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( . . Cautions During Use:
LICENSED BY Seal of Quality 1) It you play for long periods, take a 10- to 15-minute break every hour or so.
2)  This equipment is precision-built. Do not use or store it under conditions of
g extreme temperature, or subject it to rough handling or shock. Also, do not
NINTENDO, GAME BOY THIS OFFICIAL SEAL IS YOUR disassemble the unit.
INT| § ' 1
:22 mf;}ﬁﬁﬁ; soi‘“s :3328@3?&?&%.5%&%&5 3) Don'ttouch the terminals or let them come into contact with water, as this
NINTENDO OF AMERICA INC. PRODUCT. m.wmg LOOé FOR can cause malfunction.
THIS SEAL WHEN BUYING GAMES "twi i i i i
AND ACCESSORIES TO ENSURE 4)  Don'twipe this equipment with volatile solvents such as thinner, benzene or
COMPLETE COMPATIBILITY WITH aleohol.

YOUR GAME BOY SYSTEM. 5) Store the Game Pak in its protective case when not in use. 1




HOW TO OPERATE

MOVE UP
A Button
B Button -
& Control Pad —|
Select Button —
Start Button ~ ' MOVE DOWN

“A” Button  Throw blocks.
“B” Button  Throw blocks.

One Player Game
- Press the START button to begin a ONE PLAYER game.

Two Player Game
- Press the RIGHT ARROW key to select a two player game.
- Press the START button to begin a two player game.

HOW TO OPERATE (continued)

Please Note:
- Two player games are always controlled by the Game Boy you use for

choosing two players.

- Make sure the second Game Boy is connected and turned ON before
choosing a two player game.

Demonstration Mode
- The game will automatically go into demonstration mode after 15
seconds if you don't select a one or two player game.

- Press the START button to exit demonstration mode and select a one
or two player game.

Pause Function
- Press the START button to pause the game.
- Press the START button to resume play.




HOW TO PLAY

A one player game has 50 puzzling levels. Each level is completed when you
leave a certain number of blocks in the pile before the timer reaches zero.

Player Status
Your current score and status are displayed on the right hand panel of the game scraen.
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1 - Number of blocks 1o leave in the pile before timer reaches zero

2 - Time to complete level.
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3 - Current number of blocks remaining in the pile.

4 - Current level.
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5 - Number of SPECIAL blocks remaining.

HOW TO PLAY (continued)

There are four kinds of blocks:

CIRCLE BLOCKS

n “X” BLOCKS

SQUARE BLOCKS

@ TAITO BLOCKS

Take aim at your pile of blocks by moving up and down the ladder.
Press the A" or "B" button to throw your block across the screen.
You can throw blocks across the scraen or bounce them off the ceiling.
You can only hit blocks that are the same as the one you are throwing.
Your block will bounce back if the first block you hit isn't the same as the one you are throwing.




HOW TO PLAY (continued)

The current game ends when:
1) The timer reaches zero and you haven't achieved your goal.
2) You can't make a move.

SPECIAL BLOCKS

Special blocks have an “S" symbol. You automatically use SPECIAL blocks
when you can't hit blocks that are the same as yours.

SPECIAL blocks are awarded when you remove five or more blocks at the same
time. This block will appear in the pile when you reach the next level. A player
starts a new game with three SPECIAL blocks.

Obstacles
Pipes appear at the higher levels and stop any blocks you throw across
the game screen. Blocks can travel through pipes by bouncing them off the
g ceiling and down through the top of the pipe.

SCORING

Earn plenty of points by knocking off as many blocks as you can!

Clear 1 block 100 points
400 *
900
1600 “
3200
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Time Bonus 10 points X seconds remaining

Block Bonus 1,000 points for reaching goal, plus 1000 points for
each additional block you ¢an hit until you have no
more moves.




CONTINUE OPTION
You can continue the current game three (3) times.

To use the continue option:
- Press the START button when the GAME OVER screen appears.

To end the game:

- Press SELECT to choose the END option and press the START button.

FLIPULL FOR TWO PLAYERS

For a two player game, you’'ll need:
- Two Game Boys
- Two Flipull cartridges
-1 Game Boy LINK cable

Two player games follow the same rules as a one player game.
Each player starts with two SPECIAL blocks.

The two player game has no time limit.
Please note:

- A ROW of blocks goes across the pile from LEFT to RIGHT.
« A LINE of blocks goes from the TOP of the pile to the BOTTOM.




SPECIAL RULES

1) It you clear two or more blocks at the same time, your opponent
will receive those blocks, minus one (For example: Player one
clears three “X” blocks; Player two now receives two “X” blocks).

2) It you clear a ROW or LINE of five (5) blocks at the same time, a

SPECIAL block will appear in the pile. Both players can try to getit.

3) Ifeither player clears a line or row of blocks four consecutive
times, a row of blocks will appear at the bottom of the other
player's pile.

To win the game:
1) Reduce the pile of blocks and reach the required goal.
2) Push your opponent’s pile of blocks to the ceiling.
3) Your opponent is stuck with a block he can’t use.

10

HINTS & TIPS

+  Always check to see if you can hit multiple blocks by bouncing
your block off the ceiling.

+ Try and earn SPECIAL blocks as often as you can.

« Take a moment to think about your shot; every level has a
strategy.

* Levels always change with each game.

* Pipes are useful for bouncing blocks from the ceiling.
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NOTES
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TAITO SOFTWARE INC. - LIMITED WARRANTY

Taito Software, Inc, warrants o the original purchaser of this Taito preduct that this cartridge is free
from defects in materials and waorkmanship for a period of ninety (30) days from the date of purchase. This
Taito product is sold "as Is", without expressed or implied warranty of any kind, and Taito is not liable for
any losses or damages of any kind resulting from the use of this product. Taito agrees for a perlod of ninety
(80) days to elther repair or replace, at its option, free of charge, this Taito product. Send product postage
paid, along with dated proot of purchase, 1o the address shown below.

This warranty shall not be applicable and shall be void if the defect in the Taito software product has
arisen through abuse, unreasonable use, mistreatment or neglect. THIS WARRANTY IS IN LIEU OF ALL
OTHER WARRANTIES AND NO OTHER REPRESENTATIONS OR CLAIMS OF ANY NATURE SHALL BE
BINDING ON OR OBLIGATE TAITO. ANY IMPLIED WARRANTIES APPLICABLE TO THIS SOFTWARE
PRODUCT, INCLUDING WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A PARTICULAR
PURPOSE, ARE LIMITED TO THE NINETY (90) DAY PERIOD DESCRIBED ABOVE. IN NO EVENT WILL
TAITO BE LIABLE FOR ANY SPECIAL, INCIDENTAL, OR CONSEQUENTIAL DAMAGES RESULTING
FROM POSSESSION, USE OR MALFUNCTION OF THIS TAITO SOFTWARE PRODUCT.

The provisions of this warranty are valid in the United States only. Some states do not allow
limitations as to how long an implied warranty lasts and/or exclusions or limitations of incidental or conse-
quential damages, so the above limitations and/or exclusions of llability may not apply to you. This
warranty gives you speciic rights, and you may also have other rights which vary from state 1o state.

11715 North Creek Pkwy South, Suite 110 « Bothell, WA 98011
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