celui
ol se trouve Fuzzball.

PRINCIPES GENERAUX DU JEU

e La premiére chose que vous devez maitriser pour le jeu est la
MANIPULATION DU JOYSTICK.

¢ POUR TERMINER UN NIVEAU, VOUS DEVEZ RAMASSER
L’ENSEMBLE DES BIJOUX ET DES FRUITS.

e Avant d’entamer un nouveau niveau, EXAMINEZ soigneusement son
cadre ainsi que sa disposition. Une fausse manoeuvre peut bloquer
votre progression.




e TIREZ sur les “peluches diaboliques” jusqua ce qu'elles se
rétrécissent et FAITES-LES TOMBER des niveaux pour marquer des
points.

Mais prenez garde : si vous n'agissez pas assez rapidement, les
peluches reviennent sous forme des ennemis plus coriaces qui seront
plus difficiles a éliminer. Dans ce cas, elles changent de couleur et
apportent des points plus élevés. Cela vous permet de varier votre
fagon de jouer, en laissant par exemple les peluches réapparaitre dans
une couleur différente pour les tuer et essayer ainsi d’augmenter
votre propre score.

La couleur et les scores de 'ennemi progressent de la fagon suivante :
VERT - 2000 points
VIOLET - 4000 points
NOIR - 6000 points

ROUGE - 1l s’agit du dernier changement de couleur, de sorte que les
peluches explosent lorsqu’elles sont détruites et ne peuvent
@tre éjectées du niveau.

NOTE :

A partir du violet, vos ennemis posséedent LEUR PROPRE
INTELLIGENCE et se mettront donc a votre poursuite lorsque vous
atterrirez sur leur niveau.

Pensez et jouez rapidement, CAR L’ACTION SE DEROULANT SUR
CHAQUE NIVEAU EST LIMITEE DANS LE TEMPS. Si vous étes trop
lent, c’est a vos risques et périls !!

Il existe a certains niveaux du jeu des ECRANS DE BONUS CACHES.
Vous pouvez y accéder en tirant sur des ELEMENTS DU DECOR.

1l est important de vous rappeler qu'a certains moments, il peut étre
beaucoup plus facile de trouver un écran caché que de terminer le niveau
sur lequel vous vous trouvez, car I'écran caché vous permet d’accéder au
niveau suivant.

Enfin, tous les 500.000 points, UNE VIE SUPPLEMENTAIRE vous est :

accordée ; mais vous ne pouvez en avoir que 6 2 la fois.

LADEANWEISUNGEN

WICHTIG: Vor dem Laden des Spieles den Computer fir mindestens 30
Sekunden ausschalten, da ansonsten das Risiko einer Virusinfektion
besteht.

A - Computer einschalten.
B - Spieldiskette ins Laufwerk einschieben.

C - Das Programm lauft danach automatisch von der Diskette ab.

KUNDENSERVICE

Bei auftretenden Problemen, erst einmal das Benutzerhandbuch zu
Rate ziehen oder sich an den Software-Handler wenden. Wenn das
Problem nicht beseitigt wurde und wenn sichergestellt wurde, daB kein
Hardwarefehler vorliegt, sollten Sie das Spiel an die jeweilige Verkaufs-
stelle zuriickbringen.

Wenn Sie Spielhinweise oder Tips bendtigen, wenden Sie sich bitte
unter der im Handbuch angegebenen Nummer an System 3 Software.

Verbraucherfragen/ Technische Betreuung
Tel : (00-44-81) 864 8212

System Three Software Ltd
18 Peterborough Road
Harrow
Middlesex HA1 2BQ

Copyright © 1991 System 3 Software Limited.

WARNUNG:
Der Verkauf, Verleih oder die anderweifige Reproduktion und
Verbreitung von Kopien dieses Programms ist gesetzlich verboten
und kann geahndet werden.
Hinweise zu Software-Piraterie sind erbeten an:
PIRATERIE IST The Federation Against Software Theft,
DIEBSTAHL el 0044-71-240-6756
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SPIELANWEISUNGEN

TASTENFUNKTIONEN
F1 - 1-Spielerbetrieb
F2 - 2-Spielerbetrieb
P - Spielunterbrechung/-fortsetzung

BEDIENUNG MIT JOYSTICK
SPRINGEN (GERADE HOCH)
DIAGONALER DIAGONALER
LINKSSPRUNG RECHTSSPRUNG
(WEITER SPRUNG) (WEITER SPRUNG)
LINKSBEWEGUNG o RECHTSBEWEGUNG
(SPRINGEN/GEHEN) " (SPRINGEN/GEHEN)

ZUM SCHIESSEN FEUER-TASTE DRUCKEN

HINWEIS: Fuzzball kann mitten im Flug gesteuert werden, zB. indem
man den Joystick nach links oder rechts bewegt, wahrend der Fuzzball in
der Luft ist. Dadurch hat man eine groRere Kontrolle iber den Fuzzball,
mehr Sprungméglichkeiten (z.B. werden kurze Spriinge erzielt, indem man
den Joystick nach oben und dann leicht nach rechts bewegt), und man
kann auf Plattformen, auf denen sich der Fuzzball befindet, zusteuern.

ALLGEMEINE TIPS ZUM SPIEL:
o Als erstes sollte man die BEDIENUNG DES JOYSTICKS beherrschen.

o ALLE JUWELEN UND FRUCHTE SAMMELN, UM DIE SPIELEBENE
ZU BEENDEN.

o Vor dem Beginn einer neuen Spielebene die Landschaft und die
Umgebung der Plattform beobachten. Eine falsche Bewegung konnte
das Ende bedeuten.

1

o Die “teuflischen Flocken” solange stoBen, bis sie schrumpfen, und
dann VON DER PLATTFORM STOSSEN. Dadurch kann man seine
Punktzahl verbessern.

Wenn man nicht schnell genug ist, dann verwandeln sich die Flocken
in schlimmere Feinde, die schwerer zu téten sind. Sie verandern ihre
Farbe und sind dann auch mehr Punkte wert. Auf diese Weise kann

man hohere Punktzahlen erzielen; man 148t die Flocken einfach neu
wachsen, um sie dann erst zu toten.

Farbe des Feindes und erzielbare Punkte:

GRUN - 2000 Punkte
VIOLETT - 4000 Punkte
SCHWARZ - 6000 Punkte
ROT - Endgiltige Farbanderung; diese Flocken explodieren,

wenn sie zerstort werden und konnen nicht von den
Plattformen gestoRen werden.

ANMERKUNG:

Wenn der Feind seine Farbe geindert hat und violett (oder hoher) ist,
hat er seine eigene Intelligenz. Er kann dann wenden und Sie, nachdem
Sie auf seiner Plattform gelandet sind, verfolgen.

Seien Sie schnell im Denken und Handeln, da jede Spieleb ein
Zeitlimit hat. Langsamkeit ist ihr Untergang!!

Auf gewissen Spielebenen gibt es versteckte Bonus-Bildschirme, die
entdeckt werden konnen, wenn man auf die Klotze in der Landschaft
schieft.

Man sollte sich immer vor Augen halten, da es einfacher sein kann,
einen versteckten Bildschirm zu finden, als eine Spielebene zu beenden.
Durch den versteckten Bildschirm konnen Sie zur nachsten Spielebene
vordringen.

Alle 500.000 Punkte erhalten Sie ein Extraleben, allerdings konnen Sie
hachstens 6 Extraleben haben.
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ISTRUZIONI DI CARICAMENTO

IMPORTANTE: Spegnete sempre il vostro computer per almeno 30
secondi prima di caricare questo gioco. La mancata osservanza di questa
regola vi potrebbe esporre alle infezioni da virus.

A - Accendete il computer
B - Inserite il disco del gioco nell’unita del disco

C - Il programma girera automaticamente dal disco.

ASSISTENZA CLIENTI

Se avete qualche problema, consultate il manuale dell'utente fornito
con il computer o contattate il distributore del software per qualsiasi
consiglio. In caso ci siano altri problemi e se avete trovato nel vostro
hardware degli altri difetti, vi consigliamo di rinviare il gioco
all'indirizzo dove & avvenuto 'acquisto.

Se desiderate qualsiasi consiglio o informazione, contattate System 3
Software al numero di telefono indicato nel manuale.

Informazioni per il cliente/Assistenza tecnica
Tel: (004481) 864 8212

System Three Software Ltd
18 Peterborough Road
Harrow
Middlesex HA1 2BQ

Copyright © 1991 System 3 Software Limited

AVVERTIMENTO
Vendere, dffittare, offrire, mettere in vendita o distribuire sotto
qualsiasi alfra forma delle copie illegali di questo programma per
computer cosfituisce illecito penale e coloro che saranno scoperti
saranno processati a termine di legge.
Qualsiasi informazione di plagio deve essere resa nota dlla:
ILPLAGIO E The Federation Against Software Theft
UN FURTO  Tel 0044-71-240-6756.

13

COME FUNZIONA IL GIOCO

CONTROLLI DELLA TASTIERA
F1 - Modalita a un giocatore
F2 - Modalita a due giocatori

P - Interruzione/Ripresa

CONTROLLI DEL JOYSTICK
SALTA (IN PIEDI)
SALTA IN DIAGONALE SALTA IN DIAGONALE
A SINISTRA A DESTRA
(SALTO LUNGO) (SALTO LUNGO)
SPOSTATI A SPOSTATI A
SINISTRA = » DESTRA
(SALTA/CAMMINA) (SALTA/CAMMINA)

PREMERE IL PULSANTE DI FUOCO PER SPARARE

NOTA: Potete controllare Fuzzball in pieno volo, per esempio tirando il
joystick a sinistra o a destra mentre Fuzzball si trova a mezz’aria. Questo
attribuisce maggiore controllo, una molteplicitd di salti (per esempio
muovendo il joystick in avanti e poi tirarlo leggermente a destra causa dei
piccoli saltelli) e vi permette di entrare nella piattaforma direttamente
sotto il punto dove Fuzzball & seduto.

INFORMAZIONI GENERALI SUL GIOCO

» La prima cosa da padroneggiare nel gioco sono i CONTROLLI DEL
JOYSTICK.

» Raccogliete tutti i gioielli e la frutta per completare un livello.

» Prima di avviare ogni livello, OSSERVATE lo scenario e la
disposizione della piattaforma. Una mossa sbagliata vi pud mettere in
difficolta.
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» DISTRUGGETE le “soffici palline malvage” fino a quando la loro
forma non viene ridotta e poi fatele cadere dalle piattaforme per
realizzare i punteggi.

» Fate attenzione, perd, perché se non siete molto veloci, le soffici
palline si trasformeranno in nemici pid pericolosi e pin difficili da
uccidere. Esse cambiano colore e hanno dei punti pid alti. Questo vi
permette di variare il vostro gioco quando volete far apparire queste
palline in vari colori e distruggerle per cercare di raggiungere il vostro
punteggio massimo.

11 colore del nemico e la progressione del punteggio & la seguente:

VERDE - 2000 punti
VIOLA - 4000 punti
NERO - 6000 punti

ROSSO - Cambiamento finale del colore, cosicché queste esplodono
quando vengono distrutte e non possono essere fatte
cadere dalle piattaforme.

NOTA:

Una volta che i nemici sono diventati viola e via di seguito, essi hanno la
PROPRIA INTELLIGENZA e si volteranno e vi inseguiranno dopo che
siete atterrati sulla loro piattaforma.

Pensate e giocate rapidamente, POICHE' OGNI LIVELLO HA UN
LIMITE DI TEMPO. Impiegare molto tempo potrebbe mettervi in pericolo.

In alcuni livelli di gioco ci sono alcuni SCHERMI PREMIO NASCOSTI.
Questi possono essere trovati SPARANDO Al BLOCCHI NELLO
SCENARIO.

E’ importante ricordare che pud essere molto pia facile trovare uno
schermo nascosto in alcuni punti che completare il reale livello sul quale
vi trovate poiché lo schermo segreto vi permettera di passare al prossimo
livello.

Infine, una VITA EXTRA sara assegnata ogni 500.000 punti, ma potete
soltanto avere un massimo di 6 ogni volta.
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System 3 Software Ltd., 18 Peterborough Road, Harrow, Middlesex, HA1 2BQ
United Kingdom.

Tel: 081-864 8212

Copyright © 1991, System Three Software Ltd. All rights reserved.




