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Intfroduction

Welcome to Lights Ot 30 from Ticpe
Interactive. Lights Out 30 presants you with
ower one hundred millicn pusses with 30
anirnction, grophecs, and sound. Lights Out 3D
offen sevenal grophic envinonmenits, wihich you
will ExXpEnance OF yOou Oovonce Through evelr
rmora cifficult puerdes. You can gt hints [exceod
for the final few staps of o puzde) f you'ne
stuck, check your scom o avaluate your
expertise. even create your own puzzies, Play
with O friend of Dlony against e cormputeds
Either way, Lights Out 3D provides hours of
challengs and fun

System Requirements

Lighits Ot 30 recuirgs the folowing minimum system configunction:;

PC USERS

o ABA-DED- déhIhe processor or better

= B MB of RAM

* 5 MB virlual memony

*  SWiGA grophics cand and compatible monitor
Disploy set fo S4lkeAB0, 256 colorns
Mouse of compaliblas pairting devica
Doubde-speed CD-ROM drive or bether
SoundBiastar™ G-compdtibs Gudio cand
Windows 3.11T™ or lofer operating systam
Mote: This product i fully compatibss with Windoows $o™

*  Apple GlulckTime 2.0™ or [aber




MACINTOSHE USERS

68030-33Mhz processor or Detter

BME of RAN GblkeAB0,

2hb-color grophics cord with compotible monitor
Mouse or compatible pointing devics
Double-speed CD-ROM dive or better

Systarn 7.1 of later operating system

Apple GuickTime 2.0 or kfer

Installation

The Lights Out 30 CD-ROM disk included with this pockoge & o “hybrid™ that
contains both PC ond Macintosh™ versions of the program. Note: i, ofter installing
the game, you have frouble with the progrom, please refer first to this manaal for
possible solufions. If the problam i of o fechnical nafure, plecse read the section of
the monual entfitied Technical Notes. F vou connot resolve the problem ofter
consulting the manual, refer to the Technical Support seclion of this manual for
information about how 1o get in fouch with the technical support shaff ot Tiger
Intaractive
PC USERS

1. W you amre using Windows 25, the installation program lounches cutomaticalby
whan you insert the CO-ROM disk into the CD-ROM fray and close the tray. if you
are using Windows 3,11 {or loter), inser the CD-ROM disk into the CO-ROM froy,
Closs the fray, ond sslect BUN from the FILE menu. Type D \INSTALL EXE ond cick
OK. MNofe: If vour CD-ROM drive has a designafion other thon "0, " sulbstitute the
comect designation

2. Folliow the an-screan nstruclions o complale instalation. A coamplate nstallation
(ncluding SulckTime) requires about 5 MB of hard diive spoce.

MOTE: Lights Out 30 requirss Apple EuickTime 2.0 (or latar). GuickTims is includsd on
the Lights Out 30 CD-ROM disk. During the ingtaliahon process, you will encounter o
diclog Box with EASY, NO @UICKTIME. and GLICKTIME OMLY cpticons, If you o ol
howe ehulckTime installed on your compauter or if you're not sure whether you do or
net, click the EASY button, which will irstall both Lights Out 3D and GuickTims. If you
already have SuckTimea 2.0 of later nstalled on your computet click the ND
RINCKETIME Dufton, which will insfoll only the Lights Out 30 program. f you’ve alreody
installad fhe gome, but need to install GuckTime, click the QUICKTIME ONLY button,
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MACINTOSH USERS

1. Ingert the Lights Out 30 CO-ROM disk into the CD-ROM fray and Closa tha tray.

2. The CO-ROM disk containg two iferne: the Lights Out opplication (with the
messane "DRAG TO DISK” to its right) and a folder named “PUT IN SYSTEM
FOLDER.” Drog ond drop the Lights Out application onfd your hord drive

3. Lights Out 3D requirss Apple GuickTime 2.0 (or kafer) in the EXTENSION fioldar
which i locabed within the SYSTER folder on your hord drive. I &@uickTims
alreadly is installed on your Computet you rsad not do amythendg with he folcher
named “PUT IN S¥STEM FOLDER. " If @ulckTime |s not already insfalled on your
computer you need to inskal it from the Lights Out 30 CD-ROM disk, To instoll
wuickTimea, first double-click yvour hard dive icon, then double-click the SYSTEM
folder on your hard drive. Next, double-click the “PUT IM SYSTEM FOLDER™ on the
Lights Ouf 3D CD-ROM disk, From the EDIT MENU on yvouwr dasidtop, click SELECT
ﬁ.L whilch will highlight all of the iferms in "PUT IN SYSTEM FOLDER.” Mow drog ond
drop the highlighted iterms into the EXTENSION folder.

Technical Notes

*  hAake sure that you howve ot least 5 MB of spoce on your hand difdve for g
carmiplets installatcn,

*  Engung that your display s set o S40d80 ond 2566 colons. I you hava a PL running
Wincows 95, you can chack tha dispiay by saleciing SETTINGS from the START
MEMLL then select CONTROL PANEL Double-click the DISPLAY icon. Then select
the SETTIMNGS file tab. On the SETTINGS MEMU, if 256" appears next 1o “Color
palette” and “840xdB0" oppears under *Deskdop oreq,” you need not make
chonges. If yvour display & sat fo somathing other thion 255 colors and SadB0
resolution, you need fo change the display sefting in order fo play Lights Out 3D,
To change resohution, click and drog the dider undar "Dasktop ansa”™ urhl
"0 " appears. To change the display, click the “down™ amow nesd 1o
“Color palette” ond salect "256 colors™ from the dhop-down manu. IF theang i no
*254 colors® opfion on the drop-down menu, click the CHANGE DISPLAY button,
Clhck the CHAMGE butfon undear " Adaptar type.” Make sura that yvou R the
disks that come with your video cord handy and then cick he HAVE DISK
button, Follow the on-screan prompts, han salect “Supear VizA SA0wdal 256
colons” from the list of ovolable drivers. ond complete the installation by
following the on-Scrasn Eoormpls.
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PC users nunning Windows 3,11 (or higher) can chack the display by doubie-
clicking the MAIN folder on the dasktop. then double-cliciking the WINDOWS
SETUP icon, If tha “Disphay:" call ists “Super WaA 6dlxdB0 258 colors, ™ you need
not make chonges. If your display is set to something else, you need ta chonge
the display setting in order to play Lights Out 3D. To change the seffing, select
CHAMGE SYSTEM SETTINGS from the OFTIONS MENL in the setup window, Clck
e “clown” crrow naxt to the "Dispiay:” cell and select “Super VA &ddB0 255
cokors” from the drop-down men. You may be prompted for your Windows disks
of thie dizks that came with your video cand in order to insfiol the driver, Follow
the on-screan nstructions.

Macintash users can chack thas display satting by salacting CONTROL PANELS
from the APPLE MENU on the deskiop, Then select MONITORS from the list of
contial pones availoble. Ensure that the number nest to "Colors” reods "256.°
Click the OFTIONS button ond ensure that the “Select o monitor sefting.” cell
recads " 6dlheAl, "

+  PC users should moke sure that vifual memory is enabled ond set to g memorny
sire of af least 5 MB. If vou're running Windows 95, sslect SETTINGS from the START
MEMU, then select CONTROL RANEL Double-click the SYSTEM icon. Click the
FERFORMANCE file tob, Click the VIRTUAL MEMORY Bubtan. I "Let Wirdows
rcEnagee My virtucl mermany sedtings (ecommended)” i selected, you shouldn't
herve ary probilams rurming Lights Out 300 1" Let rme spacity iy own wirtual
memory seffings” s seleched, make sure the “Minimum” is sat fo of keast 5 MB.
Lise the scroll crows to increase the minemum if necesary and then follow the
or-screan prompts,

If wou're running Windows 3.11 {or higher), double-cick the MAIN folder on the
daskion, then double-click the CONTROL PAMNEL icon. Double-click the 384
EMHAMNCED icon in the Confrol Ponel. Then click the YVIRTUAL MEMORY Dufton, If
wirtual memony s et o less than 5 MEB (5000 KB, click CHAMNGE and type in ot
least 5,000 (KB), then click OK and follow the on-screen prompts,

= Macintosh usars who expenence meamony problems con ollocate mome mermony
to the opplicofion by highlighting the Lights Out icon on the hard drive (ofter
instalation) and thien sekaecting GET | fraarm ths FILE MENL on the Gaskdop. In
the “Prefered Ske” field, you con increase the memony allocotion

= This CD-ROM disk vecss desigread 10 work on computears with 8-0it displony and of
lecst 8 MB of RAM. If vou are wing 146-bit display ond experence any problems,
try sefting vour display 1o 8-bit.
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Getting Started

Once you have installed Lights Qut 3D, the program launchas automaticaly
whanever vou insert the CO-ROM disk info the CO-ROM froy ond close the fray if you
one using a PC with Windows 95, Windows 95 usens also con lounch fhea garme Dy
highilighting Lights Out interActive on the START MENU progrom list, then selecting the
Lights Out application lcon, If you are wsing a PC with Windows 3.1 (o larer) or o
Macintosh, double-click tha Uights Out application kcon from the folder in which you
instaliad the gome fo lounch he progrom. Regardiess of the systam you hove, he
Lights Cut 3D CO-ROM disk must be in the CO-ROM dive in order to play the gome.

Aftar the looding screens, you'll reach the MAIN MENL. o skip thase |cacing
screens and go directy fo he MAIN MENU, simply press the spacebar when the
progrom beging 1o lood, Note that you obo San skipy animalion Secuendces hot
appecr bafone sorme of the iIndividual gomes by pressing the spacalDor

To dive night in and try out a game, cick the grean butfon next to NEW on the
MAIN MENU (which fokes you fo the GAME SCREEN) fo start the defoult Classic Lights
Cut gome, plaved with the cros effect potfern on o Sxb malnx, You can selact any
orthead typa of gome or mode of play from tha GAME SCREEN by clicking on the GAME
Button

Object of the Game/How to Play

Lights Qut Is o puzde game played with game pieces (called "butfons™)
on a matrix (grid) playing area. In eqch gaome, there are Pao sets of buttons -
those considered to be lit™ and those considerad to De “uniit.” The object of
the game is to “turn off” all of the Iit buttons (so that all gome preces on the
rnctrix are of the same “unlit® color and/or shape) in a minirmum number of
steps. You tum buttons on or off by poinfing the cursor on 0 game pece and
clicking the mouse button. (The only E:CEPﬁﬂna ara the Fiputand Lights in

ames - read the section entitled Types of Games for further information. )

licking on o "Iit* or “uniit” game piece changes nat only the game place
that you clicked, but also adjocent game pleces as wel. Notice that the
change creates a certain pattern. There are two “effect patterns” with
which the game can be played: the + (cross) effect pattern and the X
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(diagonal) effect pattern. If you click the game piece in the middle of the
affect pattern, all the it game pieces that are part of the pattern furn off,
and ol of the uniit ;%c::rne pieces in the effect pattern tum on. Clicking ona
game plece that s lit turns it off. Clicking on a game pleca that is unlit turns it
on. Remembe clicking on o gaome place affects the game piecas direct
above, balow, or nexdt to it (+ effect pattern) or diogonally odjocent fo it &
effect pattern). The effact pattem that you choose has no effect on the goal
of the game.

There are lofs of types of games from which to choose. You can find
detailed description of how each game works and its specific goal in the
saction of the manual entitted Typas of Games. In any type of game, puzzles
appear in order of the number of steps required 1o solve the puzze baginning
with puzzies that require the fewest steps. Puzzles are divided into levels and
generally include three puzzles in each level.

The playing area consists of four types of matrices: Sxb, &xd. 7x/, and, for
the Fliput game only, Bx8. Game logic remains the same regardiess of the size
of tha mairix. Almost oll of the different gomes can be played in all of the
miatrix sizes. The bigger the matrix, the more puzzles and levels of difficulty
theare will be.

The Main Menu

Thia AN MEML includaes the opiions NEW,
LOAD, HELP, and &4NT. To select an opfion, E
mone the mouse pointer 1o the button that - m’
designates the: option you want and Cick the
left mouse bufton. This point-ond-click * LMD
interfoce & used throughout the gamea.

I your' re ploning for the Girst Tirne, Clck The - m
MEW button, which fakes you to the GAME
SCREEM. If vou plaved before ond soved your - “' i
wsar informiction, click the LOAD button, which |
tokes youl 1o the LOAD SCREEN wihene you can . L
ioad the puzzle thot you wont fo play, Here's a
ittle more information about each of thess
ophons
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NEW
This opfion leads to the first puzde in the Clossic Lights Outf game, plaved with the
crods effect pattaem on the 5xS motix

LoD
Select o user naome from the LOAD SCREEN to retrieve information about that
paricular user. A fable shows how far the sslected playver has advonced in each
hype of gome and effect paftern. Use the toble fo load o poficulor tvpe of gamae,
storting af the lost "PFRE-PROGRAMMED " pursle sobved by that phoyver. Ancther
fabde givies OCoess 1o mew puezhes entensd and saved by tha salected ploayer wsing
the insert Puzre game. Mote that If you have not entered user informeation, wow il
get the emor message "There Is no file to lood.” Smply click OK to refum to the
hAAIN MEMLL.

HELF
Selact this option go to a menu that offers OMN-LINE HELR the TUTORLAL, the ABCLT
soresan, oand e BUTTON INDEX, From this menu, sstect BACK If vou want to refurn
o thea hAIN MEMNU. S5ee the saction af the manual entited The Hedo Menu for
furthier informoafion

LT
Click the @UIT button o exit the program (you ae given oplions 1o quit with o
withiout soving before exdting fhe progrom)

The Game Screen

The GAME SCREEN includes the miotnix on
whilch thea gome i plonad, the " Iinfobox ™ and
buttons that lead to other areas and menus of
e progrorn, all of which are explainad in the
following poarographs.

THE MATRIX

The maatrix is the Lights Out “playving field.”
Thits ls the area whene you actually play the
game by moving the mouse pointar to the
CICIrTHE EHECE YO wish 1o Thurm on” of Thuen ot
and chcking the mouss button to change the




sslected gome plece (s wel os odjocent game pieces depending on the effect
pattem that you have chosen). Watch and listen fo the TUTORIAL which wil halg you
et a feed for the game.

THE INFOBOX

Thex infobox, located on the right side of the GAME SCREEN, disploys informeation
about fhe type of gome baing played, the purze numbe the optimal
(minimurmnumber of steps required to solve the puzde. the number of steps you ve
made o for and the numbes of axtra steps thot vou've mode beyond he oplimal
numbear of shers reduined

Th irffobox con be rminimized from the SETTIMNGS SCREEM. or by clicking the round
button at the battom of the infobox on the right side. If you minimize the infobox. It will
inciude only a small counter that displays the number of steps mode. Click the round
button again to restore the entire infolxox to the screan.

To chonge the “TYPE OF GAME:" from the infobox, click the scroll amows above of
below the curment game type until the desired type of gome appeans. The new game
type will have the some effect pattern and matrix size 0s the previous type of game.
You oo can change the type of gome, as well as the matix sze and the effect
pattam, from the GAME MENU, Click the GAME button to reach the GAME MENLL o
change the type of game to Lights in, insert Puzzie. 2 Players, Fliput. of 3 Color, you will
hve 10 do 5o from the GAME MEML (although yvou can change fo o 3 Color gome
using the “TYPE OF GAME: " scrol amows if the mati size is tud). Only Classic, Lt Ondy,
foogie. Locu}l-r% and 3 Color (when alreody in 0 &xé motix) gomes can be salactad
with the “TYPE EAME: " scroll omows on the GAME SCREEM.

in oddiflon, you can change the purzle number by clicking on the scroll amows 1o
the right of tha curent puzze numiber until the puzze number that you want oppear s
in thie “PLZZLE WUMBER: " call. Note that vou oon sslect only puEse numbers hat you
hove already completed or the cument puzzke number, You connot skip ahaad 1o
higher-level puzHas.

Thea “OPFTIMAL NUMBER OF STEPS: " call shows the minimurm number of steps
required to solve the currant puzze. The “STEPS MADE: " cell dieplays the numiber of
steps you have taken so far, The counter stops ot 99 steps, afhough you can continue
to phay beyond that number: Tha “EXTRA STEPS:” cell shows the number of steps you
kv token bevond the optimal number of steps required o complete the puzzle. At
the top left comer of tha screen, you will s2e the cument effect pattem (+ or X). You
can change the effect pattern only from the GAME MENL.

ZAME SCREEN ACTIVE BUTTOMNS
START, HINT, GAME, and MENU buttons appear af the bottom of the GAME
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SCREEN. If you click the MENU button, o second set of ocfive buttons appears,
inclhuding FILE, SETTINGS, HELP, and BACK. A description of the function of both sets of
Buttons follows,
START
To restart the curent game from tha baginning, cick the START button, You maght
want to restart o game If you're not hoppy with your curent atfernpts to sohve the
pLUEza,
HINT

If you'ne stuck, click the HINT buthon to get back on frack. The hint funchion shows
you the best possible step o make by moking the gome place on the rmafrix that
you should click nesd bink. Execute the step suggested before clicking the HINT
button again. For 3-5 step puzzles, you can get hints all the way to the end of the
pame. For puzzies that require more than five steps fo resolve opfimally, you can
get hirnks until the kst five steps required to solve the pugse, From that point on, no
hints are Gwailabe, In addifion, hints ore not ovoilable of all for LY Only. Togols.
insert Puzzie, Lights in. 2 Players and two-player Flipuf games. Whan no hint is
available, the HINT butfon is dimmed and clicking it results only in a “beep.”
ZAME

Lis@ this buffon 1o reach tha GAME MENU, whare you can salect game type,
effect paoftern, "PRE-PROGRAMMED” or "RANDOMIZED” purslas, ond the sire of
The pncrie, Thits menu i described in detail kater in the manual in the section
enfiled The Game Menu.

MEML!
This cpfion bings up o new st of octhve buttons, Inciuding FILE, SETTINGS, HELP,
ard BACK.

FLE

If wou click the FILE button, a meanu appears with NEW, SAVE, LOAD, STATISTICS,
ST, and BACK options. These opfions ore described In greater detail laker in the
rmonual In the s2Ston antitled The Fie Menw

SETTINGS
This button brings up a manu of configuration options, From the SETTINGS MEML,
you can furn the infobox on or off, turn sound on or off, furm button (pame place)
animotion on of off, o select buttons that can be used while playing Classic Lights
Cud, Lit Oy, Toggie, or Looping. These selections ore described in the saction of
the manual enfitted The Saffings Manu.
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HELP
Iy elick fha HELP buttorn., a msnu appesors thot offers ON-LINE HELE the
TUTORIAL the ABOUT screen. and the BUTTON INDEX, which are all described in
furthver cetail in the sechicn of the monual antitked e Hale Meano

BACK
Click tre BACK button o retun fo the first set of GAME SCREEN active buttons

The Game Menu

From the GAME MENU (recched by chcking
the GAME button on the GAME SCREEM), you
can choose the type of gome you'd ke fo
piay, the matnix siza, the mode of play {PRE-
PROGRAMMED or "RANDOMEED™), and the
effect pattermn (+ or X), After completing your
sedaciions, click tha PLAY GAME button to star
the game,

TWPE OF GAME & MATRIX SIFE
ITiie cfd nife Pypeas of gameas (Classe, Li
Cnty. Toggie, Looping, Lights in. 3 Color
Insart Puzze, 2 Pigyers. ond Fliout) and four
rmcafrix simes (S, dmd, Tx7, and, for Fiowtonly,
Bx8). Motk size refars to the sze of the grid on which tha game is ployed. For
exampie, 4 e mattix includes five rows and five columng of game pleces (a fotal
of 25 gome peecas). Most of the garmes con be ployed in S5, xd, or 717 motix
Spas according 1o your Choics, excapt for Lighils in (5xb only), 3 Color (Sxb only), 2
Piayers (Exé only), ond Fiput (Bx8 only). For o description of eoch type of game,
BenE Thia BCHON Of the manual entifled TyDes of omeas.
To sedect a parficulor gome, click the desired malrix size cell from the: three mofrix
sipe columing fo the tght of the Tvpe of gomme that yvou wiant to play. Whean you
click one of the cels, both the matnx size cell ond the type of gome cell fum
orcange o indicale the octive saelachion,

AMODES OF PLAY
Lights Out 3D includes two modes of play: "PRE-PROGRAMMED”™ and
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"RANDOMIZED.” “PRE-PROGRAMMED " puzzies come up sequantally in order of
clifficulty In terms of the numiber of oplirmal steps required to solve the puzzla.
Whien you ploy "PRE-PROGRAMMED” puzzes. the first puzzle of each gome hvpe
thiot appears requires the feweast sheps to sohve,
In "RANDOMIZED" mode, puzzies requiring the same number of steps for optimal
solution appear randomily within aach gome type that suppaorts fhe
"RAMDCMIZED " aption. The first puede that oppears on the matix will requine fhe
some number of steps as the |ast purde you played in “PRE-PROGRAMMED”
mode. The “RANDOMIZED" option & available only far Classic, Lit Oniy, Toggie, and
Looping gomes. Whan you play in "RANDOMIZED™ mode, an R button appears in
the infobox instead of a puzzle number on the GAME SCREEN. To move on to o
riew puzzie, which will requie the same numiber of steps for optimal solution as he
previous puzzka, click tha R button. If you want 1o solve purrkas that requine fewear
shas for optimal solufion, click fhe “down” scroll omow nesd o the "OFTIMAL
MUMBER OF STEPS:” cell in the infobox. If you wish to get bock to the highest lewved
yiou hiove achieved, click tha “up” scroll amow,
I "RANDOMIZED” mode, when you use the “TYPE OF GAME:” scroll arrowws in the
infobox to change the type of gome, notice that the “OPTIMAL NUMBER OF
STEPS:” cell changes with the type of game, This is becouse you only can
play gamas in “RANDOMIZED" mode that match the highest number of cptimal
steps for solution {or fewer) that you have ochieved in “PRE-PROGRAMMED”
rmicde for each ivpe of gome
If youur're unhoppy with your affort fo sobve 0 puzzle in aither “PRE-PROGRAMMED”
of "RANDOMIZED” moce, click tha START button. The same puzze will reappear on
the matrb with the “STEPS MADE:™ ced reset fo "0."

EFFECT RATTERMN
Thare cire two effect potterns ovalable: + (cross) and X (dogonal). Cholking on a
game piece affects the game pleces directly above. below, or next 1o i (+ effect
pattern) or diogonally adjocent fo it (X effect pattern). When you click a game
piece, all of the it game pleces that are part of the effect pattern turn off. and all
of the unlit goma pleces fum on. Clicking on a gome place that B it fumns it off.
Clicking on a game piece that is uniif furms it on
To ssdect on affect pafttern, click on the pattem you want (+ of X)), located obove
the words “Effect Pattam™ on the right side of the GAME MENL. The cells of the
pattern selected aoppear in red

FPLAY SAME
Wihan viou howe finished with your salections on the GAME MENL, chick the PLAY

GAME button to sfart the game.,
[P ——




The File Menu

Ta raach this manuw, which ncludes the
option: MEW, SAVE, LOAD, STATISTICS, &UIT, ond
BACK, chck the MENU bufton from the GARME
SCREEN to bring up the sacond saf of buthons,
than click the FILE bution. A dascription of FILE
MEMLU functions follows
MNEW

This option leods fo fhe fist puzde In the

lf'“'* mec Liighits Ouwt gome, played with the

cfoss effect pothern on the SxS matrix, You

can use this button fo stort over under o

ciffarant used noems. [his aphion also

appearns on tha kaiN MEMNL

5AVE

Click this button 1o reach a screen that ollows yvou fo enfer and sove vour “LSER'S
MAME "™ and Sove yOur Gormses |r‘|f arrnction. =ome informafion can b soved only for
*FRE-FROZERAMMED " puzzies of the Ciossic. "l'-:".f"'.':.f --:'~c',|._,.'-erh Looping. Lights in. and
3 Color game types. Note that you must sove a user namea 1o be able 1o refrieve
garmas ot you've already piayed, 1o sove Qomes scones, and 1o sove puiRles of
YOLIF O e Cmion

To sonvie @ “USER'S NAME™ and gamea
information, fist tvpe the nome In the “USER'S
MAME:" call. (Mormal word-processing keys such
08 fne DOCKSDOCe ey Ond The Jeleta ey
funchion s vou would expeact in fhe “USER'S
NAME:" cell.) Cick the BACK button, A diclog
el fle il ] -.-u-i.rl tha promg! " AR YOU SLne wou
want fo sove? Click thia YES bufton fo sove
your usar informnotion. Thian click the BACK
button on the FALE MENL fo retum o the GAME
SCREEM. If wou click the NO Buttan, wour ussy
nfcrmamnion will not be served and you'll Qo
bock to the FILE MEML.
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Yo Con sove up to 13 wser nomes. Once you've reached 13 names, you miust
delete o uwser nome before you can add a new one. To delete o name, first hypse
the new user name that yvou want fo add and then chck BACK. Click the YES
button when the =Are vou sure you want to sove? prompt appaars. Click the Ok
button whan “THE USERS LIST IS FULL® promipt appedars, The list of user momes
appears. Click fhe user nome that you want o delete, than cick the YES button
at the = Are your sure you wont o delete the selected wer?” prompt, The ielectad
user nomne s deleted and the mew name i enfersd outomotically orto e kBT of
user's names. (Click the NO button if you decide not to delete a wer name. ) If
you'vwe deleted o user name ond addad a mew user nome, you shll need 1o save
the new wsear naomea by clicking the BACK button and then clicking the YES button
ot the ™ Are youl sure youl wanl 1o save’?” promgt

LA
Click the LOAD button to open o screan
from wiech you can lood sawed gamea
information for o porficular usar nama. o
Ioad, click the amow to the dght of the
*USER"S MAME: " call, which will cpena
complete list of soved user narmes. Clhick on
T Liser RO Yyou want to lood
Cnce the user’s informaticn loads, a taktke
QPEers wWith Infonmation aDoUT The armes
that thee user has ployed, The tabla shows
how for o user has advanced in eoch tvpe
of goame by effect pottern used, Note that
vl can lood andy e puerkas thal you
solved ond soved In “PRE-PROGRAMMED” mode. The numiber of the last PRE-
PROGRAMMED purde ployved ond :otved appecs in red. To ook af gomas you ve
played with a different effect pattern, just click on tha effect pottern call you
wiont on the right side of the screan. The fobie then displays gamas played with
e salactad effect pattem. The cells of fhe saelactad affecT DOTTErn ODEsar n red.
To return to any game listed in the fabée, click the number in the cell of the game
firucaf yow weort
The lower table on the LOAD MENU lists Insert Puzte games that the currant uses
ke craated and saved. To return o one of thase games, click the puzzle that you
wiant to play. To scroll through the list of purzies ovolabie, click and drag The shoer
it cappears to the ight of fhe toble.
Click the BACK button to return to the FILE MENU {or to the MAIN MENU If you
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antarad the LOAD MENLU from thare rather than from the FILE MENLU)
STATISTCS
Chck this button to display a screen that
frocks your sconas by type of gome, by
mctrix size, aond by effect pattern. The
numiber in each call in the tale shows you
the total points you've aocurnulated for
each type of garme in eoch miix sre for
the salacted effect pottern. The "TOTAL
SCORE:" ool raprasants the sum of scomes
frorm ol of your games regardiass of gome
type, moatix size, or affect poftemn. The cells
aof the salected effect pattern appeaar in
red. To look ot scores for the other effect
pattern, just click on the “EFFECT PATTERN”
call you want on tha right side of the screen. The fable then dispiays scofas you've
porned in fha ofher effect pattern.
The tobia displays scores only for the curment player. i you wish fo see scones for
other user normes, kood the user name that you want from the LOAD MENU and
thian return to the STANSTICS SCREEN. The following tabde expilains how sCoring

Worls,
TVPE OF 55 hATRY facds hWAATIRIX Tu¥ BMATRIX BOWTS DEDUCTED
SAME POWTS PER STEP POHNTS PER STEP FOWNTS PER STER FOWR EACH STEP
WHERN SOVED I WHEN SCHYED W WHEN BOUVED N BEYOWD CFTIRAA
OPTIMAL & STEPS  OFTIMAL # STEPS  OPTIMAL # STEFS ¥ STEFS
Clossic 10 12 14 5
I Cokar nfa 12 n/a 5
Looping 14 15 20 -5
Lit Oy 12 14 18 5
Lights In 14 16 18 5
Togale & 18 20 -5

NOTE: Scores ore recorded only for "PRE-PROGRAMMED" Classic, 3 Color Looping. LI
Only, Lights in. and Togglhe puzzies.
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ENNT
Chck the QUIT bution to exit Lights Ouf 30 A screen appears hat gives you
SpTions 1o &UIT WITHOUT SAVING, QIUIT & SAVE, or CANCEL If vou click the GUIT
WITHOUT SAVING button, you'll exit the program immedicately, If you click the QUIT
& SAVE bufion, the SAVE MENU appeas fo give you a chance to save game
information. To sove gome information for the cument user name, simply click the
BACK button, click the YES button at the *Are you sure you wont fo sove ™
prompt. and then you'll be back to your deskdop. If you change your mind about
quitting the program, click the CANCEL button fo return to the FILE MENU (or to the
MAIN MEML if vou entenad the GIIT MENU from thane rather thion fram the FILE
MEML

BACK
Click the BACK button to return to the GAME SCREEN.

The Settings Menu

To recch this meanu, click tha MENU button
from the SAME SCREEN to bing up the second
set of Dutfons, then click the SETTINGS butfon
Frorn the SETTINGS MENL, you can odjust
ploving preferences, ncluding the INFOBOX,
SOUND, BUTTONS ANIMATION, and CLASSIC
BUTTORNS. A descrplion of the odiusiments yvou
Can maka folios
RO

Lhck this button o furm the nfobox "0OMN" o

“OFF.” When furned off, the infobox is

reanimized to inchude only a small counter

That dispiays the number of sfeps mode. The defoult setting is “ON.* Note: You

cannot turm off the infolbox during the Fiout or 2 Player gomaes.
SOUND

Click this button fo furn sound "ON" or “OFF." When you turn the sound off, you'll

sTll hear sound duning gomes that have opeaning animation. Turning the sound off

affects anly the “button” sounds during a game. The defoult satting is “OM.

&
E
£
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BUTTOMNS ANRAATION
Clck this button to turn cartain animations “OMN" or “OFF." If sat to "OFF” thene wil
ba no opaning onimation before games that normally include animation
sequences, no “reward” andmation when you solve a purza in the optimal
rurniber of steps, and no “momphing ™ animahion when you click garme pieces on
the miotix. The default satting s “ON." Note that even when buffons animation is
sat to “ON.” Lights in. 3 Colot inserf Puzzle, 2 Players, and Fiputf games have no
opening animation, Insert Puzzle. 2 Players, and Aiput gamas have no reword
anirmation, and 3 Color and Riput games have No game piece “morphing
animafion

CLASSIC BUTTOMNS
Click this button fo use one set of ploin buttons (game pleces) while playing
Classic. Lit Onily, Toggle. ond Looping gomes, This set of plain buttons inchudes no
mormhing animation whan you click on game péeces. The default setting is "OFF”

BACK
Click the BACK button to rafurn to fhe GAME SCREEN.

The Help Menu

To reoch this rmeny, wihich inchucas tha
options ON-LINE HELP, TUTORIAL, ABOUT, BUTTON | s

1‘_’._

INDEX, ond BACK, click fhe MENU button from
the GAME STREEN o biing up the second set
of buttons, then click the HELP button. A
description of HELP MEMNU funclions follows.

ON-LINE HELFP

Clic:k tha ON-LINE HELP button to bring up
information about Lights Ouf 30 that you
con search by a key word, The Bt of key
words oppears in the “KEY WORD:™ call of
the top of the screen. Click on tha "up” and
“down” scroll amows o the dght of the “KEY
WORD: " cad to see a list of the key words availatile. The help et for each key
word appeaans in the text box as you scroll through the list. Alhermatively. press the
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first letter of o key word on your keyboord to bring up Information in the fext box
that comesponds to fha lether vou press. If no key word s avallabile for the eter text
for the key word thot begins with the letter closest to the lefter you pressed
appearns in the text bowx, In oddition, you can click and drog the slider to the right of
the tent box to scroll through the help fest. When you first armive at the ON-LINE HELP
screan, the help text for the cument fype of game appeans automaticaolly
Click the BACK button 1o return o he HELP MENL

T HEAL
it you click the TUTORIAL button, a menu of topics appears, including “OBJECTS OF
GAME PLAY." "LOGIC OF GAME PLAY, " “"HOW TO PLAY THE GAME. " “TYPES OF
FAMES, " and “GHNT TUTORIAL. " The tutadal ghves vou voool ond vieual iInformation
about how 1o play the gome and the different fypes of gomes. After each futoriol
(except for the “TYPES OF GAMES™ tutorial). a menu oppears offering opfions to
"REVIEW” (replay) the tutorial that yvou just heard, “MOVE ON* to the next tutorial,
or refurn 1o the “TUTORLAL MENLL. " Affer the “TYPES OF SAMES” futodal, a menu
oppears offering options to "REVIEW™ the futoral thart vou just heord, “PRACTICE®
ary of the gomes, “MOVE ON® to the nesdt tutoricl, or bring up tha “SAME MENL., "
from which you can choose a tutorial about ony of the different types of gomes
Chick the @UIT TUTORIAL button from the TUTORIAL MENU fo returm to the HELE
MAEMLI

ABOUT

The: ABOUT SCREEN includes a list of people who confributed to the making of
Lights Ouf 30. Click the MATH button fo get information about the math logic used
in the game. On bath the CREDITS SCREEN and the MATH SCREEN. click tha “left” or
right” scroll amows fo scroll through the information in the text o

Frorm the MATH SCREEN, click fhe CREDITS =

button to return fo the CREDITS SCREEN. e e

Froem aifnes the CREDITS SCREEN or fhe MATH it e ey S

SCREEN, click the BACK button fo refurn fo

the HELP MENL -e e - ﬂ
BUTTON INDEX 9 9é e

Click the: BUTTON INDEX, Buttan to reach g

usaful screen that shows the an-aff (o iit- -9 @3 ‘ =

urility morphing of all of the cbjects wed os e

buttons (game pieces). The BUTTON INDEX e SO T

SCREEN I8 somathing of a tutardal in itsalf .

becouse it llustrates the basic goal of fhe L Lssey e




game in which the pictured "buftons” appeadr, Ekewhere in the manwal, the goal
of the gome i described o "turning off” ol of the "i” gome pleces on the motnix
Trez BUTTCIN INDEX SCREEM shows wihat eoch object used as o gams Desce Inoks
e when it is "on”® Jith or “off” (uniit). This screen also shows the color-change
saquence of game phecas In the 3 Color gome (3ee the section of the manuwal
anfitied ™ Tyoes of Gomes™ for mors infarmarion)

Click BACK tor nefurm 1o fhee HELP MEMLI

BACK
Click the BACK button fo return to the GAME SCREEN (or to the MAIN MEMU i you
entarad the HELP MENU frorn there rothar than from the GAME SCREEN),

Create Your Own Puzzles

You can create, play, sove, and print Classic-type puzzkas of your own design,
Froen the GAME MEML, just click the cell next to "IMSERT PUZILE ™ that reprasants tha
mictrix size (Bxd, &xb, or TxMof the puzzle vou wish to creote, Click on the "EFFECT
PATTERM® cedl of the affect pattern that yvou wish o uss in the puzse vou create. Then
click the PLAY GAME button. This brings up the screen on which you create puzzies, For
detailed insfructions about how 1o Create your own puzzles, saa the sechion of the
rrsanucl enfitied Tyipes of Games under the heading nsed FuEse.

Types of Games

The following sachion describes all of the fypes of games that you con play. Boch
game infroduces a twist that mokes it different from any of the other games, but the
overdll goal is akways the same (except for the Fiput ond Lights In gomas) - fo "furm
off* ol of the "It gomes pleces (referad to as “buttons” in the soffwarne) so that all of
five Qo pheceas on the malrix are “unlif.” In gorty puzzhe numibesns in O 5o mattic "1
garme pleces are represented by red pyramicks. “Unlit” game pleces are reprasanted
by green cubes. In iow-numberad dub mafrix purzes, footbals represent it game
pieces and basketbals represent uniit gorme pleces. In low-numibered Tx7 mctrix
puzzies, chalk reprasents lit gome pleces and S-baolls reprasant uniit gome pieces.

Az vou progress o higher-numbered puzdes, the gome piece (Of "butfon”)
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graphics change. Thare are 11 satfs of graphics to represent it and unit gome pieces.
from footballs (Fy and basketballs (uniit) to half-eaten apples () ond uneaten apples
(unit). You won't oheays see red pyramicls and green cubes, Howeved the goal is 1o
tumn off ol of the "H" pleces. regardiess of the graphics. If you find yourself confusad
about which game piece graphic reprasants “5t" of opposad o “unit,” check out
the BUTTON EX SCREEM, which shows Thie enfire range of gome plece graphics
and tels vou which pieces are it {described as "ON" in the menu) and which are uniif
(described as "OFF” in the menu), Click the BUTTON INDEX button on fhe HELP MEMU
to reach the BUTTON INDEX SCREEM.

Classic Lights Out

Inthis game, the objact is 1o switch off oll of the "It" game pleces fo make all
pome pieceas on the maotric “unlit,” For exarmple, in the eary Sxb i pueses with
cube and pyramid gome piece grophics. you have to figure out how fo make all of
the gome pieces on e mairix green cubas. You can click an aifher O green Cube of
a red pyramid, which will chaonge the gome plece on which you clicked os wel 5
adjocent gaoma piacas in the affact poattarn (+ or X This gams Con e ployed on ol
matrix sipes using effher “PRE-PROGRAMMED” or "RANDOMIZED” puzzies and either
affect paftamn.

Lit Craly

This game is similar fo the Clossic gome, except that you can click onby on lif
gome meces. The object is fo switch off all of the It game pleces so that all gamsa
piacas on the matrx ae unlt when the puzde s solved. Pemembed vou con click only
the Iif gome pleces! Uniit game pleces will not change if you clhick them. This ganme
can be ployad on all matrx sizes using alfher "PRE-PROGRAMMED” or "RANDOMIZED”
puzrdes and afther effect pattern,
Togge

To solve o puzzle in fhis gome, you hove to click the it and uniit Gome piecas in
furris. For exampls, if you first click an unlit gome plece, vour next step is o click o i
game phece, then an unlit gome plece. ond 50 on. if you click gome pieces in the
wrang ordet the mattix will remain unchanged. This game con be played on all
micti szes using efther "PRE-PROGRAMMED” o "RANDOMUIED" puzdes and aiffer
affact pattam.
Looping

Az usual, the object is to switch off all of the lit gorme piaces. The twist & that the

affect pattermn con “wrop around” 1o the opposite sde of the screen. If you click a
game piace in an outer row of colurnn of the matix, the pofion of the effect pottern
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theat norrnally wolukd be *off the boord” ond thenefone not disphayed will affect game
pieceas on the opposite sde of the malrx s port of the effect paftern in a Looping
gorma, This game can ba played on all matfrix sires using aither "PRE-PROGRAMMED”
or “RANDOMIED" puznes and edther effect poitemn.

Lights in

The goal of this game & fo recredaie the puzzle dsplayed on the small mattx on the
normial gome miotnix in the minimal numiber of sfeps. "UT gorme places Oppear inred
on the small matrix. Your goadl Is 1o end up with it ond unlit gome pieces in exachly the
sarme position on fhe normal game matrix as they appear on the small matrix, This
gome can be ployed only on o Sxb motfrx with the cross effect pottern,

3 Color

3 Color is o purde gorme simnilor to Classic Lighfs Out, playved with three colors
instend of twio on O fxd matrx. Game pisces ore green, blue, of red. The goalis to
change al game piecas 1o red. The game pieces change cokors af follows when you
chck them: red to biue, blue to green. and grean to red. This game can bo playad
only on 0 &xé matix using the cross effect pafterm.
irsert Pluzsa

This game gives you the chance to create your own Classic-type puzdes that can
ba played on ol Mot szes except Bl using either effect pottern. Insart Puzzs
gomes that you create follow the rules of the Classic gome. You need to hove soved
VoL User Naeme on the SAVE SCREEN before you create a puzzle in order to be able fo
sonve thie puzzle you create. ( To reoch fhe SAVE SCREEN, cick the HILE Batton from the
ZAME SCREEN and then click the SAVE button on the FILE MENL. See the section of
the rmanual entified = The File Menu™ for more detoiled informotion about sonving o
LISET Nrmes )

Frorm the SAME MENU (reoched by clicking the GAME button on the GAME
SCREEMY. click the cell next o "INSERT PUZZLE" thot represents the mafx sze (Sxd, oxb,
of 7xNof the puzzie you wish to create. Click on the “EFFECT PATTERN® cell of the
effect patterm that you wish fo use in the puzde you crecte. Then click the PLAY GAME
button. This brings up the screen on which you creale puzzes. This sCreen is wery simikar
ti thee normial GAME SCREEN. Tha active butfons af the bottom of the screen funchion
s they normally do on the GAME SCREEN mn’rr'raﬂxc-&p’m:rn that the HINT Dufton is
not octive and a SAVE buiton appeors.

The infobox & gightly different os well For one thing, there's a "PUZILE NAME:" call
instead of a "PUZZLE NUMBER:" cel. After you have credated and saved puzdes, click
the “up” and “down” scroll amows nesd 1o the "PUZZLE NAME:™ cell to select and lood
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soved puzdiaes onto the matix for ploy, Other infobox differences are exploined in the
rcct tenw poragraphs.

To moke o puzzle, simply click the gome pleces on the motrix that you waont fo be
“it.” Each fime you click on unlit gome pieca on the matnx, it becomes “i.”
Conversaly, you can réturn a gaome piece you've marked as it fo an unlit state by
clicking on the game plece again.

When you have finshed creoting vour pugde, click the CHECK button in the INSERT
PUALE infoboee. The "SODVABLE" call tunns red il 1hea puEre vou'va cradatad can ba
sobvad, If you've created g sobvabde purse, the "OPTIMAL MO OF STEPS:" cell disploys
the minimum numiber of sheps required o solve the puzze thot you've created. if the
"UNSODABLE " call turns red, youwr puzzle cannot be sobved, (Click the CLEAR button n
the infobox o erose your puzzle ond fry ogain,) After vour purze hos been
“ehecked,” you can tny 1o sobve | (provided, of coursa, that you've created a
solvable puzziel). i you solve the puzde within up o five exira steps of the opfimal
number of steps required, your solution wil be soved (50 that it can be printed) along
with the puzzle iself when you sove the puzzie, If you sohve the puzzle in more thon
fivee @xira shaps, your salution will ot Ba soved, and a prntout will inclucs only e
puzzle (with no solufion), To save a puze that you've created, cick fhe SAVE Dufton
The IMNSERT PUZZLE MEMU oppearns. From this screen, you con save, deldete, and print
ary puEds thot you've crected, ae wall as previsnw a pm’rcru’r af wowr |:r..u1hea Typain
the PUZZIE NOMe that you want fo use in the “PUZZLE NAME:" field. The “PUZZLE
MAME:" fisld accep!s lattens and numbses. Alaer Ivping a pueske name, cick fhe SAVE
button. The puzde name now appeans in the st of soved puzzes. After o puzze hos
bean saved, vou can ratieve it by clicking the LOAD option frarm tha FILE MENL. Than
click the puzzle name In the cwer table on the LOAD SCREEN. Eoch "user name™ can
sove up to 10 puzzes. When the list Is full. you haove to delete o puzde that you've
cradated in order o make reom for the newly-created puzde. To delete a pue, cick
on the puzze nome that you waont to delete, than click the DELETE button

Yol can print puzzies and their solutions. if you hoven't sobved vour puzzke of if your
solution requined morg fhoan five sfeps Deyond the optimal numiber of steps, you con
pairt (or previesw) the puzzke, but not the solufion. Puzzle solufions only appear in the
printout (or preview) if you've soived the puezle within 5 exiro steps of the optimal
number of steps required. The prompt ™ You did not solve the puzse in the oplimal
numibear of shans! i will be orinfed withaut the solufion.” oppears when you attempt fo
paint or preview such a puzzie. To print o puzza, fist make sure that o penter s
connected to vouwr computer then click on the puzzle nome that you want fo print
Meaxt, click the PRINT button. A print dialog box appears. Make whatever print-opfion
chonges you want or need to make (pint range. print quolity, pinter sefup, number
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of coples, ete) in the print dialog box, ansure that a printer s connected to your
computet and then click the OK button to prnt your puizie. To preview O puzzie
printout, click on the puzze nome that you wish to preview and then click the PRINT
PREVIEW button. To retun to the INSERT PUZZLE MENU after previewing a printout, just
chCk anywhere inside the previewed prantout.

Click the BACK button on tha INSERT PUZZLE MENU to retumn to the INSERT PUZZLE
AME SCREEM.

Fliput

The object of the game is fo have more game places of your color on the marix
thar your opponent when the game ands. The game ands when Doth piayens have
depleted thair stock of ovolable moves, of which thane ane fwo types: “FLIFS™ and
“FUTS. " Designed for aither two players or one ployer against the computet this gome
can be played only on an 8x8 matrix using the + (cross) effect pattern, Thare are four
levels of increasing difficulty. You can change levels from the FLIPUT i AME SCREEM by
clicking on the “up” or "down” scroll amows o the right of the “LEVEL" cell of the
bottorn of the screan,

A “PUT" ploces a game piacs on an unoccupied spat on the mafrix. Just chick the
spot whene you want to make a PUT when it's your turn, Eaoch player gets 32 puts. In 0
“FLIP * vou click one of your own PUT gome pleces, which changes the game piece
to your opponent’'s color but also changes any of your opponent’s gome piecas that
are in the cross effect pattern of the game piece you cickad to your color, Game
pheces that have been flipped are manked with o blue “X.” Each player gets 22 flips
Once a game plece ks fipped, you con't fip it again. If you fry. o beep sound will be
maard. However a fipped game plece con still change color if it is in the cross effect
pattern of onother gome plece thot i flipped.

The game ends when both players make all of their PUTS and FUIPS. A "GAME
OVER® message appearns, and the player with the highest score (shown In each
player’s infolbox) wins. To begin another game, click the START button,

To begin playing. first click eifher the 1 PLAYER button o the 2 PLAYER button on the
right sice of the scieen, depending on whether you want fo play ogainst the
computar or a fiend. If you cick tha 1 PLAYER button, o “FIRST M ;" el opens on
tha left side of the screen. Click the “PLAYER” cell if you want fo make the first mowe,
or click the “"COMPUTER” ced to have the computer 9o first. Then click the START
button to bagin play. (Mote that in o two-player game. you don’t have 1o click the
START button.) Game pieces placed by the computer are green. (Game pleces
ploced by the player are red,. Whan the computer makes a move, the gome piece
ploced by the computer blinks for o few seconds. In both one-player and two-piayer
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games, the infobox of the plaver who will make the next move will be highliaghted.

Unlirmited hints ore ovoilable in o one-ployver gomie. Simply click the HINT butforn. A
garme phece will BEnk on the malti for O few seconds. Remembss the spof on the
ity whene the game place Diinked and Cick on that spot o PUT or FUIP your gome
piece there. In o two-player game, no hinds are available.

Unlimited "undo”™ moves also ore avallable. To undo o mowe, click fhe UNDD
Cutron. In o one-playar garmss, aach fime you click the button, the kst mowves thot
wars made both by you ond by the computer will e “undone.” In o two-ployver
game, each fime you click the button, only the iast move mode will be “undone” (o
oppDodEd 1o both pldyed s Ios! moves). You can click the UNDO button as many times
(including corsaecutively) 05 you want

You con switch bock and forth between 0 one-plaver game and a hwo-player
gama any firme youw wont (even in the middie of o gome) simiply by clicking either the
1 PLAYER button or the 2 PLAYER button.

2 Playens

The object of the gome is o switch off all of the It gome pleces. Each playvet in
Turm, Frckes oree o (e plaver whiose infobox is highlighted hos thie need mossa), If
the move i comact as judged by the computer's pre-programmed optirmal path to
complete the puzzle in the minimum number of steps, the computer exaciutes the
rmowe and anters o poirt R fovor of the player in the "SCORE " call of the ployer's
infobox, Incomect steps ore not executed and No points are awarded. When all
game pleces are unllf, o GAME OVER messoge oppeors on the screen. The phayer
with the highest scone wing. After o game ands, click the NEW button to start a new
Pz,

The computer genarates purdes rondomly that require & 15 steps fo solve
optimally. This gome con be ployed only on a &b matrix using aither effect pattern.
Mo hints are cvailatde for this game
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Hapke, Trish Harington, Mancy Harty. Eorl Hensley, Polty Jockson, Jeff Jones, Georpe Kollyodan,
Rich Kempa, Jockie Leinstock, Gerold Lundaquist, Heathar MoCormnick, Donnag Mosh, Sondy Poimes
Cabw Pante, Almao Padish, Don Polonsk. Allen Richandssn, Armnokd Rissmon, Bondy Rissmian, Mo
Rosenberg, Lisa Schippel, Ginny Scott, Allson Shinners, Lo Svikel, Debibie fangoma, Sursoa Troreest
Sahvodons Yolosguez, Chenyl Vovnsa, Mardene Wohled B Waest

For Ciicki Mulimedia Lid, (Developer)

Prociucar: Chanon (Grasanb=ang

Praduct Monogear Oty Linay

At Dinscior Pr-Ainitin

Lis3cd Progiomimean el Coni

raphic Desgn: Fokcw Mir-Armitin, Rani Golan., Mimnoed Bareso
30 Anirncition & Dasign Rani Golan, Nirmisd Beneoor

Tutorial Scvipts Oty Lowy

Programming: Yochal Soni, Alsmoncer Rotentedd, Mirlt Plchan

Same Adaptofion to CO-ROM: Oy Lowy, Chanon Greenbeng, A Weined Y¥ochol Ganl
Johcy Mir-amitin, Boni Golan

bdusic & Sound Effects Ran Mizrachi, Ronl Golon, Mimeod Bengood Yoram Anel Criginal
Sorne Desvelopers & Corsuliants: A Waine Mkd Sonor Gyorn Beraciek, Ads ity
MCHTOIFICHT =i Sham

Fov Block Sheep interactive (Zame Testing, insfruction Monwal):

Tesfing Maonoger  Mancy Pada

Tt Chels Alon, Kevin Corey. Maortin Cheersinut, Mike Donabue, Anshony Dowming
Norbart Glod, Moggle Snorowskd, Joff Hill, Dona Hupser Mike Korgda, Mancy
Pardo, Mikka Walkcrak

rstruction Mamual: Jaff Hil

Technical Support

i ol e uamsions about this scfhaan product, DG Brgd faad Ihe mesuction manuol. §you shll hoees
guestions, our fechnical sueoort dapartment Son Faip, Plecss wiite 1o us of;

Ticpsr Interactive

Wisadionds Poriowoy

iemon Hill, 1L 001
Cit If wou rused 10 B0k with someana Immaciabedy, coll us af 1-888-TGR-505
(B 7767 honciay Frough Faday babwean 80086 ond B00PM Eashern Tirme. In Onded 0 Redp: us answer
o cpuashion o8 quicily s possibls. please provicks the following drsrrcation wihen you coll oF vl
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| Proschact normes

2 Marufochune model and configunation of your computer (processol MOz BAM. opanating system)

1. Add@icnal sshern componend Rloemation as | apolles 1o e Fm wOHI 8 Bpanancing. such as
kil -ond mocl of e monito sound card, videc Sord. prnter modam, etc.)

4 A desciption of Fa Dol and e Peps Bt leod 1o 11

o informotion oRouf My pRocucts o Tige I|1I‘l&r-'_1-: them o Tiga EMeCtroric L wa invihe wou 10 visi our
wials site at
e om0y, SO

Warranty Information

Tiger Elactronics. inc. (Tiger) wamonts o fhe afainal purchosar of i product ot e peodus! will be fee
from: dafects in molenos o workmanship fior 20 doys from T date of ciging purchose. This womanty does
ol Cove daomogss resulting from occicent, regligenca. IMEoRar SEnice o Ush Of O CoLsEs Nt orsing
ol of dalect n malesol of worlkimonship,

LHFng thee 0-cky wWiorsanty Sanod. = oioduc! Wil sifai De eianiad oF isiocad (ot Tioe s oplon)
Wﬁcrﬂwmmmw whian sehumed wish peool of the Bale of Dlechoss 10 i I e Ceoker of

o Tiger.
F"n:v;f{’”emn'ﬂd o '|'I|;~Elf'.|.'|1‘l“ﬂl.|' ool of e dobe .JrIJ..lLI‘H.!-H of after S O0-Gony wormnty panod hos
axpied. Bt peod 10 Grds visor from anrﬂ dobe of purchoss, =8 be mpoined or reploced (of Tigar's
option) fof O senice fes rc-l:lﬁ e RE i Fina fine, Poymenls mus® e By Chack oF mdsnary Oochi
vtk o [igee Elcinonic
The 'Iil"l':'ﬁﬂl'l;l[.l shorhes T r.a.lr_'l'-mer'uﬂu ond eaciushwes remadly for ony beeoch of womanty with nespect to
gk DFOHCA
Al prociuct ehurmed must be shipped prepoid ond inswed fon loss of domoge 10

Tlgm le Inc

i

) Wonohoncs Porceoy

Wermion Hils, IBnoes I'.‘ill'.':l LLSA,
The prociuct should ba comfuly packed in #he onginal box l:lrw:-'rl'-ad'ipu:hﬁ: micherials. suficient fo ook
oormage dunng shipment. Incdude o complete wthen descnpSion of the defect, o checl if product is
Baryord Mes S0-Cony womonfy peiod. and vour pinted nome, oo, o fedephores rumibssr
THIS WIAREANTY 5 B4 LEW OF ALL OTHER WARRANTIES AND MO OTHER REPRESENTATIONS OR CLAIMS OF ANY
MATURE SHALL BE BRDRFG OF OR OBLESATE TEZER B AN WS ARY IMPLED WARRAMTIES APPLECABLE T THES
PRODUCT INCLLIDING WaARRAMNTIES OF MERCHANTABILITY AMND FITNESS FOR A PARTICULAR PURPOSE. ARE
LIMAITELY TL) THE MIMETY (S Doy’ PERRCID DESCRIBED ABCAVE. IN MO EVENT WILL TESER BE LIABLE FOR Adyy
SPECIAL, INCIDENTAL '1':3[1"' JORSECUEMNTIAL DAMAGES RESULTING FROKM POSSESSICR, LISE. OF MALFURNCTION
CF THIS TIGER PRODUCT
S0 ghotas G0 nod Cliow Imhotions o8 1o R’ 10ng an iImplsd worrary oss ond/on exchusions of oty
inu'-.- ral urs;:i'-.; toy o This wowmsorrhy ives wou specilic fghts, ond you moy o hove e nghts which wong
TOm S08E RO §hate,
MLITHE TH-CR INFERAL TPVE RESERNVES THE RGHT 10 MAKE IMPROVEMENTS IN THE PRODUCT DESCRBED M THE
SAAMUAL AT AR TIE AND WITHOLUT ROTICE, THIS MAaMNLIAL ARND THE SOFTWARE DESCREED IM THIS BAARMIIAL
ARE COPYRIGHTED. ALL RIGHTES ARE RESERVED. NO PART OF THIE MaMLIAL OR THE DESCRBED SOFTWARE Aay
BE COFED. REFRODUCED. TRAMSLATED:, O RECUCED TO AMY ELECTROBEC MEDIUM OR AAACHINE-READARIE
FCIEN WITHOUT THE PRICE 'WRITTEN COMSEMNT OF TESER INTERACTIVE: TEER ELECTROMICE, ATTH: CUSTOMER
SUPPORT F80 WOODDLAMDE PARRsAEY WVERNON HILLS, ILLIMOE &S00
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License Agreement

EEAD THIS:

YO SHOHILD CAREPULLY READ THE FOLLOWING TERNS AND COMDITIONS BEFORE LUSIME DR LCWMDING THE
SOTAARE . LOADING. O USING THES SOFTWASE MEANS YO ACCEPT THESE TERRES AND COMDNTIONS AND
UMCERSTAMND THAT THEY WILL BE LEGALLY BRDIMNG Of WOU, ANY END USER, ARD THE CORMBANY. F ¥OU DO
MO AGEREE IM'THTI-EM'?H‘EH:I MOT WANT THEM 1O BE BINDING Ot vy, YOU SHOULD PROMPTLY RETURN

THE AMY BANMNER FOR A ELULL REFUSD.

COIWNERSHIP

¥ & Fsaraby unclarsinod and il T Elesctionics. Inc. on linos copoeaion with offices at 280
Winnioncs Poriowrry, Wemon W, 1 {"Licensor™) 5 thee cwris of ol fgiht Titke ond intesast to e

Progrom (‘Pnﬁ:;:ﬂﬁ"ﬁ mecoiced on the enciosed disk/iCD- g all subsenquant oopsas theeaot,
reponclenss of ik oF formm in wiikch e Criginal disk OF COpeas MOy it Yo, of loonses
E&m'] Ewcugh your puichase of ths peoduct oo not oooquine any cemenship dghits ko he Progrom

A, In congidenation of the poyment of o lcenss fee, which B pencen of the price poid By Lk ensea
fof This. prociuck, Licensor ety gronts Losnéee o nonesciusie usi ond clisplary fhis Copy of
e Progeom on o Sngie compuier on O video screan ot O | sCatm || o g

B, B b yndastood ond ogesed ot whis e om B not "copy peolected, " Loaniss sholl ot Copy
the program o any Mmaching-reocoie o pnhad 1o axce! for archival o for Dochkup o
FRoCTCORcn pulposas, nor shall Licensss modity e Program ondiod mengs it info anoSher comipuled

.. Eogram

I'Eil:ﬁ. nighits fod expeEssly granbed ofe heesby mesreed by Licensor,

A Tre lconsa & afecttes undl berminated. Licensse moy herminate i al any time by desinoying e
ﬂmg:;rn fapether wilh ol copes thamof

B. Tris boarss wil tarminaie wpon condifions sl o esawhens wifnin this Agreemant o if Lioenses fols

f oy with cary feiTT o coradson of 1hi Ageesment. In such event. no falice shall Do eopirod Dy

c w rhf':h L o Prosge wilh Gll Ok
=, oo terminchion of this L L enss Hrue CHTH T o
i_;-apq-:.rmdﬁr_'r.mm anmmnﬂtﬂnm porfong it army' oL of rehum some to

RE
& Licenses moy phyvscolly ransfer e Progrom befween computens provided hat it i ueed on only ons
CormEuler af ang given Time
B Excapd for e il inoding of e Progranm on o urd disk of for orchivolDockup purposes o
pemrviched for obowe, Licensss sholl nol. without Licensor's mgees witlon corssnt

1. Cogpy Oof Fepnoduce e Prognoem
7. Bpchonicaly Eormier e Progeom eough o LAl ol oneo nefwork) of ottees nehesek sahan of
the aryy computar subscibar sysham. o Do BysledTL OF

- 3. Mo 1 o Crecye cerrecties works boged on the Progrom of any OCO0MmDOanang marhenaes

& Loensee may rarsdes S Program ond thes Bcanse, o anodter porty il 1he olher porty ogrees 1o
acoenl e ferms and conditions of Sis Agmeement, I Licensas ironsfens tha Progrom, Loensse must
srmulionecusly aither fronsfer ol copies wheSer In prnted o mochine-rsodabis form o fha sama
pairty o chasteoy ony coples nof tersfened. inchecing o modificofions ond portions of Hhe progran
contoined or manged info olfln piograT:s

B. Loensas shol not sublicanss, osign, o Fongler the ioense or he Pogrom axcepl of espeedy
prcied in this Agreemant. Any atterrpt otherwise to subicerse, ossgn, o arsler oy of The Aghts.
dities, or SElgaions Fansunded § woid.

e S——————



&, Enclosed with s poackags i o program egisination cord., In fhe ewent thot upgraded vamsons of fhae
Progrom ome devweloped, Licensor maoy, af s disceetion, make such updotes oveilcle o fhose
Liconsmes $herl hores mburnsd this completed regifaoion cord, poid any seouined Tees, and nefurmed
Hrs inal Product! o Licensor

B PO-DAY WARRAMTY The bmited womanty conboined in his ssction B oppicaDés only 1o The cisks on
wihich the Pe E Purmisrestl, Any ofheey DIOOUCTS OF COMPOnents you Duschaesed] with ywour copy of e
Frogearm My wmﬂMwMWWNMMUWMMWMFHH

CoMpOrHnts,

A Ucenson wamanis e disks on which B Program B fumished 1o Be free Som defects in molesos ond
e ITOrENED U T LS Tod O paencd o PO (Rinety) doed Bom e dobe of dalieesy 1o Licansss,
o evickenced by your necept
Licerses shall cesume respsonsknllty for e sslaction of the Progeom and Tor the instolofion, wss ond
e ite ooholred from e T,

. THE PRCHGRAM B PROWVIDED 57 WITHOUT WARRANTY OF AMNY KIND, EITHER EXPRESS OR BAPLIED.
INCLUCHRNG. BUT MNOT LISATED T0, THE WPLUED WARRANTIES OF MERCHAMTAERLITY AN FITHESS FOH A
FRRTICULAR PURPTESE. LCEMSOR DOES MNOT WaRRANT THAT THE FURCTIORMS COMNTAINED IN THE
PROGRAM WILL MEET YOUIR RECUREMERNTS OF THAT THE OPERATICE OF THE PROGRAM WILL BE
UMINTERRUPTED: OR ERSOR FREE. Mmhﬂﬂt:ﬂhhﬂqﬂﬂmﬁdp&frﬂmmmﬁﬁmh
sl i) Shoadd The Progrom prove defeciive, you (and nof Licensos of n outhormed panscnal

=

Compiter Sechar aums T antine cosf of l MecBSOry MAACIngG. O ComBchon.
O S sabes o mol oo 18 aaclusion of Fmpiad womantss 55 1he emchEion may Rt appdy ko
: gohe to siote

A Lw:ammym{w;ewmmvmm
Thaa zmant of any CD-ROM, dskete. or cossete Rol mesting he Loemnsos's “Lmsed
Womanty™ obows ond o & selumed 10 Licersss oF on Ouinceinsd Oeoled willh O CODy of your

recaipt o

2 W Licersaor or the decler is unails o delieer o replocsmant oopy Tl s fres of defech in motenak
Of weodkmorship. Licanses maoy Termingte s Agreamant Dy aturning e peoducT ond Progeom for
0 Bl paifund Of ™3 DARCHOsS: DACa

B in ng avend wil Lcarsor be licbie for any damages Bt mod Irndhad 16, oS piohts, kel
of St Incideniol of ConsequnScl L O ity o LBl Buch progrom
WFMHWWIHMLﬁm%CﬂW&MWNW of oy oy

Chaim Dy oy OFTeed Doty S0 Shoied oo niod olicew e imitahions oF exciuson of lobsty for inciosntol
o Consaquenaa domoges. 5o the obows liméghon or exchusion may not apply bo you

0.
Al gueshiong Sonc WTMDEMMTI}T Elcinonice inc. P80 Woodkanas
% 1. &fn CLE‘;H;:ITW

1. JURISDKEION AND g nesnee

e Thu.ﬂm‘&nfwﬁdﬂmuhdmmﬁwﬂﬂb& e e ket o The Sharla of BRnoes.

B Al disgetes hereundar shall Da reschaed In he obde shate o federal courts of [linos. The porties
consant to the jrisdichon of sch cowts, ogres to ocoept sendos or procass by moll, and wohe any

- o verue defernses oS erwiss ol

This Agreamant constitutas the antie undarstonding of B pories, and revoles ond supaseces all Bord

WMMNMMMMMMM!EHWGHWW-&M&W#WP
ﬂmmmﬁwmtwnwﬂmwmmmmmwmm

rafaring 10 e Agreamant, This Agreameant sholl 10ke presadence oW oy offar dooumanis tho® moy

b i conlict theramsetih

LICEMSEE HEREBY ACKMIWLEDNGES THAT IT HAS READ THES AGREEMEMT UNDERSIANDS T AND AGREES TO BE

BOHLINDY BY ITS TERMAS D CORDNTIONS
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1996 ™ & ® THEER ELECTROMICS, INC, ALL RESHTS RISIRVED, F60 Wiondkands Poroway, Yarmon Hils. linck
SO0AT, LLS.A. LIGHTS OUT™ | LIGHTS OUTS 30™ and TWGERTNTERACTIVE™ ore frocemaorks of THaER
ELECTROMICS, BC, WRIDOWS™ i o boderrak of MICROSOFT CORPORATION, SOUNDBLASTER™ & o
frocemer of CREATVE LARS. BC. MADE WITH MACECRMEDA™ & o frodermiank of MACROMEDLS, NG
SUECETIMES ard s SLUKCKTIME cre meghtaned fradamaons of APPLE COMPUTER. BC., wed under
icanss. Mochtoshl 5 0 mgsiersd of APPLE COMPUTER, BC. CLUCK™ & a frodemaon: of CLICK
MULTIMEDIA. Al cfhar ROCSMONE O s poparty of fher especise wnee.



QUICK START INSTRUCTIONS

FOR PC. USERS: MACINTOSH

WINDOWS 95 1.
2

1. Place CD-ROM in CD drive of

L+ .
2, mmlumw Fallow
un—a:mnn instructions,

_ HD‘IE Out requires QuickTime 20 &
" for already have the comeact
erhn ni ickTime, select the “NO
 QUICKTIME" option option during installation. if
wudun tmﬁ.ﬂq‘:ﬂm!ﬂ tnlll:liw.'l
the version, select the
"H'han runrlng the program after
instaliation, select “Programs” from the
“Start” menu.
4, Select "Lithﬂui hlﬂmnﬁrﬂ
5. Salect "L

WINDOWS 3.17 {or IEﬂEﬂ
] H'I:II:! CD-ROM in ED i.'l'lﬁ"!l - fi

Place CD-ROM in CD drive of

com -
“Lights Oul” application icon
nd drop it onto your hard drive
icon.
Lights Ouf requires @uickTime 2.0
m?" later) in the “EXTENSION" folder,
which is located within the “SYSTEM”
lolder on your hard drive. If you
don’t hove QuickTime on r hard
drivi, miust double-click your
hard drive icon, then double-click
the “SYSTEM" folder on your hord
driva. Next, double-click the "PUT
IN 5YSTEM FOLDER" icon on the
Lights Out -‘.:I:l 'disc. From the
IT™ menu click
"SELECT Au.,' ich will hi
all of the ifems in “"PUTIN
FOLDER." Now drag and drop the

wﬂmmma




