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WARNING: PLEASE CAREFULLY READ THE CONSUMER INFORMATION AND
PRECAUTIONS BOOKLET INCLUDED WITH THIS PRODUCT BEFORE USING YOUR
NINTENDO® HARDWARE SYSTEM, GAME PAK OR ACCESSORY. THIS BOOKLET
CONTAINS IMPORTANT SAFETY INFORMATION.

EVERYONE

This product has been rated by the
Entertainment Software Rating Board.
For information about the ESRB rating,
or to comment about the
appropriateness of the rating, please
contact the ESRB at 1-800-771-3772.

Official

( Nintendo)

Seal of Quality

CONTENT RATED BY

ESREB

THIS OFFICIAL SEAL IS YOUR
ASSURANCE THAT NINTENDO
HAS APPROVED THE QUALITY
OF THIS PRODUCT. ALWAYS
LOOK FOR THIS SEAL WHEN
BUYING GAMES AND
ACCESSORIES TO ENSURE
COMPLETE COMPATIBILITY.
LICENSED BY SALE FOR USE
ONLY WITH OTHER
AUTHORIZED PRODUCTS
BEARING THE OFFICIAL
NINTENDO SEAL OF QUALITY.

LICENSED BY

THIS GAME PAK WILL WORK WITH BOTH THE GAME

BOY® COLOR (DISPLAYING UP TO 56 COLORS) AND

NINTENDO, GAME BOY, GAME BOY COLOR

AND THE OFFICIAL SEAL ARE TRADEMARKS WITH THE GAME BOY / GAME BOY POCKET
OF NINTENDO OF AMERICA INC. SYSTEMS (DISPLAYING 4 SHADES OF GRAY).

© 1989, 1998 NINTENDO OF AMERICA INC.
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INTRODUCTION

Klustar is a great new puzzle game from Great Britain designed specially for the Game
Boy Color and Game Boy. In Klustar, strange shapes move across the screen and stick
onto your Klustar. Your goal is to prevent the Klustar growing so large that it fills the
screen, by getting square matrices of blocks. When you get a matrix the blocks will
disappear and the Klustar will collapse inwards.

CONTROLLER OPERATIONS

CONTROL PAD
Press UP to move t

Wmﬁ tar
Press RIGHT to movethe Klustar




A BUTTON

Press the A button to rotate the Klustar clockwise.
The Klustar rotates about the "Magic Block".

B BUTTON
Press the B button to rotate the Klustar counter-clockwise.
The Klustar rotates about the "Magic Block".

START BUTTON
Press START to begin a game. Press START during a
to pause the game. This shows the difficulty level

the collapse count.

Press SELECT, START button, A bumm and'B button ul

the same time to reset the game. When 1
GHT to

Press A or B to turn music on'Wnd off. Pre
change the buckgrounm




How to start and play a 1 Player Game

Before you insert the Game Pak please ensure that the Game Boy unit is switched off. To
begin a game, insert the Klustar Game Pak into your Game Boy unit, push the POWER
switch to the ON position and after a few seconds the Title Screen will appear.

Press LEFT or RIGHT on the Control Pad to select a 1 Player game. You can only start a 2
Player game when the Game Link cable is connected to another Game Boy with Klustar.

When 'you press START, the first 1 Player Select Screens appears. In this screen
you can customize the game to maximize your enjoyment by selecting from the

following op

e. I- :
1. ly‘ pe 1 - Enduranc

2. Type 2 - (ountdown'gﬂne




B. Shape size:
1. Four blocks - the standard medium size shapes.
2. Five blocks - larger shapes for a more challenging game.

C. Direction of shapes: how incoming shapes appear
1. The incoming shapes come from the left and right edges of the screen and move
| horizontally towards the opposite edge of the screen. This is the easy option.
" 2. The incoming shapes come from the top and bottom edges of the screen and moye
~ vertically towards the opposite edge of the screen. This is the medium ﬁfﬁcuhy
option.

% 3. The incoming shapes come from the top, right, bottom and left gdges of the screen
~*__and move towards the opposite edge of the screen. This is 1 cult option.
. The incoming shapes appear randomly from one of the iges of the screen iﬂ’
nove fowards the opposite edge of the screen. Two consecutive

- e shapes will never
uppur from the same ed

qi This is the very difficult oplim

| e




Use the UP and DOWN buttons on the Control Pad to move the flashing cursor, and
press LEFT or RIGHT to make a selection. Press the A button or START button to move
to the second 1 Player Select Screen. Press the B button to go back to the previous
screen. The controls are the same for both selection screens. In the second 1 Player
Select Screen you can customize your game from the following options:

A. Level:

You can select the difficulty level at the start of the game from 1 (easy) to 8 (hard). If
you start at a higher difficulty level you will score greater points but the shapes will
move faster. During game play the maximum difficulty level that can be reached is 16.

B. Collapse size: _i‘t size square matrix of blocks that you must get to my

the Klustar collapse "
1. 3x3 (easy) g
2. 4x4 (hard) |
3. 5x5 (very hard)




C. Start size: the size of the Klustar at the start of the game

1. a single block

2. 5x5 maximum size

3. 7x7 maximum size
., 4. 9x9 maximum size

~ BLOCK AND SHAPE TYPES

" There are several different types of object that appear in the game: the Magic Block, the
~  Klustar, static blocks and incoming shapes. Understanding these objects is essential to

playing Klustar.

agic Block is the key to mastering Klustar, as you contr S—— 4
ation-of the Klustar through the Magic Block. The Magic Block can never be
destroyed. The Klustar rotates about the Magic Block and it collcpses inwards towards

the Magic Block.




The Klustar is made up of one or more blocks connected together. The smallest Klustar

consists of just one block, the Magic Block. The largest Klustar possible will almost touch
the four edges of the screen. The Klustar can normally move and rotate freely on the
screen. The Klustar cannot move if part of the Klustar would go off the screen, or the
movement is blocked by a static block or an incoming shape.

If the rotation of the Klustar is blocked, you will hear a buzzer sound. The Klustar

cannot rotate if part of the Klustar would go off the screen, or if the rotation is blocked
by a static block or an incoming shape, or if the Klustar is 18 or more blocks wide as
this would cause a Game Over.

L |




Static blocks are a hazard during the game because they can severely restrict the
movement, of the Klustar, and increase the chance of other static blocks being formed.
Once a static block has been formed it is very difficult to remove. Static blocks are
formed from an incoming shape when the incoming shape reaches the opposite edge of
the screen, or when the movement of the incoming shape is blocked by a static block.

Incoming shapes come onto the screen from the edges. As the difficulty level increases
the incoming blocks move faster. These can be made of four or five blocks.

e incoming shapes made up of four blocks are:

- S

The incoming shapes made u;; iifive block




The following incoming shapes only appear in the Type 2
Endurance Game.

COLLAPSES

Collapses are the only way in the game that you can

reduce the size of the Klustar and score points. When an incoming shape is attached to
the Klustar and a complete square matrix of blocks is detected, the square matrix
Hashes, disappears and the Klustar collapses inwards towards the Magic Block. The
minimum size of the matrix can be a matrix of 3x3, 4x4 or 5x5 blocks. If matrix size of
3x3 is selected, Illen mutrices of 4x4 and 5x5 are also detected. If matrix size of 4x4
is selected, then matg 5x5 and 6x6 are also detected. If matrix size of 5x5 is
selected, then mat bx6 and 7x7 are also detected. A bigger square matrix will
collapse before a smaller one. When the Klustar collapses, more square matr

formed which will also collapse. This is called a multiple collapse and is an effective way

to quickly reduce the size qf the I(lllsim' It is also a gnoQﬂly to score points.
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~ Collapses are also the only way to clear the static blocks from the screen. With o
collapse size of 3x3 blocks you can clear all the static blocks from the screen by getting
ten 4x4 collapses or one 5x5 collapse. With a collapse size of 4x4 blocks you can clear
all the static blocks from the screen by getting ten 5x5 collapses or one 6x6 collapse.

- With a collapse size of 5x5 blocks you can clear all the static blocks from the screen by
- getfing ten 6x6 collapses or one 7x7 collapse.

GAME OVER

The game is over when:
1. the Klustar is so wide that it touches the left and right edges of tln screen, or

2. the Klustar is so tall that it touches the top and bottom e screoll, or
Ahe Rlustar cannot move, or
4. the incoming slwpos have no space to nppeur " 13




When a game finishes, the High Score Screen appears. If you have got one of

the top three scores for your Game Type, you should input your name using the
tlashing cursor. Press LEFT or RIGHT on the Control Pad to move the cursor. Use the
UP and DOWN buttons to select the letter. Press the A button when you have
finished entering your name.

Type 1 Game and Type 2 Game
Type 1 Endurance Game

This type of game will test your endurance as you try to get as many collapses as
possible. The collapse count displayed is the total number that you have achieved.

2 Couatdown

| t the highest possible.mra with only 32 collapse:
Gnme Type the displayed count is the number of collapses left to complete 1
an extra challenge y

ou will munm new fypes of i shupesi at you wnll not
am st get 32 collapses fogomplete the game.

see in the Endurance



HOW TO START AND PLAY A 2 PLAYER GAME

Klustar features a special 2 Player head-to-head game using the Game Link® Cable . The
winner is the Player who survives the longest. The object of the game is to defeat your

opponent by getting as many collapses as possible. Each time you get a collapse you will
send lines to your opponent. The bigger the collapse, the more lines are sent.

To play a two player game you need 2 Game Boy units, 2 Klustar Game Paks and a
Game Link cable. With both Game Boy units switched off, connect the Game Link cable
between the two Game Boy units, and ensure that the Klustar Game Paks have been
inserted correctly. Slide both POWER switches to the ON position. Ensure that the Title
Screen is displayed on both of the Game Boy units. Use the UP og DOWN buttons on the
ntro I'ud to select 2 Player and press START on one ol the !

137 _ﬂrsl will become I’Idyer SRR :

player ﬂm*,

|;.

Nofe: lf the.Gome Link cuble is set up mr.omdly or is pull«l put during a 2 Player

game, then the game will notiaork. If thi he POWER switches
on both Game Bay units and r eat the s re from the start.
——— e ’ ~




When the set up procedure has been correctly carried out and START pressed on one of
the Game Boy units, the Select Screen is displayed on both Game Boy units. From this
screen each player may select the starting difficulty level, and also see the starting
difficulty that the other player chooses. You cannot change the direction of shapes, the

shape size, the collapse size or the start size. To begin the game Player 1 presses the A
button or START.

SCORING
The points that you. score depend on the size of the matrix and the difficulty level.




Level

e e D 00 N O BN

13
14
15
16

3x3
50

100
150
200
250
300
350
400
450
500
550
600

1650
700 |

4x4
100
200
300
400
500
600
700
800
900
1000
1100
1200
1300

1400

5x5
250
111
750
1000
1250
1500
1750
2000
2250
2500

2750
3000 .
. 3250




HINTS & TIPS

When playing Klustar you will be more successtul and get a higher score if you use some

of the following techniques: _
1. For novice players it is important to keep the Klustar as small as possible. The bigger

the Klustar, the harder the game is to play and the greater the chance that the game
will end. For more experienced players a larger Klustar will increase the chances of a

multiplo collapse, but this takes lots of courage.

2. By mving the I(lustur perpendicular to I||e incoming shapes you can "side slip" the

large gop lllllyoumuybenble fo posihonthafgn_ing hape in
the holes by curafully moving the Kluslur fo guide the inwlﬂng shape

the gaps.



4. If you collapse bigger square matrices you will score much higher points, and you will
also be able to clear away all the static blocks from the screen. However, to do this
does take more courage.

5. Whenever possible stop static blocks from forming, as they can severely restrict the
movement of your Klustar. Even if you do not manage to attach incoming blocks to

~ exactly the right location on the Klustar, you will increase the chuntas of getting o

= lwltlple collapse.




Technical Support:

The Infogrames U.S. helpline—1(408)289-1411 is open to telephone calls from
9:00am to 5:00pm Monday to Friday (except holidays).

Infogrames Tip Line:

In the U.S. just dial 1(900)78-OCEAN (S.95 per min.) Must be 18 years old or have |
parent’s permission to call. Touch-tone only. Prices subject to change without notice.

Infogr;,lmei Order Line:
1-877-INFOGRAMES

Iogo is a registered trademark. All other
+_ trademarks of their nspetﬁvqners.



Limited Warranty:

Infogrames Entertainment, Inc. warrants to the original purchaser only that the Game Pak provided with this manual and the
software program coded on it will perform in accordance with the descriptions in this manual when used with the specified
equipment, for a period of 90 days from the date of purchase, If this program is found to be defective within 90 days of
purchase, it will be replaced. Simply return the Game Pak to Infogrames Entertainment, Inc. or its outhorized dealer along
with a dated proof of purchase. Replacement of the Game Pak, free of charge to the original purchaser (except for the cost of
returning the Game Pak) is the full extent of our liability.

|

THIS WARRANTY IS IN LIEU OF ALL OTHER WARRANTIES, WHETHER ORAL OR WRITTEN, EXPRESS OR IMPLIED. ALL IMPLIED
WARRANTIES, INCLUDING THOSE OF MERCHANTIBILITY AND FITNESS FOR A PARTICULAR PURPOSE, IF APPLICABLE, ARE LIMITED

,aﬂ DURATION TO 90 DAYS FROM THE DATE OF PURCHASE OF THIS PRODUCT.

s Entertainment, hnsbdwhiﬁhhhﬂmﬂud/umwﬂhmhbkuﬁdwm:u

mlyndndiugdmngetopropeﬂund,lnlhuxtnntpunﬁﬂdbth lamage
Ellaminmm Inc. has _qdvisedofthepo:sibﬂliyoimhhqu.- "
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