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THE

STORY

ome*haso[omdfloemning.ThedeﬁmhawmcmmnwdoW
the cash registers, and the midnight janitor has left. Suddenly the store comes

dlive as dolls, action Figures, and gome pieces jump fo their feet. \Within moments
ciﬂe:cmﬁxmed:hﬂw@again'@‘m,mochud@bmmidmd:o?uctbn«mn&dbyo
mofaioddmtoynboh.htthmDepwmn?&mnﬂcoﬁmmedmhithfca
mmﬁc?dﬂ.wmalofﬁaedcpc:ﬁmnm

[ife arises...

Suddenly there is a commotion i
the Doll Department!

One of the cages in the Stuffed Animal
thmh‘dwnopm—huﬂedtorﬁmy
g‘lnimhopoutoffhecmaﬂm.TbQme
nnies, with their limited intellect, do not realize the danger they
’ cre' Thc
oF'ToyMa'tcmbeavewdcmemusploanorFuzzyﬁumicﬂowaﬁwn MTMt
help they stand little chance of surviving until morning.

‘m\&seﬂ 49 l
SPECMAL L
(= \_‘:J L7 The poaccil nhabitants of the Dol
. ﬁ Department cry out for the Fuzzy Bunnies to
retarn.. bat to no avail. What will they da?

What will become of the Fuzzy Bunnies?




“IWILL HELP YOUY stoms o docp
hash crawls over the crowd of Fuzzy

onlookers. # lange package tumbles from
HaeMonioiheﬂoormdbum.

“Fear not, Wrellowmemhaﬂm'lw'ﬂm

Luckily for Pete, the Metropolis is scattered with additional accessories.
All Power Pete needs to do is to equip himself’ with better " ¢
weapons and power-up accessories, and then he A g
should have no problem rescuing the Fuzzy J <

Bunnies, right? Wrong. There are many toys =

which would love to see Power Pete e
“recalled” since his sales s,
have increased and
caused their sales to
plummet. Power Pete
will have a very difficalt
time finding all of the Fuzzy
Bunnies since almost every toy in the
store is out to get him...



THE

Installation

o Insert the Power Pete CD into your CD-ROM drive.
SWuitfbrthcpowerPefeCDicontooppwonyourmn.

Double-click the CD icon.
O Dobic-olck on el Poyér peter
Click on “Continud] to get past the MacPlay info soreen,
'H‘ld1[lghf which N(:ﬁ gf installation is nd')t for you and \(nur' cyc‘tem

o
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Standa'd for- Maclntosh -

Standﬁrd Install qu Pow g

Macintosh - This requires the - hig requu? hq:t hm:l disk epawf'or the
o?hwd;ludwpocqfovﬁnpmr ucmtowh ) Macrﬂ@u . 3 f J " -
Larger Install for anew? }* T Instal Fpr Macintosh - Tlm A
Mtqﬂl “This requires more i e lﬁ{j drive qaaoa.,byi: sthe.game will

'mhfhmwlﬂ rr 3
Largest Install for Power | %\j
Macintosh - This w'ﬁ \@fe‘hge Q;ﬂr&igame
16 your b Hida She -:_'wﬂmm{’ww
and the CD will ndlills

Install for Macintosh - This
entire game to your hard dick; the
) the fastest, and the CD will not be

-'YCN-IP‘OY

0 Click on “Install” after you have selected the install type you want.
9 Select a place on your drive to put the Power Pete folder.

o Click on “Install” to install Power Pete.

” o
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THE
Game

Okay, kiddo, eyes front and pay attention! You think yer tough enough to head
straight on out there, ¢h? Have you ever faced down a pack of evil clowns or gone
head-to-head with a Big Bad Wolf'...2 | didn’t think so! You ain’t goin’ for a stroll
down the aisle - it's crazy out there! There's toys out there you've never even heard
of - some of ‘em, foncy battery-operated thingamajigs, and that's real bad news to
decent, honest action figures like you ‘n’ me. ['ve been there. | know. So you listen to
Sergeant Joe and you better listen good.

There's five departments in this-here store, each containin’ three areas for a total
of fifteen levels. These are your five basic departments:

o Préhisfdric Plaza (cavemen and dinosaur toys)
o Candy Cane Lane (gingerbread men, mints, and other sugary treats)

Fairy Tale Trail (Fairy tale RS % 1,:
mﬂmaﬁw .. i ! ,: et =

o Magic Funhouse Ckiller clowns,
jack-in-the-boxes, and evil

rabbite)
Bargain Bin (cars, tops,
robote and zaniness)
ey "n'_ o i‘-“a‘g}.
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There are a certain number of Fuzzy Bunnies that you've gotta rescue on each
level. You will see a “Bunnies” counter in the status bar, o your right. Yes, to your
right - pay attention when 'm givin’ instructions! That's better. This
counter shows you how many bunnies still need to be rescued. We've rummaged
through the spare accessories and cobbled together a bunny-locatin’ radar system for
you; just press the ‘R’ key to activate or deactivate the radar. That's it, you've got it
- not so hard, huh? This radar screen will show you the locations of all the bunnies
within a limited distance. To rescue a bunny, just walk over it to pick it up.

| repeat, DON'T forget to check.that radar! Bannies are
notorious for getting themselves comered in the absolute lost
place you'd think tolook... and the most dangerous:

p Wbe” you-rescueithe last Fuzzy Bunny, we'l send someone to
/- collect.the bunnies and airlift you to the next depar'h'nenf So

. don't womy about that defail, kid.
: Y
toys! What did you expect, Hooaqﬁly?euaocmcﬂy manage fo collect 201 jawbreakers

Cnow THAT ['d have fo ;"cé‘fwgef an extension on your warranty —.one more
heart added to-your maximum health level, i you want t@ put it that way. You'll start
out with 4 hearts and can end up with a-maximum of 3%%;’ bk
oot & an oxtrd perk: @ weapon oria power-up. Ah; weaponry,
mmﬁum??beﬁ fr'iend?..c’rop drooling, kid, it ain't prefty. This is the
part you were waiﬁr’fifbrf’l-cm _‘reﬂ. Be patient. pnc! keep YO(,JT' eyes open out
theres you'll have 16 Figure: ‘em out when you find ‘em, but [m pretty cur;e_
you can manage that on your own. You might @les Find food !ymg‘crc.)u
grab these snacks to bring your life points back up a bit. You cc:r'xt pick up
food if you are already at ful health — sorry, the on(y extra \.Ne1g.hi you
can afford to carmy is taken up by those blasted bunnies, stupid {lighty

things, wasn't someone supposed to be watchin’ ‘em...?




of the above,
. I'm rarbling. Where was |? Oh, yeah. To fetch any :
it’r wrZ[k overl' it. Oh, you already figured that one, didja? Smart kid. If a
power-up begins to flash, that means you have only a few more seconds

before it disappears — in other words, MOVE | TH! Power-ups are
aotivated immediately upon pickup. You'll see what | mean.

Weapons are automatically added to your inventory; press the 88 key to toggle
through your weapon choices. The icon n’ ammo count of the current weapon s dis-
played in the status bar, to your right. The best we could find for ya was a suction-
cup gun — I'm afraid that all fhegoodweaponrywusdeshbyedolongwifhﬁelosf
three volunteers who went out there... Oh, don't worry about it: the best is definitely
yet to come. Like | said earlier, I'm sure you'll £ind somethin’ handy out: there.

Don’t get cocky, though — some weapons may be too weak to harm a
certain enemy. If a ballet hits but does no damage, you will hear a
“tink” sound as the bullet bounces harmlessly of f. Do | really haveta spell
out what this means, kid...? Either switch to somethin’ more powerful or
turn around and RUN!

Tough. There's a few other things
you've got to know about which
DONT involve blowin’ away
anything that moves. Each level
has a few locked doors or bar-
riers, and each door is color-
coded for the key color that'l

pop it open.




[ gh E‘r-’
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You will see colored dots in front ‘v’
in back of each door; color-coordi-
nated keys are scattered around the
levels. Pick up a key like any other
power-up. When a key is collected
it appears in a
special section
of the status bar, and when the key is used it disappears from
the status bar. A key can only be used once...nice try. Keys on
various levels are hammers, tickets, bombs (hmm, come fo think
of it, those ones are kinda fun), or keys.

You can take a breather by hitting "P" for pause om/ time you (ike, and you
can. hike out of the game ot any.fime by pressing "ESC." (Thic!l give you a
choice between "quit” and "resume” =~ uee the arrow keys to toggle between
the two choices and hit “ESC" again when you're hq::py with yver choice.)
You will-also be given the option fo saye your pociﬁeh when you're cofcbi‘
your breath between levels: pick one of the numbered buttone af the boﬂc:?:
oFfbeecreentomokeabadc—upcopyoPyergameinthafsbt However,

keep in mind that this option wil on fi
begiming of the pffrebismbmssees ] | T e

So you might Juct want to keep pushin’ for that next level, hero.




THE
Controls

Toggle Music On/Off:

Toggle Effects On/ Off:
Raise/Lower Volume:

Quit:

Pause:
Return to Menu:

Skip Cinematic or Screen:

Movement: f(

Shoot/ Throw Weapon:

Select Next Weapon:

Toggle Radar On/ Off:




THE

Departments
PREHISTORIC PLAZA

Dinosaurs AND cAvemMEN?
WHhAT A mess!

This department has turned into a thick pre-
historic jungle. Beware of the bubbling tarpits

- once you've been dumb enough fo stumble into
one, yer as good as dead. There are clear rivers to swim across

and clay mesas to explore, but you might want to be careful around those caves...

The Bad Toys
Nonao The Neanderthal: When ficked off, these
toys wgsllo throw bones at you. (lt's only fair — after all, yer

chooting at ‘em!) Not to worry, though: they're made out of

cheap plastic, so breaking ‘em doeen’t take much. Just one
shot ch‘iuld ]:o the trick = if you can it ‘em. They're smarter

than they look.

Dino Eggs: Scattered around the Prehistoric Plaza are
dinosaur eggs. Usually these eggs are harmless, but if you go
tramping around ‘em — and | know you will - they'll hatch and
spawn a whole squadron of little red lizards. They won't
attack you but don't get in their way; their sharp teeth can do
as much damage to you as a thump from a caveman!

e




Radical Rex: This hot-selling toy has his own definition
of fun, and it consists of eating action Figures. Like you.
Rex is fast ‘n’ durable, and low-power weaponry will do you
no good with this toy - he’s got an extended warranty.

i i i t: Ravenous
Action-Figure-Eating Plan
foliage which fires seedpods af anyone who .getc
too close. It's also dangerous to touch when it
opens up, so steer clear if you can.

Triceratops Tom: Thece quick blue critters
like to hidehthickbmd‘:mdchageocdafyou
when they are disturbed. Only your best
cmdodomogefo’rbegemmredbea;tc.Lucky.
they're generally too stupid to follow you around...

All vight, wisegay, | saw that! EYES FRONT, rookie! ['ve been out there myself’!
| know what |'m talking about! These things may not look as dangerous as the

Gore Warriors™ you were designed to tackle, but they're no joke — they'll knock you
to pieces! L ook at these elbow:joints! Ruined! Do you want to rescue those bunnies
and come back in one piece...OR NOT...?

Right. That's more like it. Hph: You “90s toys — all flashing lights, no guts or
attention spans, | swear. Anyhow, as | was saying...

Hopping Henry: Thic slobbering,
overweight lizard likes to bounce on bic prey.
Jump over almost anything when he sees
something he wants to squash...
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Wind-Up Turtle: Turtles are mostly harmless. They
protect their terrain, but not very well. The most they'll do is
push you out of the way i you invade their space. So don't.

Other Hazards

Tarpits: Dangerous? What do YOU think, genius?
Deadly every time, no matter how many [ifepoints you
have stored up — scraping hot tar of ¥ of plastic is as
hard as it sounds!

CANDY CANE LANE

Mama always said Thar CANdy
was bad for you! :

Sweets for the not-so-sweet, this land of
gingerbread mazes ‘n’ sugar-frosted lakes ien't a
very friendly place to be right now.;Toye 'n’ eandy just don't mix — the

locals aren’t very happy to have You traipsing around feaving dirty tracks in their nice
clean icing. Watch your footing...and your back.

Toys Gone Rotten

_Gnrramon Bears: Fiery femper,
“eplit into three nasty little bears when'shot.
don’t know when to quit! Pull the trigger
and keep firing, | say.

B 7 12




Lemon Drops: Whirling along in their own little
world Cwho knows what candy thinks about?), these won't
attack you but it sure hurts to stumble over one! Plus,
they squirt dangerous lemon juice when shot...
Giant Jawbreakers: Bounce from
side to side trying to run you over. Pretty near indestruc-
tible — sorry, no heroics this time, kid. All you can do is
keep moving!

Caramel Monsters: Come in two flavore: one
sticks around waiting for you to come to it. The other
is a blob which won’t hesitate to hunt you down...

Do you think this is funny? Do | LOOK like 'm joking? One more
snide comment from you and 'm throwing you out there into the jungle without that
sucker gun yer so fond of.

Spiral Mints: They take a beating to kill, but
fike the lemon drops they should leave you alone
unless you blunder into their way. (Why do | have
the feeling that's exactly what you'l do 1)

Chocolate Bunnies: Eﬁf to their hollow core, these . .
sure ain't Fuzzy Bunniés = mess with ‘em and el mayend

uprfbedmgaregcue"Theyﬂdo ‘ﬂ;eyomtoynpoﬂ
overyou.gokqu&u?@ﬁme mihmgcﬂ'feyom’r
Other Hazards »g Vg
Caramel: This sticky goo slows you down I: e
Icing: Slippery as heck. w-;* f-}:r Ny > A '_';,:, j \

Chocolate Milk River: Watch ou’r?ordrongcum’en’fc' o\ Lo L0
Hot Chocolate: Careful - it's boiling hot. 0

i Oy
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FAIRY TALE TRAIL

SomeTiMES beEdTIME STORIES
CAN GIVE YOU NiGHTMARES...

Fortresses ‘n’ enchanted forests make up this
part of the store, formerly the “children’s books™
section of Toy Mart. Much fike the wga*mooted folk of Candy Cane Lane, the

lltcrwy natives of Fairy Tale Trail aren’t roof chndly to omwnef'cno{ toys” like you
Cmtecyiowc?or’rbemmd‘f sy

[ ..'H‘-I { g

o ¥
Al
Lk

Grimm Adversaﬂes

Big BaH Wolves: They travel in gﬂdsand they
donl'glveupomeﬂny'\'conyow o .:_\mthlﬁlc‘Red
Ridin’ t+tood out of Toprun business. ﬂ're Three Little
Pigs hdeaupmfe‘—'ﬁn soun ”’l‘ﬁem: ‘ b‘(bondo you'll prob-
cb[ybcrmdonfbem : ,"

Toy Soldiers: Brave, steadfast, and not too bright.
Though they don't have anything in particular against you,
they're devoted to defending their castle ‘n’ kingdom — heck,
there’s not much else in the way of career options for a toy
soldier. | know, | know, it doesn’t feel quite right to be shootin’ at our own ancestors,
but these guys have wood between their ears and there’s no reasoning with ‘em.

Little Miss Muffet: As far as ominous lurking
menaces go, this little lady is definitely ot the low end of
the scale. In fact, she’s one of the few toys who's gonna
leave you alone. What's the catch? There's a LOT of
unpleasant somethings hidin’ under that cute tuffet of here...




Witches: The real power in Fairy Tale Trail - fost in the
air and determined to put an end to “new-fangled modem toys”
like yourself, they won't hesitate to swarm over you and tum
you into a toad!

The Giant Brothers: As if ONE giont waen't
bad enough! The beanstalk's been chopped down and
there’s no way back up, so these big guys are hopping
mad. They probably won't notice you way down there
near their knees. Just don’t get too close to those
stomping feet!

Other Hazards

Poison Apples. Seme apples on this level hurt you.
i !:kw_.-’

Mclcﬁ'""‘gquse \

These Guys AIN'T just
clowniN’ ArRouNd!




Evil Clowns: After dealing with these guys, piefights won't
seem as much fun as they always looked. Those things HURT
when they hit you in the face...and these maniacal clowns
appear to have an unlimited supply fo lob at you.

Even Eviller Clowns: Equipped with
squirting flowers which can really throw you fora
loop. 'l warn ya, these guys are more difficult to
knock down than their pie-flinging cousins.

Takin' me more seriously now, eh? Good. This is serious. That manly,chin of
yours may be a good selling point, but it won’t stop a pie fired atrou“g?'?mﬁ
miles per hour!

f

'T%\ -
Jack-In-The-Box: Watch your step - these cre7
scattered about the Floor like mines in' a mine field;”
and*heyreaboutochardtocpo’f I’rwouldbeogbed
idea to hesitate a.moment-to look oyar seemingly..
harmless- loolangr'oorm l‘h}twasohp kid, pay

attention. L uckily for yqu,v Jack-ln ﬁe’*@oms are 100
tightly wound to wait very in.c




Fluffy Bunnies: Escapees from a bargain-priced
magic kit, these canrot-wieldin’ rodents are distant relatives
of the Fuzzy Bunnies - only much bigger and MUCH
meaner...! Believe me; 've still got tooth-marke in my right
shoulder from one of those creeps.

y Jistlogk e scsneryrbet n el e ¢ 0 vory
IIIIIIII joksl ml@,’ e minlg" 'H_’e uwﬂ_a‘;c{wf‘_’i "»:'L'L ;:.lbl_)

' I_F. K LA g g SpE  ISWT

Survive Four levels, get one
wpossaovow: | FREEN

o . El The catch  ( s
M ‘?‘f_ sl o Limit one per Super Hero
Add, E(Jendigi actly make it

c:"ﬂ'reway hos ﬁ'?mifwﬁdﬂhoﬁerwdc. ﬂ)ere'c?o
ou. The las | zy b .

e ey NO

It was nice knowin’ ya, kid.
i =




; Weaponry

T

Scattered throughout the store are various weapons which will help you survive the
game and bring the Fuzzy Bunnies safely home. Just remember, it's gonna take more
than brawn to get you through here dlive...so unless you've got some extra braine
stored in your chin, yer in frouble! tHere's a sampling of what you can either £ind
scattered about the levels or swipe from the baddies:

Rocks: Don't knock ‘em -
they work just £ine for cavemen.

Double-Barreled Gumball Blaster:
For those tight spots when two shots are better than one. Gives you twice the power
‘n" twice the distance of your own trusty sucker pistol. .

Musket: Another weapon far superior to the one you
start out with...of coare, you already guessed that. If it
wasn't “bigger ‘n’ better,” why would the toy manufacturers
bother puttin’ it on the shelves? Or why the heck would |
bother tellin’ you about it?

Triple Bubblegum Blaster: Shoots...you
guessed it, three balls at a time. A little more powerful
than the double blaster, and automatic fo boot.




Summer Fun” Backyard Flamethrower:
Fires REAL red-hots... Whoops! What's THAT still doing on
the shelves? This toy was supposed to have been recalled but it
a few boxes were overlooked in the mess following this year's
Christmas rush. Too dangerous for the kids but perfect for your purposes.

Toothpaste Gun: Clean up your enemies...pun intended. Gf
Short range, fairly powerful, but doesn’t work on everything e . %

Exploding Cakes: Just what they

sound like — the perfect way to blow the other toys into
confetti. You might even be able to take out several at once
with these edible explosives.

Pies: Finally! Your chance to
splatter the clowns on their own terms!

Rubber-Band Shooters: Comes in two varieties, one
better than the other. ['ll let you figure out which one is which -
truth to tell, | can’t exactly remember myself.

There might be other weapons for you fo use, but you'll have to find ‘em yourself’ -
for all | know, there could be anything shoved back into those shelves and forgotten
behind this week's “fad” toy...

Remember, the 38 key (next to the space bar) will toggle between your weapon
choices. And make sure to seek out new ammo when the numbers next to the
weapons’ pictures on the status bar start gettin’ low. You can pick up ammo the same
way you pick up weapons: by blasting the stuf¥ing out of the bad guys.

What more are you waiting for, a written invitation from Nongo? GET MOVYING!
And good luck!

B
}fi;‘-
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Player’s

Tutorial

Open the Power Pete folder on your
computer. Double-click on the Power

Pete icon.
The first screen should look like this:

To make a selection, use the keyboard's
arrow keys to walk Power Pete to the
selection you want. Then press the space
bar or click the mouse button.

Your choices are:

Views (eyeball) - Alows
you to decide what kind of
graphics you want. I the game
plays too slow, try punching
into this icon and choosing
“Interlaced”.

=y
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Difficulty (Gauge) - This game comes in three
flavors: easy, normal, & difficult. On the “easy” level,
there are no keys or gates in Prehistoric Plaza, and the
game only lasts through three areas of the store.

The “normal” level takes you through four departments, and
the “difficult” level runs Power Pete clear through all five parts of Toy Mart,
including the mysterious Bargain Bin.

High Scores (medal) - How for are you
from the top? Look and see.

Credits (dogtag) - All of the juicy
secret codes and hot tips, listed in order by department and
level...no, not really. We're just trying to convince you to watch
a quick run-through of the brave souls who sacrif'iced their
time and sanity to craft this game for you.

Ql.lgl’. (TNT]—Leaveg’rhegomewhenyouvehod
onefoommyptesmﬂ-zeraw

Move Pow Pete j\o the battery mravd

oW . If you want a new game,
uecﬁmem@wkqutoce{eot 58 the Space bar. I you previously saved
a game, select”tHe ‘game number and pre _-""i_ e ~-.-')i#m (Seeing as you're using this
tutorial, youpnbbqblydonthawmyp' %Smmsoved but we like to be thorough.)

B
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Choosing a new game will send you to Qne Player  Two Ployer
level one, Prehistoric Plaza. (To get '
down to the game a bit faster, you can
tap the space bar to hurry up each of
those other screens you'll see along the
way.) If you stay put for a moment, your
first opponent — one of the local cave-
men — should come at you from the bot-
tom of the screen. Rotate Power Pete -
towards him by using the arrow keys iand ‘then, press the space bar: A< you can see by
the status bar to your right, Pete is/already armed with asucker gun — when You
pick up more weapons later, you can select among them by pressing the 38 key next
to your space bar.

But that's later.

Hitting the caveman. will disperse him in a cloud of confetti — those blue things are
jawbreakers, and if’ you- collect enough of them you might eventually be ablé to raise
your [ife total. That's the red fine of hearts on-top of the screen. When that goes
totally black, yeu're toast and you loge a life. (Lives are listéd on the right next to
your Fuzzy Bunny Meter, which lists the number of Fuzzy Bunnies you have yet to

rescue,) :

To go after those jawbreakers and any power-ups the caveman may have left behind
after his untimelyfactory recall. (Use your keyboard cantrele- see page 9- or the
number pad.) That'sit! You've got it! Now, don’t wander info that tarpit down there
and watch out for all those cavemen lying in wait for you.around the corner...hey,
look, ien’t that one sneaking up on you right now...2/? :

You'd better get moving —there’s keys'to £ind, hordes of bad toys to vanquish, and
plenty of bunnies-in-distress to save!

s %
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A few

friendly tips

® If you pick up a power-up you don’t recognize, find a relatively quiet spot to scroll
through your weapon inventory. Anything you don’t recognize in there is probably
what you just picked up.

® Power Pete gets a few moments of !
flickering invulnerability after being
knocked dizzy or after losing a fife. Use SN
this brief respite well - if you're trapped §
by a mob of bad guys, this is the chance
you need to sprint clear of their grasp
and figure out a new strategy.

@ Moany bad toys regenerate - you'll never be able to

e A > f“ completely rid the world of’ cavemen or spiders, for
ﬁ?c @ﬁ@ example, so don’t even bother. Many others, however,
o can be dealt with for once and for all
@ Try running around a corer or behind a fence if you

need fo shake of ¥ anyone who's giving you trouble. They
can't reach you through a barrier but you just might t,:e
able to pick them of ¥ from safety. tey, Power Pete’s the
good guy. Getting lucky breaks like that is in his contract.

i
L E] - o
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T can be wéMhin&wi?h fircball power-ups...
@ |iming g

® Someti ¢ speed power= ';willge’ryououtofabod
situation or dovin tricky corrider. Other times they're
more frocblesthondhSre worth, Bocsially on hichr
levels, Qo ca;;élder ywrchq?e carefully.

Py aaddel.

i B £ b i
r-“ﬁ:‘;r& 0

ekl

[ ] OufoF‘biggunsmdQ:oedwifha
Flock of dragons? If o all possible,
RUN AWAV. At fimes fike this,
diccretion really ie the bettet pirt of
valor! You néed toBadk(:p = 9o wrestle
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CUSTOMER SERVICE

If you have any questions about this, or any other MacPlay product, you can reach our Customer
Service/Technical Support Group at:

MacPlay 17922 Fitch Avenue Irvine, CA 92714 Attn: Customer Service. Customer Service is available

24 hours a day through our Automated Customer Service system, with a Customer Service representative
available during normal business hours at (714) 553-3530.

Please have your system information available, or better yet, try to be at your computer. The more detailed
information you can provide our support personnel, the better service we can provide you.

MacPlay is a division of Interplay Productions. Most MacPlay support services are listed under the par-
ent company Interplay. If you have a modem, you can reach us at the following:

Hintline

Although hints are not available for this game, hints are available for other Inteplay games. You can
reach our hintline at 1-900-370-PLAY (1-900-451-6869 in Canada). For this service, the charge for the
first minute is $1.25; $.75 for each additional minute. For Canada, these charges will be in Canadian
dollars. All hint questions must be directed to this “900" service. No hints will be given on our
Customer Service lines. You must have a touchtone phone to use this service. The hintline is open 24
hours a day. All long distance charges are included in these prices. Callers under the age of 18 must get
parental permission before calling the hintline. The hintline is only available in the U.S. and Canada.
Charges subject to change without notice.

Interplay BBS: We have a 24-hour, 7-day a week multiline BBS available for customer questions, sup-
port and fixes. The number is 714-252-2822. Modem settings are 300-28.8k Baud, V.32bis, V.42bis, 8-N-
1. This is a free service.

America Online: You can E-mail Interplay Customer Support at IPTECH. To reach our Customer
Support board in the Industry Connection, press CTRL-K for “Go To Keyword.” Then type INTERPLAY
in the Keyword window. In addition to reading and leaving messages, you can download fixes and demos
from the “Software Libraries.”

CompuServe: We are located in the Game Publishers B Forum, type GO GAMBPUB at any “!" prompt.
Then select “Section 5 for MacPlay. You can leave technical support questions there. You can also down-
load fixes and demos from Library 5 in GAMBPUB. The best place for game play hints about our games
is in the GAMERS forum. If you are not already a CompuServe member, you can call CompuServe toll-
free at 1-800-524-3388 and ask Representative #434 for a free introductory membership and a $15 usage
credit. Besides technical support for Macplay products, CompuServe offers many other services, includ-
ing communications, reference libraries, hardware and software support, travel, games and much more.

GEnie: We are located in the Games RoundTable by Scorpia, type M805;1 at any “?” prompt. Then select
“Category 13" for Interplay Productions. Fixes and demos are available in the libraries.

PRODIGY® Interactive Personal Service: You may send mail directly to us. Our ID is “PLAY99B."

Internet: You can reach MacPlay with “support@interplay.com”. Many MacPlay demos and patches are
available at Internet FTP sites. To visit our World Wide Web site, point your browser to:
“http://www.interplay.com/”
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NS NEG -] WORLD WIDE WEB SITE

“Welcome to the Interplay Web! As a company dedicated to providing innovative, high-qual-
ity interactive entertainment software, we are always striving to stay as close as possible to
the leading edge of technology. This Web site is the latest example of our ongoing effort to
provide a wealth of information and opportunities to you.

As a company of fanatic gamers, we love the idea of gamers all over the world tapping into
cyberspace to see, touch and feel our latest games. No hype, no marketing campaign; just
great games. To make it work, our goal is to keep this site fresh and new, to make it a place
to where you can tell US what you like about our games... and what you don’t like about
them. So use the feedback options on these pages and sound off.

Enjoy your visit in our Web site, explore all the different areas we have to offer, and come
back soon. Check us out in the weeks and months ahead; we will be introducing new and

exciting areas for you to
experience.

Once again, Welcome!”
Brian Fargo

HOW TO

GET THERE

Interplay's World
wide Web site is
an Internet service
designed to give
you the latest
information about
Interplay and our
products.

The site features
our demos,
upgrades, product
information and
ordering
information.

From your
Internet account,
point your favorite
browser to: http://www.interplay.com/
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LIMITED WARRANTY

MACPLAY LIMITED 90-DAY WARRANTY

MacPlay warrants to the original consumer purchaser of this computer software product that the recording medi-
um on which the software programs are recorded will be free from defects in material and workmanship for 90
days from the date of purchase. If the recording medium is found defective within 90 days of original purchase,
MacPlay agrees to replace, free of charge, any product discovered to be defective within such period upon
receipt at its Factory Service Center of the product, postage paid, with proof of date of purchase. This warranty
is limited to the recording medium containing the software program originally provided by MacPlay and is not
applicable to normal wear and tear. This warranty shall not be applicable and shall be void if the defect has arisen
through abuse, mistreatment, or neglect. Any implied warranties applicable to this product, including warranties
of merchantability and fitness for a particular purpose are disclaimed. MacPlay disclaims all responsibility for
incidental or consequential damages.

Some states do not allow limitations as to how long an implied warranty lasts and/or exclusions or limitations of incidental or

consequential damages so the above limitations and/or exclusions of liability may not apply to you. This warranty gives you spe-
cific rights, and you may also have other rights which vary from state to state.

Lifetime Warranty

If the recording medium should fail after the original 90-day warranty period has expired, you may return the
software program to MacPlay at the address noted below with a check or money order for $5.00 (U.S. curren-
cy), which includes postage and handling, and MacPlay will mail a replacement to you. To receive a replace-
ment, you should enclose the defective medium (including the original product label) in protective packaging
accompanied by: (1) a $5.00 check, (2) a brief statement describing the defect, and (3) your return address.If you
have a problem with your software, you may wish to call us first at (714) 553-3530. If your media is defective
and a replacement is necessary, U.P.S. or registered mail is recommended for returns. Please send the defective
disk(s) only (not the box) with a description of the problem and $5.00 to;

WARRANTY REPLACEMENTS
MacPlay 17922 Fitch Ave., Irvine, CA 92714

System Upgrades

MacPlay has a system upgrade policy. At any time after purchasing any MacPlay product, you may send us your
original disks and a check for $15.00 (U.S. funds) and we will replace your disks with the version for another
computer system that you specify. (This price is subject to change).

Copying Prohibited

This software product and the manual are copyrighted and all rights are reserved by MacPlay and are protected
by the copyright laws that pertain to computer software. These disks are not copy-protected. This does not mean
you may make unlimited copies. You can back up the disk for your own personal use, but it’s illegal to sell, give
or otherwise distribute a copy to another person.

NOTICE: MacPlay reserves the right to make modifications or improvements to the product described in this
manual at any time and without notice.
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