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YOU SHOULD CAREFULLY READ THE FOLLOWING END USER LICENSE AGREEMENT
BEFORE INSTALLING THIS SOFTWARE PROGRAM.
This software program, any printed matericls, any ondine or electronic documentation, and any and all copies and derivative works
of such software program and materials (ihe “Progrom’) are the copyrighted work of Knowledge Adventure, Inc. All use of the
Program is governed by the terms of the End User License Agreement which is provided below License"). The Program is solely for
use by end users according fo the terms of the License Agreement. Any use, reproduction or redistribution of the Program not in
accordance with the ferms of the License Agreement is expressly prohibited.
END USER LICENSE AGREEMENT

1 limited Use License. Knowledge Adventure, Inc. ['KA’) hereby grants, and by installing the Program you thereby
accept, a limited, non-exclusive license and right to install and use one (1) copy of the Program for your use on either a
home or portable computer.

2. Ownership. Al title, ownership rights and intellectual property rights in and fo the Program and any and all copies
thereof (including but not limited to any fifles, computer code, themes, obijects, characters, character names, stories, text,
dialog, catch phrases, locations, concepts, artwork, animations, sounds, musical compositions, audiovisual effects,
methods of operation, moral rights, any related documentation, and “applets” incorporated info the Program| are owned
by KA or its licensors. The Program is profected by the copyright laws of the United States, infernational copyright freaties
and conventions and ofher laws. All rights are reserved. The Program may contain certain licensed materials and KA's
licensors may act fo protect their rights in the event of any violation of this Agreement.

3. Responsibilities of End User.

A. Subject fo the Grant of License hereinabove, you may not, in whole or in part, copy, photocopy, reproduce, translate,
reverse engineer, derive source code, modify, disassemble, decompile, create derivative works based on the Program, or
remove any proprietary nofices or labels on the Program without the prior consent, in wrifing, of KA.

B. The Program is licensed to you as a single product. Its component parts may nof be separated for use on more than
one computer.

C. You are entilled fo use the Program for your own use, but you are not entitled to: (i) sell, grant a security interest in or
ransfer reproductions of the Program to other parties in any way, nor o rent, lease or license the Program to others without
the prior written consent of KA. (ii] exploit the Program or any of its parts for any commercial purpose including, but not
limited to, use at a cyber café, computer gaming center or any other location-based site. KA may offer a separate Site
License Agreement to permit you to make the Program available for commercial use; contact KA for details; and (i) host or
provide matchmaking services for the Program or emulate or redirect the communication profocols used by KA in the
network feature of the Program, through protocol emulation, tunneling, modifying or adding components to the Program,
use of a utility program or any ofher techniques now known or hereafter developed, for any purpose including, but not
limited fo network play over the Internet, network play utilizing commercial or non-commercial gaming networks or as part
of content aggregation networks without the prior writlen consent of KA.

4. Program Transfer. You may permanently transfer all of your rights under this License, provided the recipient agrees fo
the terms of this License and you agree to remove the Program from your home or portable computer.

5 Termination. This License is effective until terminated. You may terminate the License at any time by destroying the
Program. KA may, at its discretion, terminate his License in the event that you fail to comply with the terms and conditions
contained herein. In such event, you must immediately destroy the Program. PMG630397-000
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6. Export Controls. The Program may not be re-exported, downloaded or otherwise exported into [or fo a national or
resident of) any country fo which the U.S. has embargoed goods, or to anyone on the U.S. Treasury Department's list of
Specidlly Designated Nationals or the U.S. Commerce Department's Table of Denial Orders. By installing the Program,
you are agreeing to the foregoing and you are representing and warranting that you are not located in, under the control
of, or a national or resident of any such country or on any such list.

7 Limited Warranty. KA expressly disclaims any warranty for the Program, and Manualls). The Program and Manualfs)
are provided “as is” without warranty of any kind, either express or implied, including, without limitation, the implied
warranties of merchantability, fitness for a particular purpose, or non-infringement. The entire risk arising out of use or
performance of the Program and Manual(s) remains with the User, however KA warrants up to and including 90 days
from the date of your purchase of the Program that the media containing the Program shall be free from defects in material
and workmanship. In the event that the media prove to be defective during that ime period, and upon presentation fo KA
of proof of purchase of the defective Program, KA will at its option 1] correct any defect, 2) provide you with a product of
equal or lesser value, or 3] refund your money.

8. Limitation of Liability. NEITHER KNOWILEDGE ADVENTURE, TS PARENT, SUBSIDIARIES, AFFILATES OR LICENSORS
SHALL BE LIABLE IN ANY WAY FOR LOSS OR DAMAGE OF ANY KIND RESULTING FROM THE USE OF THE
PROGRAM OR EDITOR INCLUDING, BUT NOT LIMITED TO, LOSS OF GOODWILL, WORK STOPPAGE, COMPUTER
FAILURE OR MALFUNICTION, OR ANY AND ALL OTHER COMMERCIAL DAMAGES OR LOSSES.

9. Equitable Remedies. You hereby agree that KA would be irreparably damaged if the terms of this License were not
specifically enforced, and therefore you agree that KA shall be entifled, without bond, other security, or proof of damages,
fo appropriate equitable remedies with respect fo breaches of this License, in addition fo such other remedies as KA may
otherwise have available to it under applicable laws.

10. Miscellaneous. This License shall be deemed to have been made and executed in the State of California and any
dispute arising hereunder shall be resolved in accordance with the law of the State of California. This license may be
amended, aliered or modified only by an instrument in writing specifying such amendment, alteration or modification
executed by both parties. In the event that any provision of this License shall be held by a court or other tribunal of
competent jurisdiction to be unenforceable, such provision will be enforced to the maximum extent permissible and the
remaining portions of this License shall remain in full force and effect. This License constitutes and contains the entire
agreement between the parties with respect fo the subject matter hereof and supersedes any prior oral or written
agreements. This License is the complete and exclusive siatement of the agreement between KA and myself and this
License supersedes any prior or contemporaneous agreement, either oral or written, and any other communications
between KA and myself.

Documentation ©1998 Knowledge Adventure, Inc. Computer software ©1997 Funnybone Interactive. All rights reserved.
ANIMANIACS, characters, names and all related indicia are trademarks of Warner Bros. ©1998. “Animaniacs” Theme
Song (Richard Stone/Tom Ruegger) © 1996 Warner-Tamerlane Publishing Corp. and WB Music Corp. Used by per-
mission of Warner/Chappell Music, Inc. Play Zone! is a frademark and the Knowledge Adventure logo and Knowledge
Adventure are registered trademarks of Knowledge Adventure, Inc. Funnybone Inferactive is a trademark of Davidson &
Associates, Inc. Windows is a registered tfrademark of Microsoft Corporation. Power Macintosh and QuickTime are
registered trademarks of Apple Computer, Inc.
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Getting Started

Before you start your Animaniacs experience, you need to install the program
files onto your computer’s hard disk. This CD will run on both Windows® 95,
and Macintosh® systems. Follow the instructions below for the system you're
using.

Minimum System Requirements

Windows® 95 Macintosh®
486/66 MHz processor Power Mac™
16 MB of RAM 256-color system and minimum 13" monitor

7 MB free hard disk space
16 MB RAM

7 MB free hard disk space
Color monitor

256 colors and 640x480 resolution System 7.1 or higher

Double-speed CD-ROM drive Double-speed CD-ROM drive

Sound Blaster™ or compatible sound card QuickTime® 2.5 or better (included)
Microsoft Windows® 95

QuickTime® 2.1 (included)

Windows® 95 Installation & Launching

The installation procedure will create an icon for the Animaniacs Game Pack
and place it in the Start Programs Menu for Windows 95. You will have to go
through this process only once, unless you change your setup in the future.

Follow these simple steps:
1. Insert the Animaniacs Game Pack CD into your CD-ROM drive.

2. If AutoPlay is enabled on your system, when the Animaniacs Game Pack dialog box
appears, click the Install button. Then follow the on-screen instructions to
complete installation.

3. Click Yes to install QuickTime if it is not already installed on your computer.

4. Click Install. Click Start for the installer to search your computer for older versions
of QuickTime; click Delete to remove the older versions or this could cause
problems with the program.

5. Click Install to copy the updated version of QuickTime on your hard disk. Click OK.
6. Double-click the Animaniacs Game Pack icon to start the program.

If AutoPlay is not enabled on your system:
1. Select Run from the Start menu.

2. Type D:\setup.exe. If your CD ROM drive is not D, then substitute your CD-ROM drive
letter.

3. Follow the installation instructions 3-6 above.

Launching the Program

1. Insert the Animaniacs Game Pack CD into your CD-ROM drive.

2. Click Start on the Windows 95 Taskbar.

3. Select the Animaniacs Game Pack menu and then The Animaniacs Game Pack Icon.
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Macintosh® Installation & Launching

The installation procedure will create a folder on your hard drive containing
files needed to play the game. This will use about 3 MB on your hard drive.

Follow these simple steps:

1.
9
3
4.

Insert the Animaniacs Game Pack CD into your CD-ROM drive.
Double-click the Animaniacs Game Pack CD icon.
Double-click the Animaniacs Game Pack icon in the window which opens.

Follow the on-screen instructions to install files in the location of your choice.

To launch the program, open the folder that you installed, then double-click the
Animaniacs Game Pack icon.

Playing the Games

After the program loads, you'll
see the opening animated
movies play. To skip past these
movies, press the Escape key.*
This brings you to the “desktop”
screen which displays the icons
you need to get started. Clicking
on any of the five center icons
will bring you to one of the
games in the pack:

Anvil: Go to Baloney’s Balloon Bop Game.
Robot: Go to Belchinator Too Game.
Race Car: Go to Prop Shop Drop Game.
Candy Heart: Go to Smoocher Game.
Golf Ball: Go to Tee Off Game.
Volume: Adjust the Volume.
Credits: Play the Credits movie.
Quit: Exit the Animaniacs Game Pack.

*IMPORTANT NOTE: The Escape key is your best friend in this program. To skip
past a movie, press the Escape key at any point. Remember to use the Escape
key throughout the program. Within every game, the Escape key will bring up the
menu. Menus will allow you to start new games, set options, return to the Main
menu, or quit the program by pressing controL+Q.
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Baloneys Balloon Bop

Objective: Help the Warner siblings bop Baloney, the polyester dinosaur,
with anvils before Baloney catches Yakko and squeezes him.

Main Menu: After the opening animation, the following menu appears:

New Game: Start a new game. (This cancels a game in progress.)
Continue Game: Continue playing a game in progress.
Game Options: Set volume and music.
Instructions: Access the help screens.
High Scores: View the top 10 players!
Main Menu: Return to the Main menu.

Game Controls: Use the mouse to move the trampoline left and right. When
you have the cannon power-up, use the mouse button to fire Yakko from
the cannon.

Lives left gt - Score

Yakko

Trampoline

Baloney

Game Play: Maneuver the trampoline back and forth to bounce Yakko in the
air and aim him at the balloons suspended above. Inside the balloons are
both anvils and special power-ups. Catch the power-ups and let the anvils
drop.

While you do this, Baloney runs around below and tries to catch Yakko if you
miss him. Bop Baloney with falling anvils to gain big points and slow him
down.

To finish a level, clear the screen of all the normal (red, yellow, and blue)
balloons. Starting with Level 3, Baloney’s dinosaur, Birdy, will fly by and add
more balloons. Bouncing Yakko into Birdy will discourage him from adding
balloons and buy you more time. Birdy can’t harm Yakko.

Here’s what the power-ups do:

Anvil Power: Turns all balloons into anvils!
Super Yakko: Makes Yakko invulnerable, so he can bonk Baloney without
getting caught.
Freeze Power: Freezes Baloney in place. If Yakko or an anvil hits him, he’ll shatter.

Meteor Power: Yakko pops balloons without bouncing off them. This allows him
to burst through columns of balloons at a time.

Cannon Power: Turns the trampoline into a cannon. Yakko sits in the cannon until
you click to fire. This makes aiming easy. Once fired, it works
exactly like the Meteor power-up.




Belchinator Too
Objective: The Brain’s robots are out of control, and the only thing that can

stop them is the incredible belching power of Wakko. Help Wakko on his
quest to save the world and free The Brain!

Main Menu: After the opening animation, the following menu appears:
New Game: Start a new game. (This cancels a Same in progress.)
Continue Game: Continue playing a game in progress.
Save Game: Save a game in progress.
Load Game: Load a saved game.
Game Options: Change keyboard controls, volume, and music.
Mission Briefing: Review the Mission Briefing for the current level.
Instructions: Access the help screens.
High Scores: View the top 10 Belchinators!
Exit Belchinator: Return to the Main menu.

-~ Score
i Health Meter

Ammo
(hit Return key to switch
between)

= Armor

eys

Game Controls: The default keys are as follows. These keys may be changed
in Game Options.

Up Arrow: Move Wakko north.
Down Arrow: Move Wakko south.
Right Arrow: Move Wakko east.
Left Arrow: Move Wakko west.
Control: Belch (to fire).
Enter/Return: Change “ammo” of belches.
Tab: Go to map.
Escape: Exit to Game menu.

Game Play: Control Wakko, the Belchinator, on his quest. Maneuver Wakko
through each level of Acme Labs. Use his powerful belches to dissolve the
robots.

Walk over items to pick them up. Food items improve the power of Wakko’s
belch. Each power-up can be used a limited number of times. The control
panel on the right side of the screen will tell you what each power-up does
and how many shots of each you have remaining.

Pick up colored keys to unlock doors of similar color. Energy doors are not
opened by keys. These doors can only be opened by standing on a
numbered “switch” located somewhere on the level.

On each level, certain items can be destroyed by Wakko’s belches. Destroy
these items to find hidden objects inside. Blow up crates on Levels 1 and 2,
machinery on Levels 3 and 4, and cryogenic tubes on Levels 5 and 6.
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Each level contains map devices. Stand on these devices to get a partial map Smoocher'!
of each level. Only by standing on each of these devices will you get a full
map. Once you get the map, you can access it at any time by using the Tab
key. Press the Tab key again to return to the game. Pay close attention to the

Objective: Dot is having bad dreams. Help turn her nightmares into sweet
dreams by kissing the bad guys silly.

maps. They contain hidden hints and clues on how to get through each level. Main Menu: After the opening animation, the following menu appears:
During your travels, you'll also find Nurse-a-matic devices. These devices can New Game: Start a new game. (This cancels a game in progress.)
heal Wakko whenever he stands on them. Use them as often as you need to. Continue Game: Continue playing a game in progress.

Game Options: Set volume and music.

Instructions: Access the help screen.
Small Heart: Heals one block of Wakko’s damage meter. High Scores: View the top 10 players!

Large Heart: Restores all of Wakko’s damage meter. Main Menu:
Soda: Slightly more powerful belch.
Chili: Gives a wide angle belch.
Taco: Fires a Belch Missile. The Missile explodes in all directions at point

of impact.
Baked Beans: Mega Belch. Ultra powerful single belch.
Seltzer: Triple belch. Powerful belch with fast reload time.
Body Armor:  Protects Wakko from damage. Only works on shooting attacks.

Belch Shield: Makes Wakko immune to touching attacks. Damages robots that
touch Wakko.

Antacid: Gives big score bonus—1000 pts!

Here’s a list of the items you can pick up and what they do:

Return to the Main menu.
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Game Controls: The default keys may be changed in Game options. The keys are as
follows:

Right Arrow: Move Dot right.
Left Arrow: Move Dot left.
Spacebar: Blow kiss at bad guy (or girl).
Up Arrow:  Jump up.
Escape: Exit to Game menu.

Game Play: Use the key controls to move Dot around the platformed
screens. Jump from platform to platform and even leave one side of the
screen and reappear on the other.

Run away from the “bad guys” (that’s anyone who isn’t Dot) or blow kisses at
them. If the kiss hits a bad guy, he’s frozen in place. Once you freeze some-
one, move Dot over him to get points.

You start the game with 10 kisses. During game play you will see
pink hearts appear with numbers on them. Move Dot over the
hearts to collect them and get more kisses.

- If you get into a tough spot, jump and hit the TNT. This will freeze
everyone on the screen. You can use it twice per level.

The number on the photo in the lower left corner is how many “lives” you
have left. Run out of lives and the game’s over. Fortunately, you get a new life
every 5,000 points!
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Prop Shop Drop

Objective: Race with Yakko through a wild prop warehouse collecting props

for movies.

Main Menu: After the opening animation, the following menu appears:

New Game:
Continue Game:
Game Options:
Instructions:
High Scores:
Main Menu:

Props ..

Start a new game. (This cancels a game in progress.)
Continue playing a game in progress.

Set volume and music.

Access the help screens.

View the top 10 players!

Return to the Main Menu.

Damage meter

- Speedometer

- Score

Props collected

- Elapsed time
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Game Controls: The default keys may be changed in the menu under Game
options. The keys are as follows:

Right Arrow: Move vehicle right.
Left Arrow: Move vehicle left.
Spacebar: Make the vehicle jump.
Escape: Exit to Game menu.

Gameplay: Maneuver Yakko's vehicle through the prop warehouse using the
keyboard. Props and vehicles that are glowing can be picked up by the
vehicle. Drive over them to collect them.

Avoid hitting any obstacle that isn’t glowing. These will slow you down, make
you lose control, and damage your vehicle. The more objects you hit, the
slower you move. You don’t regain speed when jumping, so stay on the
ground to go faster.

You can repair damage by collecting new vehicles. Each new vehicle repairs
two points of damage. If your damage meter goes to zero, your vehicle is
turned back into a bicycle. If you are already riding a bicycle, then your game
is over.

These are the vehicles in the game you can use:

Bicycle: This vehicle moves the slowest, and jumps the poorest. However,
it does maneuver around objects extremely well.
Motorcycle: This vehicle is faster than the bike but slower than the car. It is the
best jumper of all the vehicles.
Car: This is the fastest vehicle, but does not jump as well as the
motorcycle. Its high speed makes it difficult to maneuver around
objects.
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Tee Off!

Objective: Play nine wild holes of Miniature Golf with Dot Warner!

Main Menu: After the opening animation, the following menu appears:

New Game:
Continue Game:
Game Options:
Instructions:
High Scores:
Main Menu:

Start a new game. (This cancels a game in progress.)
Continue playing a game in progress.

Set volume and music.

Access the help screen.

View the top 10 players!

Return to the Main menu.

Game Controls: Move your mouse to aim; click the mouse to swing.

Dot & Ball -

Aim with
the arrow
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Game Play: Aim your swing using the mouse. As you move your mouse, you
will see a red arrow. This shows the direction of the swing. Once aimed, hold
the mouse button. (Don’t move the mouse or it will throw off your aim!) The
longer you hold the mouse button down, the more powerful your swing. Use
the Power Meter in the lower right corner of the screen to gauge the
strength of your swing. Release the mouse and Dot will swing! Try to shoot
the ball toward the hole on the putting green. Aim your shots around any
obstacles in your way.

Once you're on the putting green, the shot switches to an overhead view.
Use the mouse to aim the red arrow toward the hole, and use the mouse
button as before. Watch out for strange obstacles and terrain features that
may affect your putt.

Remember, a lower score is better in golf! Try to play the course in as few
swings as possible.

Before You Call Technical Support
Please have the following information ready if and when you call:

Windows

. The product name and version number of the product.

2. The type of processor and clock speed (e.g., 486/66) of your computer.

3. Your operating system’s version number (e.g., Windows 95) and the
amount of free memory and system resources you have available. For
Windows 3.1, go to the Program Manager and select About Program
Manager from the Help menu; for Windows 95 and later, choose the My
Computer icon, then choose About Windows 95 (or later) from the Help
Menu. The Windows version number, memory, and system resources
values are in the dialog box.

4. The brand name of the sound device and video card in your computer.

5. The complete and exact error message reported by the program (if any).

6. A printout of your config.sys and autoexec.bat files.

—

Macintosh
1. The product name and version number (on the CD) of the product.
9. The model name and system version # of your Macintosh.
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Technical Support:
(818) 246-48I |

(o] g
(818) 246-4400

or fax
(818) 246-5604

Knowledge Adventure, Inc.
4100 W. 190th St.
Torrance, CA 90504

Internet

http://lwww.adventure.com

Register for FREE Technical Support

and a chance to

WIN 5250

in Knowledge Adventure software

Software Drawing Rules

Offer good in the United States only. One winner will be chosen each month. Entry for each drawing is limited to one entry
for each product registration form per month. Or you may enter once per month by printing your full name, address, and
telephone number on a 3"x5” card and mailing it to: Knowledge Adventure, Inc. Sweepstakes, 1311 Grand Central Ave.,
Glendale, CA 91201. No purchase necessary to win. Employees and families of Knowledge Adventure, Inc. or any of its
divisions are not eligible. Total approximate value of Knowledge Adventure products awarded per winner is $250.00 refail
value. Winners will be nofified by mail within 30 days of selection. All federal, state and local laws apply. Odds of winning
depend on the number of entries received. Void where prohibited. Offer expires December 31, 1998.

User’s Manual Inside

Enjoy hours of fun with these Play Zone! products

g

YOUR SATISFACTION IS GUARANTEED

At Knowledge Adventure, we are so sure that you
and your children will be completely delighted
with your Knowledge Adventure purchase
that we offer a 90-DAY 100% SATISFACTION
GUARANTEE. If for any reason you are not
completely satisfied with this product, return it to
us along with your purchase receipt to the address
listed under Technical Support within 90 days of
purchase.We will gladly exchange it for a product
of equal or lesser value or refund your money.

Dealers, distributors and their employees are not eligible.

Computer software ©1997 Funnyhone Interactive. Al rights reserved. ANIMANIACS and QUEST FOR CAMELOT, characters, names and all
related indicia are frademarks of Warner Bros. ©1998. The DC Bullet logo, SUPERMAN, BATMAN and related characters, names and indi-

cia are frademarks of DC Comics ©1998. Play Zone! is a trademark and the Knowledge Adventure logo and Knowledge Adventure are
registered frademarks of Knowledge Adventure, Inc. Funnybone Interactive is a trademark of Davidson & Associates, Inc. Windows is a
registered frademark of Microsoft Corporation. Power Macintosh and QuickTime are registered trademarks of Apple Computer, Inc.
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