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YOU SHOULD CAREFULLY READ THE FOLLOWING END USER LICENSE AGREEMENT
BEFORE INSTALLING THIS SOFTWARE PROGRAM
This software program, any printed materials, any ondine or electronic documentation, and any and all copies and derivative
works of such software program and materials (the “Program”) 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 to the terms of the License Agreement. Any use, reproduction or redistribution of the
Program not in accordance with the terms of the License Agreement is expressly prohibited.
END USER LICENSE AGREEMENT

1. limited Use license. Knowledge Adventure, Inc. (“KA"| hereby grants, and by insialling the Program you thereby
accept, a limited, non-exclusive license and right fo install and use one (1) copy of the Program for your use on either a
home or portable computer.

2. Ownership. All tile, ownership rights and intellectual property rights in and to the Program and any and all copies
thereof (including but not limited 1o any fitles, computer code, themes, objects, characters, character names, stories, text,
dialog, catch phrases; locations, concepts, artwork, animations, sounds, musical compositions, audiovisual effects, meth-
ods of operation, moral rights, any related documentation, and “applets” incorporated into the Program) are owned by
KA or its licensors. The Program is protected by the copyright laws of the United States, international copyright treaties
and conventions and other laws. Al 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, franslate,
reverse engineer, derive source code, modify, disassemble, decompile, create derivative works based on the Program, or
remove any proprietary notices or labels on the Program without the prior consent, in writing, of KA.

B. The Program is licensed to you as a single product. Its component parts may not 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 fo: (i] sell, grant a security interest in or
transfer reproductions of the Program to other parties in any way, nor fo rent, lease or license the Program to others with-
out the prior written consent of KA. (ii] exploit the Program or any of its parts for any commercial purpose including, but
not limited fo, use at a cyber café, computer gaming center or any other locationbased site. KA may offer a separate
Site License Agreement fo permit you fo make the Program available for commercial use; contact KA for details; and (iii)
host or provide matchmaking services for the Program or emulate or redirect the communication protocols 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 other techniques now known or heredfter developed, for any purpose including,
but not limited to network play over the Internet, network play utilizing commercial or non-commercial gaming networks or
as part of content aggregation networks without the prior written 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 fime by desfroying the
Program. KA may, at its discretion, terminate this 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.

6. Export Controls. The Program may not be re-exported, downloaded or otherwise exported into (or fo a national or
resident of] any country to which the U.S. has embargoed goods, or o anyone on the U.S. Treasury Department's list of
Specially Designated Nationals or the U.S. Commerce Depariment's Table of Denial Orders. By installing the Program,
you are agreeing fo the foregoing and you are representing and warranting that you are not located in, under the con-
trol 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 Manual(s)
are provided “as is" without warranty of any kind, either express or implied, including, without limitation, the implied war
ranties of merchantability, finess for a particular purpose, or noninfringement. The entire risk arising out of use or perfor-
mance 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 time period, and upon presentation to 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 KNOWLEDGE ADVENTURE, ITS PARENT, SUBSIDIARIES, AFFILIATES OR LICEN-
SORS 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 MALFUNCTION, 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 dam-
ages, to appropriate equitable remedies with respect to breaches of this License, in addition to 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, altered or modified only by an instrument in writing specifying such amendment, alieration or modification exe-
cuted by both parties. In the event that any provision of this License shall be held by a court or other fribunal of compe-
tent jurisdiction to be unenforceable, such provision will be enforced to the maximum extent permissible and the remain-
ing porfions of this License shall remain in full force and effect. This License consfitutes and contains the entire agreement
between the parties with respect to the subject matter hereof and supersedes any prior oral or written agreements. This
License is the complete and exclusive statement 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.

Documentafion © 1998 Knowledge Adventure, Inc. Computer software © 1996 Gryphon Software Corporation. Al rights
reserved. The DC Bullet logo, BATMAN and related characters, names and indicia are frademarks of DC Comics, ©1998.
Play Zone! is a frademark and the Knowledge Adventure logo and Knowledge Adventure are registered frademarks of
Knowledge Adventure, Inc. Windows is a registered trademark of Microsoft Corporation. Macintosh and QuickTime are
registereg frademarks of Apple Computer, Inc.




Installing The Adventures of Batman & Robin Activity Center

Windows 3.X: :

1. Start Windows. If Windows is already running, exit any other currently active
programs, including screen savers and virus protection programs, as they could
interfere with installation. Please note: You must have less than forty program groups
to complete installation of any Windows program.

2. Remove the CD from its protective case and place it in your computer’s CD-ROM
drive. Use a “disc caddy” if your CD-ROM drive requires one.

3. From the Program Manager, select File on the menu bar and then choose Run.

4. In the Command Line box that appears, type D:\SETUP (if your CD-ROM is the
D: drive, otherwise enter the appropriate letter) and then click OK.

5. Follow the on-screen instructions.

6. When the installation is complete, you will return to the Program Manager and see a
new program group, Gryphon Software, which contains The Adventures of Batman
& Robin Activity Center icon, and the Uninstall icon. Please note, if you have
other Gryphon software already installed on your computer the new icons will be
installed into the existing Gryphon Software program group.

Windows 95:

Insert The Adventures of Batman & Robin Activity Center CD. Use a “disc caddy” if
your CD-ROM drive requires one. When the introduction screen appears, click on
Install. Then follow the on-screen instructions.

Macintosh:

You do not need to install The Adventures of Batman & Robin Activity Center on
Macintosh systems. However, QuickTime 2.1 or later, and Sound Manager 3.1 or later,
must be installed and loaded. If you do not have the extensions, double-click the
Update Extensions icon, and they will be installed for you.

Uninstalling The Adventures of Batman & Robin Activity Center

Windows 3.X:

To uninstall the program, double-click on the Uninstall icon in the Gryphon Software
program group. Follow the on-screen instructions.

Windows 95:

If AutoPlay is not working, click on the Start button on the tas!bar to bring up the Start
menu. Select Programs, then select Gryphon Software from the cascading submenus,
and then click on Uninstall. Follow the on-screen instructions.

Getting Started

Windows 3.X:

I. If you have not already installed the program, you must do so before starting it for
the first time.

2. Be sure the CD is in your computer’s CD-ROM drive. Use a “disc caddy” if your
CD-ROM drive requires one.

3. Double-click on The Adventures of Batman & Robin Activity Center icon, found in
the Gryphon Software program group, to start.




Windows 95:

Insert the CD. Use a “disc caddy” if your CD-ROM drive requires one. From the first
introduction screen, click on Play to start.

Macintosh:

1. If Virtual Memory is on, you must turn it off. Click on the Apple pull-down menu
and drag to Control Panels. Then select Memory. Click on Off in the Virtual Memory
section. Click on the box in the upper left corner of the title bar to close the Control
Panel. Restart the computer.

2. If you use a screen saver, turn it off before starting the program. It could affect the
colors and animation. See the screen saver’s manual for details.

3. Remove the CD from its protective case and place it in your computer’s CD-ROM
drive. Use a “disc caddy” if your CD-ROM drive requires one.

4. Double-click on The Adventures of Batman & Robin Activity Center icon to start.

5. If QuickTime 2.1 and Sound Manager 3.1 or other needed system extensions are not
currently installed, quit the program and double-click the “Update Extensions” icon
to install these extensions. Please note: all older versions of these system extensions
will be replaced. You can save older versions of extensions by removing them from
the System Folder to another folder before installing the new versions.

6. When the update is complete, restart your computer.

7. Double-click on The Adventures of Batman & Robin Activity Center icon to start.

Difficulty Levels:

After you sign in the first time, the level of difficulty screen will appear. Robin
explains the three levels of difficulty in The Adventures of Batman & Robin
Activity Center. Select a level by clicking on it. You can also adjust the level of
difficulty on each separate activity by clicking on the easy, medium, and hard
levels on Batman’s Utility Belt.

Once you sign in and choose a level of difficulty, the activities in the program will
begin at that level every time you enter. If you would like to change this default
level, you can do so by clicking the Options button on Batman's Utility Belt. Indicate
the new level of difficulty you want. This will change your level settings throughout
the entire program; however, you can still change your level of difficulty from within
an individual activity.

Screen Commands:
The Bat Signal is your cursor. Use the mouse to move the cursor around the @
screen. When the cursor passes over a clickable part of the screen, the

Bat Signal reverses colors. m

When you click on Alfred on Batman’s Utility Belt a question mark will appear. Drag
the “?” to the item that you have a question about and if the “?” turns dark, Alfred will
explain it to you.

Click on the “recycle” button to start an activity again.

Click the “hand” icon to return to Wayne Manor, Gotham City, or the
Batcave. You will return to the area you came from.




Batman’s Utility Belt:
Click on the light bulb for a hint to an activity.

Click on Alfred for on-screen help.

Click on the Bats to change difficulty levels. If you switch levels in the middle of
an activity, the work done cannot be saved. The smallest Bat is the easy level, the
middle Bat is the medium level, and the largest Bat is the hard level.

Click on the Batmobile to exit the program. When clicked, a dialog
box will appear to confirm that you want to exit.

Click on Options to change your program level of difficulty,
print an art screen, view credits, or adjust your sounds.

Clicking on the Magnifying Glass will change the Utility Belt
to Clue mode. Clues found after completing activities will be
shown on the belt. You can go into the clue section of the

belt anytime you want to see how many clues you have found. In the
clue mode, click the miniature belt to return to the usual belt settings.

Keyboard Shortcuts:
If you are a Windows user, you can exit the program by pressing the Alt and F4 keys
at the same time.

If you are a Macintosh user, you can quit the program by pressing the Command+Q
keys at the same time (Command is the Apple or Clover key).
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On the Macintosh, press and hold the “control” key at any time and the Menu Bar
will appear.

Click the mouse button anytime to interrupt the narration and move on to an activity.

Printing:
You can print from the Coloring and Paint by Numbers activities in Wayne Manor.
When the PRINT button is activated in the Options dialog box, printing is possible.

The Game

The world’s most notorious criminals have escaped from Arkham Asylum, and chaos is
unleashed on Gotham City. Recapturing these evildoers requires finding clues to their
secret hideouts by completing various activities. Once the clues are obtained, the

Batcomputer will analyze the information and direct Batman to the criminal’s hideouts.

From Gotham City, Wayne Manor, and the Batcave, click on Arkham Asylum to see
which villains have been put back behind bars. The transition to Arkham Asylum is
represented by a television screen in both the Wayne Manor and Batcave areas. Itis
represented by a news marquee in the Gotham City area.

Jump from one place to another in your own chosen order and direction. Interrupt
Robin and Alfred at any time by simply clicking on any of the areas on screen.

You can visit these places:
The Batcave, Gotham City, Wayne Manor, Arkham Asylum and the Batcomputer.
Click on Alfred’s picture on the Utility Belt if you need some help.




The Activities

Evil villains lurk in every corner of Gotham City. With the help of Batman, Robin
and Alfred, you won’t have to face the challenges alone.

Every time you begin the program, Robin will ask you to click on your name, or sign
in. If you have previously signed in, find your name and click on it. If not, type your
name in the space provided.

The Batcave:
Click on the small computer to crack the criminal’s code.

Click on the chemistry table to create an antidote for
The Joker’s laughing venom.

Click on the Batcomputer to analyze clues and access
secret crime hideouts.

Click on the doorway at the top of the stairs to explore Wayne Manor.
Click on the Batmobile to start the crime search in Gotham City.

Click on the television to view the criminals that have been sent back to
Arkham Asylum.

Decoder

The goal is to decrypt the criminal code at the top of
Batman’s screen. The rows of letters with numbers below
them (bottom of the screen) is matched with the numbers
below the blank spaces. To fill in the blank spaces at the top
of the screen, click on the correct number. Once you

decode five messages, you’ll get a clue.
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At the easy level you will match the numbers; on the medium level, your correct
answer is either the sum or difference of the two numbers. Hard-level users must
complete multiplication and/or division problems to find the letter value.

If you get stuck, click on the light bulb for a hint. The progress bar on the computer
indicates how close you are to obtaining a clue for the Decoder activity.

Chemist’s Challenge

See if you can combine the right chemicals in the right
order to help find a cure for The Joker’s laughing venom.
Start by clicking on any of the colored liquids in the flasks.
Eagsy level fills three liquids, Medium level fills four lig-
uids, and Hard level fills five liquids.

Click the red analyzer button on the computer to check your
results. Your results are displayed on the
computer screen.

Press the lever to clear out your flask and create a new
combination. Your score results are recorded for you on the
flask bar. For example “1/2” means “1” correct color in the
correct location and order, and “2” correct colors selected.
The flask bar records up to ten tries, and on the eleventh try, erases the record of your
first try. The most recent try appears on the left side of the flask bar.

The Batcomputer

The Batcomputer helps you piece together clues you have
collected by successfully completing games. Notice that
the clues that appear on the Utility Belt also appear on
the Batcomputer’s console.




Click here to process your clue.

A typed message will appear on the Batcomputer’s screen pointing you to the direction
of an escaped villain.

Click on the red locator dot to watch Batman capture the escaped criminal.

Wayne Manor:

Welcome to Wayne Manor, the perfect place to explore while you earn clues.
Click on the disks on the table to play the Towers of Gotham City game.

Click on the jigsaw puzzle to unscramble pictures of Gotham City personalities.
Click on the art room to create a variety of images.
Click on the Gotham City skyline to move to the city.
Click on the Clock to go down to the Batcave.

Click on the TV screen to visit Arkham Asylum.

Towers of Gotham City

The object of this game is to move all the disks from
the first peg to the last, in as few moves as possible.
Click on a disk to select it, then click on the peg you
want to move it to, and the disk will move there.

Smaller disks always go on top of larger ones. You
cannot move larger disks on top of smaller disks. You

can use the middle peg to “rest” disks between moves.
10

Easy level is four disks, medium level is five disks, and hard level contains six disks.

Click on recycle to start over again.

Jigsaw Puzzle

Drag puzzle pieces into the frame. Click on the grid button for a guide.

For another puzzle picture, click on the forward and backward arrows. As
you increase the level of difficulty, there are more and smaller pieces.

Click recycle to start over with the pieces rescrambled.

Art Studio
This blank canvas is ready for you to create your work of art. You have a variety
of ways to create your new masterpiece. You can choose:

Connect the Shapes Coloring

Paint by Numbers
Click on the arrows to choose a new picture.

Click on the Sponge when you are working on the canvas in
coloring. Guide the sponge back and forth over the blank canvas.
Magically, a picture is revealed. Wherever you rub the sponge on
the canvas, a new piece of the picture will be revealed. You must
hold the mouse button down to paint with the sponge.

Click on the bucket to fill in certain regions of your black-and-white drawing

with the color you selected.
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Click here to select a crayon, paintbrush, or eraser.

Click on a paint can to choose a color.

Click on the eraser to erase parts of what you’ve colored.
Click on the crayon to color with the color you selected.
Click on the paintbrush to create a watercolor effect. This tool layers your colors.

Click on this button to choose between coloring within the lines or
coloring outside the lines.

Click on the recycle button to erase all of your coloring.

Click on the print button in the Options dialog box on the Utility Belt to print your picture.

Connect the Shapes

Click on the colored shape on the easel which matches
the shape on the lower right of the easel. A line will
appear which will connect your shapes in succession.
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Continue connecting from one shape to the next until
you have revealed the hidden picture.

The number of shapes you must connect to
complete a picture increases with each level of
difficulty. The progress bar will let you know
how close you are to completing your picture.

The forward and backward arrows let you page through new pictures.
12

Paint by Numbers
Click on the numbered areas to fill in areas of the picture with color.

To create a picture at the easy level, click on one area
to see all the like-numbered areas fill with the
correct color.

To create a picture at the medium level, click on a paint can
and then click on the corresponding numbered area. All
like-numbered areas will fill with color.

To create a picture at the hard level, click on a paint can and then click on a region with
the corresponding number. Only that region will fill with color.

Click through the backward and forward arrows to find the picture you want to create.

Click on the recycle button to remove all the colors you’ve filled.

Gotham City:

Gotham City is full of danger. Dangerous
criminals lurk everywhere. This is where you can
test your true crime-fighting talents.

Click on the manhole to explore dark
subterranean tunnels.

Click on the jewelry store to accept Two-Face’s
challenge to tell the difference between real and
fake jewelry.

Click on the street sign to chase Mr. Freeze and his thugs through the city.
13




Click on the card house to play a memory game with The Joker.
Click on Batman to return to the Batcave.

Click on Bruce Wayne's car to return to Wayne Manor.

The Joker’s Memory Game
Here’s your chance to test your memory against
The Joker or a friend.

A set of cards appears, face down. Move the

cursor to a card of your choice and click on it. The
card will flip over, displaying a picture of a well-
known character. Now try to find the card that has the
same character and suit. Move your cursor to another card and click on it.

If the two cards match, they will disappear. You will receive a point on the
scoreboard and another turn.

If the two pictures you choose do not match, the cards flip over again and it is
the other player’s turn. If you are playing alone, you continue playing until all
cards are matched.

When you are playing against The Joker or a friend, their score-
board highlights when it is their turn The Joker’s cards will turn
over automatically.

The game will continue until all the pairs of cards are revealed.

The player with the highest score wins. Games can end in a tie.
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Click on the recycle button to start a new game.
When you click on Clue then click on a card, its correct match will “highlight.”

The “one-player” state is the game’s default. If you click on the “1” button, it will dis-
play “2” for two players. Click it again to choose The Joker as your opponent.

Subterranean Maze

Follow Batman through an underground maze. At
the easy level he moves through the dimmed maze,
at the medium level he moves through a slightly
darker maze, and at the hardest level he navigates
through a completely dark maze.

Move your cursor to where Batman is standing at the
entrance to the maze. Click on him and he will follow
the movements of your mouse. As he moves through

the maze, he will leave a trail of light behind him on the medium and hard levels.

If you guide Batman in the wrong direction, you can retrace his steps through the
maze by following the lit path on the medium and hard levels, or by simply moving
backwards on the easy level.

When Batman successfully gets through the maze, click on Restart and a new maze
pattern will appear.

Click on Clue and the best direction for Batman to move is highlighted.




Two-Face’s Matching Game

All good crime fighters must be able to tell the

difference between real and fake jewelry. Challenge

Two-Face to a game of matching by finding
identical pairs.

Click on a piece of jewelry and it will
highlight. (If you want to change your first
selection, click on it again and choose another piece.)

Then click on a second piece of jewelry; if it matches, it will also highlight. If the
second piece of jewelry doesn’t match the first piece selected, then both
highlights disappear.

16

When you correctly select a match, Two-Face will grab
the matched jewelry and sweep them off the table. After
each match, new jewelry appears until you have
matched all ten.

If you get stuck, click on Clue for a hint of which
Jjewelry to select.

At the easy level you will view four pieces of jewelry at a time, at the medium
level you will view six pieces of jewelry, and at the hard level ten pieces.

The “one player” state is the game’s default. If you click on the “1”
button, Two-Face'’s image will appear on the button and he will
become your opponent.
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(818) 246-5604

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

Internet
http:/lwww.adventure.com

Register for FREE Technical Support

nd a chan
» e . 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
in Knowledge Adventure software completely satisfied with this product, return it to

. us along with your purchase receipt to the address
Seftame tetwing Reiss listed under Technical Support within 90 days of

.

Offer good in the United States only. One winner will be chosen each month. Entry for each drawing is limited o one entry purchase.We will gladly exchange it for a product
for each product registration form per month. Or you may enter once per month by printing your full name, address, and of equal or lesser value or refund your money.
telephone number on a 3"x5" card and mailing it fo: 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 Dealers, distributors and their employees are not eligible.

divisions are not eligible. Total approximate value of Knowledge Adventure products awarded per winner is $250.00 retail
value. Winners will be notified 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. A ®
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