


INTRODUCTION

A long time ago. when the world wae ctill a harch and cavaqe place. there roamed
ereaturee go sirange that we would hardly recognizo them today. Food wae gearco, and
thege creatures had to depend on each other for survival. They were constantly on the
Inokout for predators, and in the blink of an eye even a predator could become prey.
What mayy goem brutal and eruel to us wase the natural wayy of Iife for these creatures,
and all life depended on thie delicate balance of nature, or Food Chain.

The oceans were dominated by sea serpents ralled Seaosaurs
who eould swim more powerfully than any other ereature. As fond
in the water berame srareer. Coansaurs were foread to come on
land to find food, and they coon evolved into amphibioug ereatures,

Seaosaur able 1o live both in water and on land. Becauge they still poseesced

great speed, Qoacsaurs developed a atrateqy of hiding in the water
and lunging onto land. capturing their prey in a gplit cerond.

One ereature the Seaosaur loved to eat was the Hovenboof, an . _

nmnivorous rreature able to eat both animals and plants. Although -&;", {x}
they preferred the taste of meat, Hovenhoofe were able to survive ~g Y {
by eating grace if they had to. Thie allowed them to survive even :

when their primary food gource was very low. Hiowet bogs
# __~  Hovenhoots” favorite meal consicted of Yug Yugs. simple-mindad
e ereaturee who tended to eat firet and think later. They didn’t care about
o e murh else besides food. and they didn’t mind eating one of their own
% kind if food was eeares. Yuqg Yuqge represented the beqginning of
_ d rivilization. and had simple tools for hunting. They mado fairly easy
Iki“’?[f@’ Wiog | targete for Hovenboofe beeause they were co dim-witted and slow.
vy




Magmaraptors ruled the ckies. attacking their proy from
abowve without warning, and they had a epecial tacte for

CQoangaure. Magmaraptors” only predators were Yuq Yuge. who

hunted them with cpeare. Magmaraptore had excellent vicion

and were able o goo their prey at great distances. Thie helped Mugmrupfor
them curvive even if there was no prey nearby.

OBJECTIVE

The ohjective of Food Chain ig to cenre as many pointe ae poegible. by eauging ereaturee
to eat each other. while avoiding creature extinetion and overpopulation. The bect way
to gain pointe ie to tryg to build as many sequences of eatinge, or chain eatings. as
you ean. Onee you get practice. you ean build longer and longer chaing for zome really
hig pointe! Building a chain takese etratequy. however, and it helpe to plan out your chain
earpfully. A chain eating that ineludee cach ereature cating ite main proy ie ealled a
complete chain and earns the best bonus.

In addition to gaining pointe, there are certain thinge you have to wateh out for that will
cauce the game to eome to an abrupt end. Extinction pocec a conetant threat toward
the ereatures of Food Chain. A creature becomes extinet when there are no longer any
of that ereature on the board. Creatures may suddenly go extinet if the last remaining
survivor is eaten or starves to death. so try to keep an eye on any ereatures that there
matj be only one or twao of.

Another threal to your creatures is overpopulation. Thic happens when the board
becomes go full that there are no empty equares left.

Don't qget too diccouraged when the game ends. Ty to play ctrateqically and learn from
your migtakes. You'll learn to keep your ereatures healthy and plentiful, and pretty coon
you'll be a Food Chain prol



GAME BOARD

_ - scoring area

-next item area

- pick count
~pick button

The gamo hoard is divided up into a grid of 25 equaree. Each gamo boging with the
board populated by a etandard arrangemaont of cight ereaturec. It'e your job to place the
next ereature on the board. Before a ereature iz placed. it will appear ag an outline of
iteelf. Thig allowse you to play around with where you want to place it on the board.

Creaturee ean be placed anywhere on the board where there ic an ampty square. They
ran also be placed in floods. Creatures can’t be placed on top of zach other or on an
already existing object, sueh as grase or troes.

Tho next item area is whore the next ereature or specialty item randomly appoars.
The epeeialty itome aro:



T Reverser

| # 4 Causoe a ereature o reveree direction. For example, a creature
L ' facing up will turn to face down, a ercature facing right will
Y tumn to faco loft, ofe.

otz .. Clockwise Turner
if “< Laugec a creature to make a 1/4-tum elockwige. For example,
a ereature facing up will fare right. a ereature faring right
will turn to face down, ete.

ot Counterclockwise Turner

. Y. Lauses a creature to make a 1/4=turn eounterclockwize. For
M. _«"?1 examplo, a eroature facing up will face loft, a eroature facing
L= right will turn o face up, ete.

Grim Reaper

Cauges...ynu queceed it...eudden death! The ereature the
Grim Reaper it uged on will die and a pateh of grage will
grow in ite plaee.

Cloud
. Lauzee a flood that oecupios one equare on the game board.
L Cloude may be used on any cquare. regardlecs of whother

S0 ife vecupied or not. If a ereature ic oeoupying the equare.
== the flond will eauee it to drown. (There'’s ane exception to
this rule. Can you think of what it is?)
g J

The pick button allows you to uge a pick, which lete you replace whatever ereature
or epecially ttem ig in the next item area with one of your choice. Being able to pick
your next ereature or objeet ie very useful. Do you deeperately need a Clockwice Turner
to build a complete chain? Are the Yug Yuge about to go extinet? Perhape it'e time to
uce your handy piek button,



cancel
" buttan

use
" buttan

L 3 Goneel I < Ls )

Preesing the pieck button opene a dialog box that digplays all the ereatures faeing in all
direetions, ag well ag all the gpecialty itemnse. You ean pick something by elicking on it
and presging the use button. or you ean epeed things up by just by doublo=-elicking
on the ereaturo or epoeialty itern. You ean alen proce the cancel button if you change
your mind about ucing a pick.

Try to be eparing with your picks. though, because your chanees to pick ara limited. The
number of picke you have remaining ie reprecented by the pick count. You're qiven
one chanee to pick at the beginning of each qame, and each time you make a complete
chain you get an additional pick, or an extra pick bonus. Thic ic an ineentive for
building eomplete chaine, not to mention all thoge nice bonug pointe!

Cheat Code: typing 100picks while playing Foed Chain will give
you 100 extra picks! This can come in handy if you want to
practice making long chains. Keep in mind, though, that any
score achieved using the cheat code won't be saved as o high
sCore.



The Who Eats Who illugtration chowe the main order of predator
and pret). The ereaturec of Food Chain are very partieular abnut
what they eat, and rarely deviate from their favorite diet. Knowing
thie order i¢ important for etrategic planning. i ever you aren't
eure of the food chain, juet rofer to thig illuetration. IFIl always

ba right there to help you. thniﬁﬁH’lw y

Each ereature in Food Chain has a special ability, something that cets it apart from the
rect. The Special Abilities illuctration chows what thees are:

Ff_
w Coansaure are qreat ewimmaers and they)

swimming can eurvive in the wator.

B, Hovenboofs are omnivores. =o if Yug
i}?&#‘# Yuqe are gsearce, they ean survive by
gra:ing frazing on {raec.

JEE  Yug Yuge are cannibale. They love to
{4 pat Magmaraptore. but they don't mind
cannibalism having another Yug Yuq as a little snack.
4 Magmaraptore are able to fly over long

- digtanees. even over other ohjeets, to

flying  capture food.
(. vy

Learning fo uge these epecial abilities to your advantaqe can really help advance your
aame. You'll find they come in very handy during play, and they ean help you get out
nf a ehicky situation!



GAME PLAY

In order for a predator
to eat ite prey. they
have to be in
neighboring equares.
Alzo. the predator has
to ba facing ite prey,
but the prey doeen't
have to be faeing il
predator. For example,
a Yuqg Yug has to be
looking at a

Magmaraptor to eat it.

but the Magmaraptor
ean be looking away
from the Yurq Yuq.

4 ™
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not neighboring—no eating predator not facing
prey—no =ating
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In eertain eituatione, there can be a standoff. or a cituation where more than one
ergature ic trying to eat. Like many ereatures in the wild, the creaturee of Food Chain
are very cautioue and won't go after a meal unlece they know it'e a eure thing. Here are

gome examples:



* If more than one of the came epecies ic facing a single prey, neither ereature
will eat it. For axample, if twn Qoancaure are faring a eingle Hwenboof,
neither Ceancaur will make a move. (Ine will wait for the other to move or
be killed before attacking. Magmaraptore are a elight exeeption to thig rule,

beecauge if two of them are faeing a cingle Ceangaur and are unequal digtanees
from it, the ono that's elocect will eat the Ceancaur,

' ™
i 2§ . x
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standoff: two predators
facing prey—no eating

O ez @

turn ane predator... ...eating!
\. Wy

* If twn or more Yuq Yune are pogitioned en that more than one eannibalictie
eating many oecur cimultaneouchy in the ¢ame chain, none of them will eat

each other. Each will wait for ﬂm other Yuq Yuge to move or be killed before
attacking.



standoff: two Yug turn cne Yug Yug..
Yugs may eat simultan-

eously—no eating

Creatures eat at different epepde. - !
If there's 3 cituation where two ——— PETTT——
poeeible eatinge ean neeur, the
creature who eate factest will
eat firet. The order from fagtoct
to elowest ie Ceaneaur,
Havenboof, Yuq Yuq.
Magmaraptor. The ereaturoe are
licted in the Special Abilities
iit;:h?ﬂﬁnn En’rhf:]a order ﬁl; nfrsg
referenca. 8o, for example, if a

Loancaur i¢ facing a Hovenboof “E"m’:ﬂfﬁi';”ﬁﬂ"d hﬁ:?ﬁﬁﬂ:ﬁiﬂnﬂ
and a Magmaraptor ic facing the ' _..-‘
Leansgaur, the Seaogaur will eat

the Hovenboof ingtead of the Magmaraptor eating the Seaosaur, becauge the Seancaur
ie factor than the Magmaraptor.




There's no time limit per turn. However, onee a ereature is placed on the board. a gemall
eirele, or starvation meter, will appear next tn it. Thie roprecente the ereature’s life
gpan, whiech i¢ made up of 25 turne. When a ereature ig firet placed on the board, the
etarvation meter ie full, indieating a healthy life gpan. Each turn you take will decreace
the meter'e lovel. and when it rune out, the ereature will die.

Keoping an oyo on your ereaturoe’ metere will help you proteet thom from etarvation.
Think about which ereaturee ean be saerificed and which neod to be kopt alive. Remember
to keep them stuffed and happy!

Thera are meters for floode and grace, at well. Floode have an evaporation meter—
when ite level rung out, the fltml will dry up and dicappear. Grage has a germination
meter—when ite level rune out, the gqrase will gpawn into a tree. Onee trooe grow there's
no wayj to qot rid of them. and if ton many qrow. they ean everealy limit your movement.
Cn try naot to let too much graee aceumulate on the board and don't forget who ean oat
it!

Preesing the mouse button while the eureor ie over a meter will eauge a number to appear
indieating how maniy) turne are left before that meter rune out. Thie ran be helpful when
trying to determine which of your ereatures are in moet desperate need of food.

When a gqame ends, clicking the mousge button or hiting any key will bring you back
to the game optione eereen. Hitting any key during play will pause the game.



MENUS AND DIALOG BOXES

For your eonvenience. sume of the more eommonly used menu items are available as
buttong on the game optione sereen.

Under the File menu are the following menu items:
* New Game—beqging a new game
* Resume Game—rontinues a game already in progress
* Tutorial—runz a narrated tutorial

Under the Edit menu i the Preferences... menu item. Colecting = -
thig will bring up a dialog box which allowe you to control gevoral oA
name funetione. Jhass
] Py gt eyl w54
* In the Game Sound Velume arca, you ean change the e

eound volume by dragqing the slider. Checking the Mute
cheekbox will turn the sound off completely.

* The Play background music checkbox allows you to turn the background
musie on and off.

* The Show animations between turns checkbox lete you lete you decide
whether you want to gee the litle animations that take plauﬂ between turne,
euch ag blinking, tail waqging, cte.

* The Allow system multitasking choekbox lote you turn eystom
multitacking on and off. Food Chain hac low eystem requiremonte, letting
ou play the game while performing background taske, such as downloading
ilee from the Internet. Allowing system multitasking may eauge the game
animation to beeome ehoppy on older eomputere, though.



Alzo under the Scores menu is the High Scores...
mont itern. Solecting thie bringe up the eurrent high cenres.,
The top ten high ceoree are digplayed, and each inecludec ; ,
the player’s name, the seore for that game, and a contest ey stisdananin,
eode. You'll need the eontest eode if you want to enter any
Food Chain high seores conteste. Press the Contest
Info... button to find out more about thom. The Copy
buttan ean come in handy for ecopying ecores and contoct
eodee for entering these eontecte. If you double-elick 2
High Crore or select it and prece the

Aomswsw == lUnder the Scores menu i the Current Game Stats... menu item.
o || Selosting thie will echow the etatictice for the qame in proqrece ar for
wows o |l a game that just ended.

o
o kel L=l oa . By T

[ s s | |! b | (] | B coes i, |

ame Stats... button, the ctaticties for that game

will be dieplatjed. The Delete All button ic uced tn erage all the eurrent high cenres.
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