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SYSTEM REQUIREMENTS
Commodore 64 Computer
Joystckis) 1 10 2
1541 Disk Drive

Loading

Hean
TO LOAD, type: LOAD .8
The disk will now Sutoload And run

Function Keys

Koy Function

F1 PLAY/STARTIABORT
Fa PLAYER(S) 1 TO 4
FS5 JOYSTICKS

SPACE BAR = PAUSE (press goin 10 resumo play)
Note: Create a slow motion effec! by holding down the
S0ACE Lar, Alhough this is not part ol the gamo play,
you mighl wani 1o experment with this wiiquo
feature

Players Options

Whan the program has linished ioadng, the OPTION
SCREEN appears, accompanied by the “March
from the Nuscracke: Sunte. Players can how salact
either male or femalé chasacies with dillerant
names. Each player has a colour code, Player 1
blua, Player 2 = green, Player 3 = yellow, and
Player 4 = purpie

Press SELECT 1o choosa the numbaer of players. Press
OPTION 10 choose the rumber of joysticks. To select
the names Of the paniers move the Oy stk lver nght
o ot To select sikilis) 1 through 6, press the tngger
bution on the joystick.

Noga, | the number of oysticks is less than the
number of players. ordy joystick 1 {al the far lef! port)
can choGsa the name(s) and skif(s) for all players. In
this case, move 1he Oystick lever up and 00wn 10
placs an aslengk |« ) in tront of the panies you want io
change. Then selact the namg andior <dll as
mentioned above

Painters

There are B otiacent paintérs
PETER THE PAINTER  PATRICK
PAM PRISCILLA
PAUL PERRY
PATTY PEGGY

Note: Two players cannol have the same name. One
player can play up 10 4 painters with the use of 1
joyshick

QGame Objective

The object is 1o pasn all the rooms ina buiding withou!
losing your paint beushes and before time runs out
Your goal Is 10 paint alt 8 buildings in sach of the &
different gicis, Try 10 got all the prizes and paint the

bulidings as last as possibie 10 gel a high scote. After
you Bnigh each buliiing, a woed o group of words will
appear. Wrie themn down, af the and of a skill {aght
builings) you will have a completed message
Discovering all six hicden messages {ona from each
skifl) & the ultimale challenge

Game Elements

Lifts

The lifts are used 10 gan SCCass 10 the diflérent Hoors
They stop on each Mooy, regardiess of the directon
they arg travolling. Always make sure a &t s
complatoly stoppod at a lloor belore entering Othes
wise, your paintér will e knocked down 10 the base
menl. Whenaved a pamied & knocked down the
Ovetture from Tha Nulcrackar Suite will play. You can
jump down it £hafls to got 10 the tirst liodr or the
basemen in a hurry (siclis 1, 2, & 3). In siolis 4 10 6 you
will K056 o brush @ you jomp o tad down a lift shaft
Throwgh timing and strategy, you can use the lifts 10
escape from the Dumb Buckets, the Flyng Hall-Pints
and oven ihe relentiess pursuit of the Bucke! Chuckor
You can share a il with Brenda the Bral, withoul ary
conaéequence 1o you

Ladden

The 3 ladders are located in the basement. They lesd
10 tho tirst Noor and stop at the botiomof the lift ghalls
When you climb up 8 ladder inlo & liN shat, you musl
mowe quickly 1o The 1ight o« left 10 avosd being ht by a
KL WARh peaclice, you will De able 10 run u a ladder
into & M and ride 0 tha Noor of your choice

Paint Brushes

Each player starts with ten paind brushes. A player will
rocoive 2 oxtra brushes lor each buliding completed
For each mestake a brush Is lost, Whengver this
happers 1he “Russsan Dance™ trom 1he Nulcrackss
Suile will play and 1he painter wil fall gown a it shaft
nlo (he basament, You Iose a brush if you are hit by
Dumd Buckels, ' Flying Ma¥Pints, the Bucket
Chucker, or bumg into a steam pipe ot chimney
Time Clock

Each buliding s limed. The larger the job, the more
time you have, but don't dilly caly! In the lirst bullding
you are alliowed 60 seconds. Thareafter, it will
increass 30 seconds par bullding. In siuils 2 80 € you
have the same amount of ima per buliding as the
provious siill loved minus 6 seconds. Time isdisplayed
88 a numaeric value in the lower right corner. For The
last 15 seconds of game play the licors will starnt 10
flagh. This is 10 alest you that 1ime & runming out. (See
Scocing. End of Lavel)

Paint Rollers

Pant rollers are wotth bonus points, Quickly paint the
roomis) oocupled by them. Il a Dumb Bucket gels &
paint roller first, you lOSe the chance 10 gain axtia
poanis (see SConing)

Flying Hall-Pints

The hrgt group of buckals you will eacounter are (he
Fhyng Half-Pints. These small buckets fly across the
screan from side 10 sida. They will nover anter the
basement. The panler mus! avosd the Hall-Pints by
ducking under them (pull the joyshck lovar Back) or
pamping ovet tham (push the laver forward). The Ha#
Pinls appear on every level, but more of them lly
acr0ss the scréen wilh aach new bulding. Théy will
atways llash briefly befora fiying BC0SS. 1O Wilin you
Ihey are coming

Dumb Buckels

The Dumb Buckets aways move in a smilar pattern

201054 a bullding from lefl to right. They first appear in
building No. 2 ang continue thereatter, They start lrom
the lefl side of the screen. Their movemeants are very
predictable. If a Dumb Bucke! enters the second fioor,
the next oné will anter the first NOoe next the
basamant level. then the 1op Hooe, Bnd 50 ON. They will
run ower 10 1he right nang sx3e of the rcom Ihay arg n
and wait for the next lift 1o arrve. The Dumb Bucket
will ndp one lloor on the it {in whichever direction the
1N ks heading) and get ofL. Then, it will run over 1o the
right hand sice of the next room and wait for tha lift

Dumb Buckels will not éntér Safe Rooms

Safe Rooms

Salo Rooms 100k Bke any other rocm. Your painler ia
safe, because Dumb Buckets will never anler a Safe
Room. Howewver, Flyng Hall-Pinls, The Bucket
Chucker and Brenda the Brat can enter a Safe Room

Thete is always a minimum of 2 Sate Rooms n evary
buliding. Try 10 memorize their locations. They otfer
temporary rele! and n chance o plan your next
stralegic move

Brenda the Brat

Brenda the Bral. the superintendont’s daughter, Is a
prankaler. Sha oves 10 put har handprnls on the
freahdy painted walls. Of course, the player must then
repan! these walls. You lase 40 points everytime she
puts her handprint on a wall Brenda, baging &l siill 1,
bwiang NO. 3 and then every othér buliding
theroafler. You will haar the “Chingsa Danca” from
the Nulctacker Suite whenever she puts ber
handpsing on a wall

You can siop Brenda's mischied temporanty by gning
Brenda a candy cane. Firsl you must touch & candy
cane. Then you will begin 10 tlash. While fashing you
cannol painl. You musl pass the candy cane 1o
Brenda, by touching hes before you can pain! again
To g0 Ihis you must antal a 7odm of i at the same
lime as Brenda, whia you're stll llashing This will
digtract her for 15 seconds and she will not put hand-
prints on the waks gurng that time

Bucket Chucker

The Bucke! Chucker i the lsader of the buckets. He s
vy iInelligeet He will pursue you ralentiessly back
and lorth, up ang down, from room 50 room. The
Buckot Chuckar bogins at sioll 1, budding No. 4 and
then every other builging therealter. The Bucks!
Chucker can never be destroyed, but you may trap
hm temporanty in the paint mixer or n the basement
between the 3 ladders

To got the Bucket Chucicar onio a paint mixer {the
square withn a square), lirst turn on the moong
machne by 1ouchang it The pant mixer will remain on
for 4 seconds ! the Bucke! Chucker touches the paint
i wihda 111800, he will gat stuck ana bogin 10 shake
for a tull 4 seconds. H you touch any paind muer (while
the Bucket Chuckes is still stuck) you will incroase the
maing time Dy an a0dmonal 4 seconds: This can ba
fepaatad over and over

In cedder Yo get the Bucket Chucker stuck in the base
ment, you must firs? lure hm into the basament
beétween the 3 ladders. Now quickly Qo up & [adges
onio the firsl Hoor, avoading the S, and go night or lelt
Now the Bucke! Chucker i stuck. . untid you lase your
negxt brugh

Stoam Pipes

A steam pioe exiends up irom tho muddie of the tioor in
certain rooms. These obatacles begin 1o appdas in
giill 1 building No. 5. The player will irip over them and
o%e a Drush, uniess e uMEs Over the sléam pise
lirsl, (See Strategy!Tos, Jumping)

Rellll Brushes

When painting tuiiging No. 6 (n each skcit) a player's
brush will go dry aftor 8 cooms have baon panted. In
buiiding No. 7 your brush will go dry after 7 roomas. In
badding No. B your bruah goes dry aller & rooms. To
ratsl your paint beush, senply touch cne of the arge
pani brushes displayed in somae af the rooms in [ha
buhding. This will enable you 10 paint agan

[t =0, S 1 S et ST e
Levels & Skills

Bristles has a otal of 46 leveia. The lovels are dwided
nio 6 skifls conlaining sght buildings. See the chart
below for a descrption of tho difterent shills
Romember you can choose any skill, It dedired. but
you must go 10 the oplion screen fifs!

Skill 1 — Paintors uso visbla panl You can bumpintd
Nfts and jump nto a thalt wahou! los:ng a brush

Skill @ — Painless L9e clear varnesh (Invisdie paint)
You can bump indo Nifts and jomp inlo @ shaf! without
losing & brush

Skill 3 — All lights are oul. Painters must pakal all eight
builgings in the dark (seo Sirategy/Tips). You can
bump indo lifts and jump in1o a shaft without losing a
brush

Skill 4 — Painters use wisible painl. You will lose 8
brush il you bump inle 3 Bf of jump dowm a shall
Skill § — Paimprs use cloars varnish (nvis&ie paint)
You will lose a brush # you bump into a il or jump
oawn a shaft

Skill @ — Allkghts ang oul. Paintars must paint all egh
buldings in the dark (see Strategy/Tips). You wiViosa a
beush W you bump inso a lift or pump down a shal

Scoring

Rooms: Each room paintad s worth 5D ponty. [ takes
§ brush strokes, worth 10 points each, Y0 paint @ room
Roller: A ponus of 300 points is awarded if you roach
the Prize Paint Rollers befote a Dumb Bucket
removes i

End of Lavel; The time remalring on the clock at the
tinish of a lewel 5 awarded as bonys ponts
Exampia — I the tsmer reads 001250 when you finish
you receive an addtional 1290 painis

Brenda: Brenda will subtract 40 points from your
SO0 every ima she puts het handpeint on a freshly
painted wad

Brush Counter: In the basemen! near the ladders you
will S&¢ a paint brush with & 2 O nuMmbar naxt 1o it
This numbe« represants the amount of brushos that a
piayar has romamng
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Loo 000000 T:000000
The L is the level yoo're playing. The 6 digits are for
the High Score. The T: is for Time remaining and

bonua points (99 End of Level above),
The next row up is the score for each player:
000000  0DD000 000000 000000

Whicheves score has & paird brush next 10 it wik bo
Bashing. This inGicates which player is up. In the
nbowv pxameia, playor No. 3 s up.
Theee a<e a 1olal of 4 different indicators icentityng
wivch playas & up

1 — Paint brush next 1o the scove

2 — Brush countet (baseman! near laddars)will flash
3 — Score Nashes >

4 — Coloyr of the pidyér up

o PR R T TR AT T
Strategy/Tips

Practice: The first building nas no Dumt Buckets and
na Bucked Chucker, This i a pood placo 1o practice
panling, rdng the ks, ducking under and hopping
Oved tha Hat-Pints, jurnping across the Il shafts, and
gong up and down laddars

Be carolul whan you paind the rooma on the far lett

The Dumib Buckets entor on that side, without
warng. Also, paint the rooms on 1ha far right with
<aution, You might get trapped!

Evenything that happens has an exact pattarn that
repaals and can bé memorized. The game dces not
Spead up as he levels advance,

Lifts: If you are wailing in the basemaent and a busket
o0lers on 1he exireme lell, you cannot enter the it o
1ho bucko! willget you. Try the following: Tocaich thal
WL g0 up the ladder near you, jJump across the i
shall nlo the room on 1he extrams e, Was lor the litt
50 come 10 tat fiooe and when the bucket runs out,
you entar

Press tha joystick in tha deecthon you want 1o go
bafoea the ¥t 5tops Bt the Thoor you wanl. When the it
stops at that Noor, you will go directly to Tha middie of
the rooen. Then rovorse back mmeodiatedy. In his way
you can leave the M, paint a room of grab an cbiect,
Gt back inlo the same it and continue riding ¥, You
have 172 seconds before the lift leaves. If the object
you wigh 10 gt i on tha nght of the lifT, ondy 172 of your
bady neéds to leave the it

Sound Effects: It is very important 1o listen o the
music and sound eflects. in skill vels 2and S you are
panting with cléar varnish, Also, in skill levels 3and 6
you are painting with the Eghts out. This makes it
cifficut to 390 whare you have already painled. Each
lime you pam! a room a sound effec! unGue 30 that
acthvily is heard, Listen careluly 166 his sound elfoct

It & your only guide o (ed you wheré you have panted

Musicasl Themes: There are dflerent musical
themes 1O vanous activiies. For exampie. Brenda
putting he! handprints on the walls is always
accompanied by the “Chinese Dance” from the
Nutcracker Suile

Jumping: The length of your character's jurmp is the
distance from the maddie of one room 1o the midadle of
anather. This is mporiant whien you aré jJumping over
ihe sleam ppes. Position yoursell next 10 a steam
Pipe ang jump over Il (Dress Joystick Irgoer and puah
slick nght ot Joft) — you will end up In tha same
POSINAN, ONe rOOM OVar.




You can jump inio Mis from the basement Pogition
yoursel! under ong of the throe middle it shafts and
wait for the lift to coma 10 the bottom — now jurmp up

Walking: Painters can walk across the first fioor and
not fear faling down the stairg info e basement, bl
they will tall down the it shafts al either end ol a
bullding

Root: The tool can bé used in an emargoncy 10 avoid
buckets of lobatter position yourseit, Donol louchthe
ghimneys. They will “Durn’” you ard cause you o loae
# brush

Dumb Buckels: Dumb Buckets will not enter a room
occuplod by another Dumb Bucket. Thecedore, il s
safe for a player being chased by a Dumd Bucke! 10
entar & 1oom already occupied by another Oumb
Bucks!, Remembar-that Dumd Buckets can only
travel from laft 1o nght. They wil nol reverses
themsetves, oven if you enler b roOm thay peasently
ocoupYy.

Flying Half-Pints: These small thying cans cross (he
scréen i prediciable patiens and 8! a precise lime
The ty BCross the rooms near the cellings and floors
Hop ovar or duck unded them at [he very last second

Brenda: Try 10 got the cangy cang whon Brenca (s
noar you. This will Save you timae Lrying 10 catch ber
Wit ol st starts 10 put het handpeints on e wals
belore you louch a cangdy cane, Then give her ihe
candy cane. Whila ghe is ocoupled, repan! thé wal(s)
she has previously touched. In this way she will nol pul
har handprini{s) where you just repainted. Ina muit-
playst game, Il & room whére A Candy Cand was
located remains only partaly painted, you will get an
oxira candy cone

You can direc! where Brenda will ravel Dy the
giraction you 8ro facing whoen she leaves a fin, For
oxampip: Try painting the bulksng from 10p 10 bottom
starting on the righthand sica. Face your paintef
towards the left as much as possible. This will cause
Brenda 10 stay in the rooms on the extreme left and
she will not leave handprints on the walls

Clesr Vamish: Cioar varnish is Irarspsient, making i
ditticylt 10 590 where you have painted. bn skits 2 and
5. if there are two O mote playes, you must
remomber whire you have puta coat of clear varnish
while the other players take their lums

Lights Out: in skilis 3 ana & 1he bullding must be
pamnied in the dark. Look al tha background cokour
surtounding the obyecis They will change if the coom
I8 painted. Also, Brenda’s handorints will toll you that a
100Mm has Doen painted

Good Luck!
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