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LOADING INSTRUCTIONS:
Hit SHIFT AND RUN/STOP then play.

INTRODUCTION

Across the far side of the galaxy, the deadly Moose
Faced Warlocks of Thrunge are about to enter battle
with the peace loving Fried Egg People of Nostrillia,
legendary throughout infinity for their lack of armpit
sweat . . .

But who cares about that anyway? You are Uncle Pigg,

the porky proprietor of OINK! the worlds funniest
comic, and it is your job to get the next issue out time.

With your own two trotters you've got to assemble
pages featuring the zany zitty adventures of Peter and
his Enormous Pimple, Rubbishman (The Crude
Crusader), and that happy hooligan, Tom Thug.

For some reason, Mary Lighthouse, Campaigner for
public morals and clean toilets has taken against
OINK! and will do her beastly best to stop you!
‘Butcher’ back into it, and save Uncle Pigg’s bacon.
(PS. The Moose faced Warlocks won on penalties!)
Once the game has loaded and before anew game,
the console screen shows the high score/game start
page.

Pressing RETURN or FIRE will start the game and allow
the clock to run.

The sub game scores page will drop into view. This
page shows the scores of the three separate sub

games and also the number of bonus panels. During
play you may return to the console screen at any time
by pressing F1. If you have any bonus panels in store
you may distribute them to the required pages by
using the joystick and FIRE.

By pressing keys 1-9 or joystick up/down, you may
view the nine magazine pages to see how full they
are.

To begin play of sub games 1-3, press FIRE while on
the relevant page.

This will now show the current games score etc.
Pressing FIRE again will start (or restart) the sub game.

Pressing the fire button while showing pages 4-9 will
display information relating to that screen. i.e. While
displaying the jokes page you may view the jokes by
pressing FIRE to cycle through each panel but only
those that are filled.

The panels for the three sub games can only be filled
during play for that particular game. Additional
bonuses panels are held in store to register on the FILL
meter. The game being over when all pages are full.

GAINING PANELS

PETE’S PIMPLE

There are 12 different screens. Clearing the first 10
will fill the 10 panels on page 1 and for each screen
there will be an additional 2 bonus panels with i.e. 20
bonus panels for screens 11 and 12 all 6 bonus panels
will be added to the main store. Additional panels are
scored at random during play.

RUBISHMAN

There are 6 different zones. At the end of zones 1to 5,
2 panels per zone will be filled on page 2, with an
additional 2 panels per zone going into the panel
store.

Completing zone 6 will produce 4 more panels for the
main store. Clearing the rubbish pile within a zone
will add 2 more bonus panels. Additional bonus
panels are scored at random during play.

TOMTHUG

In this sub game you must search through the
network of interlocking screens searching for the
bonus panels. These are indicated on screen by:

B — BonusPanel S — Random Score
P — PagePanel L — ExtraLife
?  — Random life or bonusscore

KEY — Needed to finish score

The game must be completed before the copy date i.e.
Midnight. 6th July.

The main clock keeps running throughout game play
Jconsole screen display etc.

If you lose all your lives on a sub game, the main clock
is advanced by a number of hours.

You always return to a sub game at the screen/zone
that you left it or where you lost your last life. You may
leave a sub game, return to the console screen using
F1 and then restart another sub game if you wish.

When you return to the original sub game it will be at
the start of the screen/zone where you left it.

SUBGAME 1 PETE'S PIMPLE

The object of the game is to clear all of the blocks
from a screen by using a bar to bounce the pimple
around the screen. At the same time you have to avoid
or destroy the oncoming nasties.

SUBGAME2 RUBBISHMAN

The object of the game is to navigate through each
zone. The zones are split into two sections. In the first
section you must control Rubbishman'’s altitude with
the joystick in order to fly over hazards or under
bridges etc.



There are a number of objects that cannot be flown
over and these will cause the loss of a life if touched.
In general, you should fly at ground level as much as
possible. The power meter decreases faster the higher
Rubbishman flies. If the meter reaches zero then a life
is lost. By hitting the bonus blocks a random amount
of power, a random score and occasionally a bonus
page panel is awarded. At the end of a zone comes a
section where Rubbishman'’s altitude becomes fixed
and the joystick allows him to move forward and
backwards as well as up and down (right/left). If the
joystick is held in its most forward position then the
speed of scroll will increase. A number of objects
move towards Rubbishman at varying speeds. The
boxes cannot be destroyed and so must be avoided.
The oil barrels can be destroyed and will increase
rubbishman'’s power. The nasties can be destroyed.

SUBGAME3 TOMTHUG

YYou must manoeuvre Tom'’s Thugmobile around the
screen destroying blocks that cover the exits to other
screens. Bonus panels are obtained by destroying

the bonus blocks. The nasties come in two forms.

On entering a screen there will be a number of
zombies. These move around the screen in arandom
manner and can be destroyed when shot. The homing
drones always advance on Tom'’s Thugmobile.

When shot they become stunned for arandom period
after which they will start up again.
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PROGRAMMERS—If you have written agood programme for ANY home
computer, send it to us now for evaluation. We pay EXCELLENT royalties!!
Your ould be in the shops within 3 weeks!! SEND TO:
ALTERNATIVE SOFTWARE Units 3-6 Baileygate Industrial Estate, Pontefract,
West Yorkshire. We will receipt of your ame day.

OINK-
ISTRUZIONI DI CARICAMENTO:
Premere SHIFT e RUN/STOP, e poi PLAY.

Dall'altraparte dellagalassia, i terribili Il iadiAlcade ge
per fare guerraalle pacifiche Uova al Tegamino, popolo leggendario nell‘infinito
perché non sudanosotto le ascelle . .

© lazonab ltri 4 ri lariserva. Ripulendo
I'immondizia diunazona, porta2 i 9
assegnati a caso durante il gioco.

TOMTHUG

q 3 gate per trovare i
riquadri premio. Questi sono indicati sullo schermo da:

M: is ch ? ioPigg, il iodi OINK!, il pits : .

I S R bl bl fiodifarscre 8 — RiquadoPremio | L — Vitasupplementare

numeroin tempo. % ¢ P — Riquadro Pagina — ViaaCaso oppure assegnazione premio
¥ S — AssegnazioneaCaso | CHIAVE — Necessaria per completare il punteggio

Conituoidu D 17 e ird lepazze I gioco mpl ima della datadichiusura del giornale, cioé

allegro teppista di Tom Thug. Mezzanotte del 6 Luglio.

Peratiaich ylluminata, | onaria dell lepubblicaet L'orologio principal I gi

cessi puliti, ceI'hasu con OINK! e fara un casino bestiale per fermarti! Se perdi I f ioco, I g i o nirer:

Tuentra, fai un macello e salval diZioPigg. (PS. Gli Stregoni Facciad'Alce deore

hannovinto, poi, airigori) llrientroin he hailasciato o dove

Unavolta caricato e prima di un nuovo gioco, lavideatatitolo visualizza la pagina del
punteggio elevatolinizio gioco.

Premendo RETURN oppore FUOCO si awiail gioco esi faandare I'orologio.

Poi appare la pagi to giochi. Qhest f
el il el A Pr doF1, puoi tornare
h I delgioco. Se hair dap
ibaire ulle pagil i iljoystick e FUOCO.
Premendoitasti1 doil joystick su/gid, puoi lenove, pagine del

giornale per verificare a che punto sono.

Per awviare is sotto giochi 1-3, premi FUOCO quandoti trovi sulla paginarilevante.
Questa visualizza, adesso, i punteggi correnti, ecc. Premendo FUOCO di nuovo, si awia
(oriprende) il sotto gioco.

P doilbottone il fuoco dt le pagine 4-9, fa apparire e i

Jative aq . Per esempio, Quand apagil

puoi visionare le barzellette premendo FUOCO per girare tra vari riquardi, masolo
quelli chie cono pieni.

| di i i d I dictel

i

registratisul'indi L(RIEMP). lIgi

piene.

OTTENERE RIQUADRI

ILFORUNCOLO DIPETE :
Quicisono 2videateiverse, Facendole prime 10iremiono 10riquacriapagina
1, per ognivi Koleprime 0 rsmpinc] onulect sl
videate 1112,i4 ipremioveng |

principale. | riquadri

MONNEZZA .
Qiocisono 6 zone diverse. Alla i 125, 2riquadri per 9
riempitisulla pagina 2, con altri 2 riquadri per zona messi in riserva.

hai perso |'ultimavita. Se lo desideri, puoi lasciare un sotto gioco, tornare alla videata
itol o Fl R polinE I

Quand | iginale, questo avvi i avevi
lasciato.

SOTTO GIOCO

OINK

LADEANWEISUNGEN:
SHIFT und RUN/STOP driicken, dann PLAY.
§INFUERUN6

" von Thrunge im

Begriﬁ, den Kampf gegen die i :
wegen ihres Mangels an 0 i b R
Aber wen kimmert dasschon? Sie! Sie sind Uncle pigg, Besitzer des witzigsten Comics
der Welt—OINK!—und Si dienéch gen.
Mitlhren eig beiden i

Pickel, i (derrauhe

Geselle) und Tom Thug, der lustige Limmel.
Ausirgendeinem Grunde hat Frau Mary Lighthouse, Schiitzerin der 6ffentlichen
Moral und sauberer Toiletten, es auf OINK! abgesehen und tut ihr bestes, Sie in Ihrer
Arbeitzu hindern!

Nehmen Sie all Ihre Kraft zusammen, und bewahren Sie Ihre Koteletts vor Schaden!
(Ubrigens: Die ‘Elchgesichter’ haben durch Elfmeter gesiegt!)

Nach dem Lade i fang eir i

u igt der Ti i
0 L . Vond Idschit den durch Driicken von RETURN
oder ‘Feuer’ Spiel und Uhr in Gang gesetzt.

Darauf erscheint die Seite mit den Punkten fir die drei einzelnen Unterspiele und der
Anzahl der Bonusfelder im Vorrat haben konnen Sie sie mit dem Joystick und durch
Driicken von ‘Feuer’ auf die jeweiligen Seiten verteilen.

Durch Driicken der Tasten 1-9 oder Joystick auf/ab bringt man die neun Seiten des
Coml_cs indie Anzeige, um zu sehen, wie weit sie gefilitsind.

SOTTOGIOCO1  ILFORUNCOLO DIPETE
Vobietthvo delgiocaidi elim e

spiele 1-3zu spielen, driickt man 'Feuer’, wahrend man auf der
Seite st, und die aktuellg w. wird igt.

Erneutes Driicken von ‘Feuer’ bewirkt Beginn (oder Wiederbeginn) des Unterspiels.
sh e derehenalo i

bezuglich der jeweiligen Seite. Wahrend z.B. die Witzeseite angezeigt wird, kann man

Holnab U
3 P
spingereil loingiro perloschermo. All 00, d
distruggerei cattiviinarrivo.
SOTTOGIOCO2  MONNEZZA von 'Feuer’
L'obiettivo del gi dinavigareir zona. Q di d
imasizi I dinedi | joystick per farlo

volare sopra gli ostacoli 0 sottoi ponti, ecc.

die Witze sehen, indem man ‘Feuer’ driickt und die Felder durchlauft—aber nur die
gefilllten, Die Felder der Unterspiele ko b rnur di
Is gefd Im Vorratbefindensich lich bl

mussen.

Uncerto di el In istrieren im ‘FILL'—meter auf die j ige Sei
genere, devivol. . Pitl M¢ lto, piu I'indicatore DasSpiel ist beendet, wenn alle Seiten gefilllt sind.
di imi Quando I'indicats DIE ERZIELUNG VON FELDERN

Secolpi d PETES PICKEL

itadip , un
p i quadro pagi io. Alla fine di unazona
I'altitudine i Monnezza rimane fissa e il joystick permette di muoverlo avanti e
indietro, in su e in gil (destralsinistra). Se il joystick viene tenuto nell

pi
avanzata, la magqmre. di oggettivanno
incontgro a Me Il Le scatc d , per
cul e dedaditars it dibenci 4 pHu

Icattivi, anche, possono essere distrutti.

SOTT0 ?IOCD 3 TPMTHUG £

[

blocchi che coprono

le uscite sulle i . Quando li di I | Icattivisi
5 tord OLandiantinell Ha m

2ombi, che si i i Ipendoli. I robot

vanno sempre addosso alla Thugmobile.

Quandolli colpisi, i iperunpée poi d

Esgibt1 irme. Durch die er igung der ersten
10werden die Felder auf Seite 1 gefullt; fiir jeden Bildschirm gibtesauferdem 2

I i . Fur dieBil irme 11und 12kommen

30 Wah fand desshls erebensi i

weitere Felder durch Zufall.

RUBBISHMAN

Es gibt 6 verschiedene Zonen. Am Ende der Zonen 1 bis 5 sind 2 Felder pro Zone auf
Seite 2 gefillt, wahrend 2 Ider pro. inde tkommen.
Wenn man Z

hat, gibt i furden
Wenn man den Abiallhaufen in einer Zone fortschafft, gibt es weitere 2 Bonusfelder.

TOMTHUG
In diesem Unterspiel miissen Sie di
Diese erscheinen

i h
f dem Bildschirm:

B — Bonusfeld

P — Seitenfeld

S, — Zufallige Punkte

L — ZusatzlichesLeben

DAL — ZufalligesLeben oder Bonuspunkte

SCHLUSSEL — wird zum Beenden bendtigt

Das Spiel muB 6.Juli ein.

Die Haup! lauftwa de \ten Spiels, der ige u.sw.
Wenn Sie Ihre samtlichen Lebs L pi , wird di ptuhrum

einige Stunden vorgestellt.
Man geht zu einem Unterspiel immer an dem Bildschirm/der Zone zuriick, wo man es
verlasssen hat oder sein I verloren hat. W ochte, kann man auch
ein Unterspiel verlassen, iber F1 zum Tite!!4=-4 =~ ﬂSu(kkemven undein neues

Unterspiel beginnen.

Wenn man zu dem ersten Unterspiel zuriickgehen machte, geschieht dies am Beginn
desBildschirms/der Zone, wo man es verlassen hat.

DIE UNTERSPIELE

UNTERSPIEL1  PETES PICKEL

Es st Ziel des Spiels, alle Blocke vom Bildschirm zue entfernen, indem man den Pickel
miteinem Stock dber den Bildschirm bewegt. Gleichzeitig muB man die
entgegenkommenden Unwesen meiden oder vernichten.

UNTERSPIEL2  RUBBISHMAN

In diesem Spiel gehtes darum, sich durch jede Zone hindurchzuschlagen. Die Zonen
sindin zwei Teilc geteilt: im ersten Teil missen Sie Rubbishmans Hohe mit dem Joystick
bestimmen, damit er iber Gefahrstellen, unter Briicken hindurch u.sw. fliegen kann.

Esgibtaber auch die nicht dberflogen werden k unddi
Beriih b | 0 glich
d fliegen. Jehoh nanflegt d Hlersinkt die Kraftam
, gel L .
0 , gibt durch Zufall besti ge Kraft oder
punktezahl auchein iteni End k ein

Teil, in dem Rubbishmans Hohe fixiert ist und er sich iiber den Joystick sowohl vor- und
2urlick- als auch auf-und abbewegen (recht</lint<\158t. Wenn der Joystick in seiner

extremen halten wird, rollt der Bif

n mitverschiedenen

gegen. Die K I ich nicht zerstoren, wodurch
unimmt. Die Ut I h auch zerstoren.

UNTERSPIEL3  TOMTHUG

Siemiissen Toms Thugmobil iber den Bildschirm manvrieren und Blécke zerstéren,
die den Ausgang 2u anderen Bildschirmen versperren. Es gibt zwei Arten Unwesen:
die Zombies, die sich ziellos auf dem Bildschirm umhertreiben und durch AbschieBen
ausdem Wege geraumt werden, und die Roboter mit Zielpeilung, die Toms
Thugmobile standig verfolgen.

Wenn man aufsie schieBt undsie trifft, werden sie auf unterschiedlich lange Zeit
die Verfolgung

Dbetaubt ‘wiedervon neuem.
AS251




