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You Conrtrol Evenybody
(Spacewalker and Ships) at ONce!

If, for instance, you push the joystick 1o The lefr when you're playing “Beginner”,
everybody will go lefr:

The ships don’t make sharp TURNs. They gradually curve around 10 :
POINT iN A New diRECTION. : . 1}

WHeN you move everybody in A New direction, THe spacewAlker’s
head will immediately go iN The direction you want, and his body will
Gradually Turn 10 carch his head.

Also: when a ship Gets very close 10 The edge of The screeN, it gers
dizzy and qoes iN circles insTead of obeying The joystick.
Pressing The fire button changes the way The ships and The spacewalker

Turn:  clockwise instead of counter-clockwise, or vice-versa. (Ships doing dizzy spins ar The
edge of the screen duriNg A button press ARen'T affected.)

Drop A Seed with the Burton

Once The game has started, follow The spacewalker with your eyes and 1Ry
pressing THe fire button oNce. ONe of Two Things happened. .. ‘ i

A) The spacewalker lefr behind a blinking sQuare: This is The seed. Also,

The circular enerqy field appeared iN The center of THe SCREEN. This happened {
because The spacewalker was far eNough away from The center of The screen when you pushed The
burron.

B) Or you didn't leave A seed- suare aNd The energy field didn't appear.

g
All you lefr was a parch of sparkles. This means you pressed the button while The =
I

spacewAlker was 100 Near THe Center of The screen. }

You DO wanT 10 drOp A SEed, ~ 4 :

bur there is NoO TiME
PREsSURE 10 do sO. You can
play with The spacewalker
and the ships as long as you
like before you seed.
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(e Goal of THe GAME S - -
Use THE ships TO SMEAR The
seed- SQUARESGINTO The EXACT CE TER,
the bullseye, of THE
energy field.

You Can Only Drag Out The Seed-Spuares So Much .. .

If you reach the bullseye, The enerqy field will starT To dance (it Always dances
differently!) as it swallows THe seed-sQuares. If you use up your seed-sQuares without
reaching the bullseye, the sQuares will ReTracT.

Either way The Number of points you earned oN The most Recent seed will be shown
At THe Top of The screen, aNd The RUNNING TOTAL score will be shown at The bottom of The
screeN. THe score will show for A while . . . if you hold the fire button down, you can
“fast-forward” ThrouGH The showing of THe scoOREe.

Note: Afrer a bullseye (or A knockour), everybody will re-burst from The center of The screeN.
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