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him chill out.

See, it's like this: N
Kwirk and his |

girl, lammy,

were out paint-

INg the town
tomato red,
when they
decided to
check out

this cool, subter-
ranean labyrinth
beneath the city’s

s A

///s/ //""f.

\

—
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KWIRK

CHILL OUT, DUDE.

Kwirk,” the Chilled Tomato,
IS in a bit of a stew. And he
needs someone to help

sizzling, hot streets.

Well it seemed like

a good idea at
the time. But
that’s when all
the trouble
started.
Because
somehow
Tammy
Tomato disap-
peared down
there—probably

kidnapped.
But we're not positive.



Either way, Kwirk wants her will step in to lend a hand.
back. (So does Tammy’s

mother.) Which is
why we've got to
get to her—before
she turns info g,
well, a vegetable!

You'll rotate giant turn-
stiles. Move mammaoth
blocks. And fill in
cavernous holes. All
the while looking
for a way out of
this puzzling
predicament.

Together you and
Kwirk must solve
puzzle after puzzle
in this master-
minded underground
maze. Sometimes Kwirk's And just when you
veggie buddies, Curly think there’s no way
Carrot, Eddie Eggplant out...Yeah! You

and Pete the Pepper figure it outt

It's exhilarating.
And exasperating.




LOADING

1. Make sure the GAME BOY ™
power switch is OFF.

2. Insert the Kwirk™ cartridge as
described in your NINTENDO®
GAME BOY™ manual.

3. Turn the power switch ON.,

First, you'll see the Kwirk
title screen. Press the START

BUTTON to see the game
selection screen.

CONTROLLING KWIRK " & FRIENDS

The illustration on page 6 shows
you your GAME BOY™ control
points. Throughout this instruction

book we will refer to these con-
trols by the names indicated.
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A BUTTON
B BUTTON
CONTROL PAD

SELECT BUTTON

START BUTTON

BASIC MOVES

TO MOVE RIGHT, LEFT, UP or
DOWN—Press the appropriate
CONTROL PAD ARROWS.

TO PUSH A TURNSTILE OR
BLOCK—Press the appropriate
CONTROL PAD ARROWS. (See
The Obstacles, page 8.)

TO START FLOOR OR ROOM
OVER—Press the A BUTTON.

TO SWITCH CONTROL TO
ANOTHER VEGETABLE (ONLY
WHEN MORE THAN ONE VEGETA-
BLE IS AVAILABLE)—Press the
SELECT BUTTON.

TO GO BACK TO PREVIOUS
SELECTION SCREEN—Press the
B BUTTON. (DURING SELECTION
PROCESS ONLY, NOT DURING
GAME PLAY)



THREE GAMES IN ONE

KWIRK, the Chilled Tomato, is
actually three separate games
iINn one, giving you three times
the playability!

The games are:

*« GOING UP?—There are dozens
of floors in this underground
maze game. And you can start
your upward journey anywhere
you like.

« HEADING OUT?—In this continu-
ous tunnel game, each hidden
room is connected to the next.
And in each skill level, there are
9% rooms to pick from.

» VS. MODE—To play this game
you need two GAME BOY™ unifs,
two Kwirk cartridges and @
video link cable to connect the
two units. Then you're ready for
some head-to-head HEADING
OUT? competition.




RULES OF THE GAMES and in game play, directions for

each one are outlined on pages
Since each of the three games 11 through 19.
differ in the selection process

THE OBSTACLES

Each puzzle contains any combination of the following four types
of obstacles.

BRICK WALLS

These are totally immaobile.
Work your way around them.
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TURNSTILES the block or blocks that are in its
way. Once you do, the turnstile

B will be able to move freely.
'ﬁ l + ‘ BLOCKS

These may be single, double,
triple or quadruple turnstiles. D :
They all spin around a center

axis—unless there’s something

plocking the way. | |
Blocks come in many different
sizes and rectangular shapes.

BLOCKED TURNSTILES They can be moved by pushing
them up, down, right or left—

If a turnstile you need to get but you can only move one

through is blocked, try and move block at a time. You will need to



move blocks to free blocked BRICKWALL  TURNSTILE

turnstiles, to clear paths and to
fill in holes. (See HOLES, below.)

HOLES

You can’t go over a hole. You
have to fill it in with a block that HOLE  BLOCK
matches the shape of the hole.
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PLAYING “GOING UP?”

Here are the steps you'll take to begin play:

. Select GOING
UP? from the
game selec-
tion screen by
pressing the UP/
DOWN CON-
TROL PAD ARROWS until the
cursor (triangle) points to GOING
UP? Then press the START BUTTON.

SELECT GAME
PGOING UFP®?

HEADING DUT®
vS HMODE

11

2. Select SKILL
LEVEL1, 2, 0r 3
from the skill
level selection
screen by press- |
iIng the UP/
DOWN CONTROL PAD ARROWS
until the cursor points to the
desired skill level. Then press the
START BUTTON.

SELECT SKILL

PLEVEL ™1 ERASY
LEVEL=Z AVERAGE
LEVEL®Z2 HARD




* DIAGONAL VIEW shows you the
shadows of the blocks and walls,
giving you a three-dimensiondl

3. Select a FLOOR
from 1to 10,

by pressing the seLect rLoow J

UP/DOWN and B Eg perspective.
RIGHT/LEFT _
CONTROL PAD , .
. . « BIRD’S EYE VIEW is shadowless,
ARROWS u_n’nl the cursor points giving you a straight down view
to the desired floor. Then press from above
the START BUTTON., |
4. Select a DIS- 5. Confirm your selections. This is
PLAY ANGLE - the last screen before actual
from the display || seuecr orsrea game play begins. Here
SeIeChon screen BIRD 'S-EYE VIEW YOU COINY:
Dy pressing the e
UP/DOWN CON- .
. » START game by pressing the

cursor points to the desired view.
Then press the START BUTTON.
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« END game by pressing the REDO—Starts you back at the
UP/DOWN CONTROL PAD beginning of the floor.
ARROWS until the cursor points
to END and then press the START END—Takes you back to the

BUTTON. You will now have a game selection screen.
chance to reselect your FLOOR,
SKILL LEVEL or GAME. BACK—Allows you to back up

one step at a time. You can use
this up to 8 times in a row.

6. Play!
To move Kwirk To cancel e
UP, DOWN, screen selec- |=== s
RIGHT or LEFT, tion (above) |&E
press the UP/ and continue |EE——=—c=
DOWN an d pl ay' pr ess th e -:—:—Z :—:—:—Z—Z—:—Z—:—:—:—:—:—E.'.—:—:—:
RIGHT/LEFT CONTROL PAD B BUTTON. STAIRS KWIRK
ARROWS. To start a floor over,
end, or back up a move, press To complete the floor (once
the A BUTTON. You'll then see the you've solved the puzzle), move
following: Kwirk to the stairs on the left.
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7. AWESOME!!! LEVEL FLOOR Press the START BUTTON to

As you com- COMPLETED  continue. You'll then be given a
plete each EEmmEmmm=————me choice between proceeding
floor, you'll E;jz;-j ore 1 B to the next floor or selecting
see ascreen g oo (B another floor. (See step #5))
like this: o E

TIME IT TOOK

# OF STEPS YOU TOOK

PLAYING “"HEADING OUT?"

Here's the way to play this con- 1. Select HEADING OUT? from

tinuous Mmaze game in which the game selection screen
the floors appear in a different by pressing the UP/DOWN
order in every game, CONTROL PAD ARROWS until
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ARROW to activate the ten’s
digit. Press the UP or DOWN
CONTROL PAD ARROWS to cycle
0 to 2. When the desired room
number is displayed, press the

START BUTTON.
4. Select a DISPLAY ANGLE and

the cursor points to HEADING
OUT? Then press the START
BUTTON.

. Select SKILL LEVEL 1, 2, or 3.
See Step 2, page 1.

' ;egleR%gl\s;?rr;}n ?HY%EGH confirm your selections. See
%69 by Dress- NUMBERS Step 4 & 5, page 12.
ing the LEFT 5. Play!
CONTROL PAD  AcTivATE To move Kwirk ™ UP, DOWN,
ARROW to acti-  ONE'S RIGHT or LEFT, press the UP/
vate the selec- V¢! DOWN and RIGHT/LEFT CON-
tion of one’s ACTIVATETEN'SDIGIT  TROL PAD ARROWS. To start a
digit (it will floor over, press the A BUTTON.
flash). Then press the UP or To complete the floor (once
DOWN CONTROL PAD ARROWS you've solved the puzzle),

to cycle through numbers 0 to .

Press the RIGHT CONTROL PAD -

move Kwirk through the tunnel
to the left.



Here's what you'll find on the *HIGH SCORES

screen:
The top four high scores for

SCORE BONUS eqach game session are re-
POINTS corded in this window. When

GAME BOY™ is turned off all
scores disappear.

ROOMS TIMER

TO GO

4
)
6. WAY TO GOl s i\

As you complete each level,
you'll see a screen like this:

LEVEL * HAY TOD GOt ¢

SCORE . |=8 S fns B ROOMS
=l COMPLETED
HIGH
SCORE
WINDOW®

16



PLAYING “VS. MODE"

Here’s how to enjoy a HEADING

OUT?, head-to-head contest
with any of your friends:

1. Connect GAME BOY™ units.
Making sure both units are
turned OFF, insert a Kwirk
cartridge into each unit and
connect the units with the

video link cable. Then turn
them both ON.

2. Press the START BUTTON.
The player who presses the
START BUTTON first gains control
of the initial selection screens.

3. Select VS. MODE from the

17

game selection screen by press-
ing the UP/DOWN CONTROL
PAD ARROWS until the cursor
(triangle) points to VS. MODE.
Then press the START BUTTON.

. Select SKILL LEVEL 1, 2 or 3.

See Step 2, page 11.

. Select NUMBER OF ROOMS per

game from the room selection
screen. To do this, both players

select their rooms as described
in Step 3 of HEADING OUT?,

page 15.




Handicap Note: Each player
can set a different number of
rooms fo compete in this head-
fo-head challenge, depending
on how much of a handicap
one of the players may need.

. Select the type
of CONTEST
you'll play, by
pressing the -Egg""g 3 Bhai
UP/DOWN ot oF ¢
CONTROL PAD
ARROWS until the cursor points
to the desired game. Then press
the START BUTTON.

SELECT CONTEST

Note: When playing one of the
‘Best of...” confests, the contest
will be over when one of the

18

ployers has clearly succeeded
in winning the majority of the
games. For example: If you play

‘Best of 57, the contest will be

over when one of the players
has won three of the games.
In @ "Best of 3" contest, the
playoff will be over when one
of the players has won two of
the games.

. delect a DISPLAY ANGLE.

See Step 4, page 12.

. Confirm your selections.

See Step 5, Page 12.

. START THE CONTEST!!

To move Kwirk UP, DOWN, RIGHT
or LEFT, press the UP/DOWN



and RIGHT/LEFT CONTROL PAD all the rooms in the first game,

ARROWS. To start a floor over, the winner (or loser) screen will
press the A BUTTON., appear. Press START twice to
pegin the next game of the
Here’s what you'll find on the contest
screen:
OPPONENT'S PROGRESS When one person wins the

contest, these contest winner
screens will appear.

YOUR PROGRESS

: YOU WIN!
JILEVEL =1
oPP

YOU LOSE! :
«1 SrMs|E

icl

9. ONLY ONE WINNER!!!

WINNER'S SCREEN LOSER'S SCREEN
Once one of the players solves

19



KWIRK'S " VEGGIE FRIENDS

Once in a while, Kwirk's veggie
friends will step in to lend a
helping hand.

To get control of a veggie
friend, press the SELECT BUTTON
until the vegetable you want to
control is blinking. Then control
his movements in the same way

you'd control Kwirk’s movements.

To switch control to another
vegetable, press the SELECT
BUTTON again.

20

To complete a room or floor, all
available veggie friends must
pass through the exit door or
reach the stairs, depending on
the game.

WARNING: If Kwirk or any of
his friends gef caught inside
a room or floor, you will be
unable to solve the puzzle.
So you’'ll have to fry it again.



In addition to Kwirk, these are

the three veggie friends you'll
encounter:

HHHHHNL

'Ii]'i]'l‘l'l'l“"l'l

l]

U Y
ll

h
|
HF

KWIRK |
EDDIE EGGPLANT
PETE THE PEPPER

CURLY CARROT

CURLY CARROT

« CURLY
CARROT :
His eyesight is
terrific. ’

« EDDIE
EGGPLANT
Keep him away
fromn the Parmesan.

 PETE THE PEPPER !
When he’s hot,
he’s hot. :

+_J
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RED HOT SCORES

In order to get the best possible
score, you have to solve each
puzzle in the shortest amount
of time with the least amount
of moves.

BONUS POINTS

You can earn BONUS POINTS in
HEADING OUT? by solving each
puzzle as fast as possible.

22

Here's how it works:

You start each puzzle with 2,000
BONUS POINTS and every 10
seconds you lose 100 points. So
after a minute and 20 seconds
go by, you've lost all of your
BONUS POINTS. But if you com-
plete the puzzle before the
minute and twenty seconds are
up, you get all the remaining
BONUS POINTS.




 During the GAME SELECTION
PROCESS, if you want to back up
a screen, press the B BUTTON.

* If you feel you made a mistake
in GOING UP?—Iike if you pushed
a block too far, or moved the
wrong turnstile—select BACK, to

go back a move, instead of starting

over. That way you won't have 1o
play the entire puzzle over, just
to change that one move.

« Pay attention to how you handle
certain obstacles. Even though
there are lots of different puzzles,
many of the individual obstacle
strategies are the same.
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« When you run into Kwirk’s veggie
friends, use them. Many puzzles
can't be solved without strategi-
cally using them.

 TOo save on wasted moves, plan
several steps in advance when
clearing a path.

* To hone your skills for head-to-
head competition in VS. MODE,
practice by playing HEADING
OUT? Many of the rooms are the
same, SO once you've solved
them, you'll have a leg up on
your competition.




ACCLAIM ENTERTAINMENT, INC. LIMITED WARRANTY

Acclaim Entertainment, Inc. (Acclaim) warrants to the original purchaser only of this Acclaim software
product that the medium on which this computer program is recorded is free from defects in materials
and workmanship for a period of ninety (90) days from the date of purchase. This Acclaim software
program is sold "as is,” without express or implied warranty of any kind, and Acclaim is not liable for any
losses or damages of any kind resulting from use of this program. Acclaim agrees for a period of ninety
(?0) days to either repair or replace, at its option, free of charge, any Acclaim software product, postage
paid with proof of date of purchase, at its Factory Service Center. Replacement of the cartridge, free of
charge to the original purchaser (except for the cost of returning the cartridge) is full extent of our liability.

This warranty is not applicable to normal wear and tear. This warranty shall not be applicable and
shall be void if defect in the Acclaim software product has arisen through abuse, unreasonable use,
mistreatment or neglect. THIS WARRANTY IS IN LIEU OF ALL OTHER WARRANTIES AND NO OTHER REPRESENTA-
TIONS OR CLAIMS OF ANY NATURE SHALL BE BINDING ON OR OBLIGATE ACCLAIM. ANY IMPLIED WARRANTIES
APPLICABLE TO THIS SOFTWARE PRODUCT INCLUDING WARRANTIES OF MERCHANTABILITY AND FITNESS FOR
A PARTICULAR PURPOSE, ARE LIMITED TO THE NINETY (20) DAY PERIOD DESCRIBED ABOVE IN NO EVENT WILL
ACCLAIM BE LIABLE FOR ANY SPECIAL INCIDENTAL OR CONSEQUENTIAL DAMAGES RESULTING FROM
POSSESSION, USE OR MALFUNCTION OF THIS ACCLAIM SOFTWARE PRODUCT.

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 specific rights, and you may also have other rights which
vary from state to state.

This warranty shall not be applicable to the extent that any provision of this warranty is prohibited by

any federal, state or municipal law which cannot be pre-empted.
Acclaim Hotline (516) 624-9300

[A«'ﬂ' ]
Distributed and marketed by Acclaim Entertainment, Inc 71 Audrey Avenue

entertainmend Oyster Bay. NY 11771 Masters of the Gﬂme"f and Kwirk™ are trademarks of
Masters of the G{]me Acclaim Entertainment, Inc (C) Atlus, Ltd 1989 (C) 1989 Acclaim Entertainment Inc

Printed in Japan
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' GOHEADTO-HEAD, [y
. WIRELESS' * For 1 or 2 players

. Mith.The Nintendo Double Player » Tin Turhs
Wireless H hl‘.llem_;m\rrhmlcclaim. Rapid-Fire

* Slow Motion Mode

* Accurate Up To
30 Feet

Printed in Japan
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